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~ DIGRESSIONS

DID SOMEONE SAY
“(AMES ISSUE?”

This issue of HOT CoCo was a lot of fun to put together. We always en-
joy the games our readers submit for publication, and we are happy to
provide the best of them in our first-ever Games Issue.

Our cover this month sets the tone for the rest of the magazine: fun. We
have a variety of games to suit a number of tastes. If you like adventures,
you’ll like our cover article, GeoJogger. GeoJogger must stop a sociopathic
litterbug from ruining the North American countryside. The cover offers
some clues to where this evil-doer might be. On the way you’ll come across
some characters from the other games in this issue.

(We’d like to thank the author of GeoJogger, Richard Ramella, for writing
this program on such short notice. Good job, Richard.)

GeoJogger will ride on the submarine from William Bonnell’s ‘‘Submarine
Simulation,”” while facing down the featured creature in this month’s Elmer’s
Arcade, “Guppy’s Revenge.”” He’lldo a quick quarter-mile in Charles Le-
vinski’s simulation, ‘‘Dragrace.”

While in New Mexico, GeoJogger will find the Grand Canyon blocked off
by multicolored bricks, which he’ll do away with by playing Mark Goodwin’s
“Smashout.”” He won’t be able to resist trying Gabriel Weaver’s ‘‘Jackpot
Slots”” while visiting Atlantic City.

“We hope you enjoy this issue
as much as we enjoyed producing it.”’

In Canada, GeoJogger will find that everyone’s favorite sport is hockey, as
exemplified by Charles Boulanger’s ‘“‘Hockey One-on-One.”’

So, put on GeoJogger’s shoes and take a run through this month’s HOT
CoCo. We hope you enjoy this issue as much as we enjoyed producing it.

Re: Re:FLEX

Unfortunately, due to other demands on his time, David Wasler will no
longer be able to write our Re:FLEX column. However, starting in January
that column will be taken over by Scott Norman.

Scott is well known to many CoCo users. He has reviewed numerous Color
Computer products, and he is currently the author of 80 Micro’s monthly
column, The Color Key. Scott will take a user approach to FLEX. He will
discuss various software packages and ways of implementing them in serious
applications. We are pleased to have Scott aboard as a columnist.

Re: Program Listing Formats

So far, response to the question on whether to publish program listings in
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DIGRESSIONS

32- or 64-character format is running heavily in favor of the 32-character
style. Most said it was their best tool for ensuring that they typed in listings
correctly.

We must agree that anything that cuts down on the frustration of typing in
listings is worthwhile. We will run all our Basic listings in the 32-character
format from now on. You might see some 64-character listings from time to
time, but they will be articles that had been readied for publication before this
decision.

We are open to any suggestions from our readers that could make HOT
CoCo easier to use. Also, if you find a particular aspect of our magazine
troublesome, tell us about it. We’ll try to fix it.

New CoCos

The second part of Digressions this month was written by our technical ed-
itor, Guy Wright. He has gathered information on the new 64K Color Com-
puter and OS-9.

By the time you read this, some of you might actually own either the 64K
or the CoCo 2, which is a smaller, compatible Color Computer with either
16K or 32K. Because of our publication lead times, we are preparing this col-
umn in early August, and no units were available. We expect to have a com-
prehensive review in December.—M.N.

THE NEW 64K CoCo:
LOOKING GOOD!

At this writing, the new 64K Color Computer is being advertised in
the newest Radio Shack catalog for $399.95. The first difference you
notice between the new CoCo and the old one is the off-white case, as op-
posed to the battleship-grey, but the changes go much deeper than that.

The next most obvious difference is the 64K of memory—64K usable with
the new OS-9 disk operating system (DOS) and 32K usable with the built-in
Extended Basic. The 64K CoCo’s ability to support the OS-9 DOS, with the
Basic-09 is perhaps the most interesting change.

The catalog describes OS-9 as a ‘‘comprehensive system that supports mul-
ti-tasking.”” How well the OS-9 multi-tasking system works with the CoCo
remains to be seen, but many of you readers will put this to the test when the
system is available. OS-9 also provides a full-featured editor/assembler with
a reference manual for $69.95. The Basic-09 costs $99.95. Both come on disk.

Basic-09, which requires OS-9, has an interactive compiler, which will pro-
duce ‘‘compact programs that can be executed at high speed.”” It also has
command, edit, execution, and debug modes, which give the impression that
0S-9 with Basic-09 is much more of a full-featured DOS than the Disk Basic
many of us are used to.

The new CoCo also has a ‘‘new electronic typewriter-quality keyboard.”
The keys are sculpted like a ‘‘real’’ keyboard, but early reports suggest that it
is not a ““full-travel’’ keyboard, similar to the old-style keyboard. The sculpt-
ed keys alone should be an improvement, though.

Apparently, some hardware ROM bugs have been fixed. DLOAD and
PCLEAR functions have been cleaned up. Many owners of Color Comput-
ers never realized that these bugs existed, but it is nice to know that Radio
Shack is correcting these problems.

The new 64K Color Computer should be a giant step in the direction of
making the Color Computer a machine that can compete with the other low-
cost microcomputers such as the Commodore-64 in price, sophistication, and
memory size. This new CoCo should raise an eyebrow or two in the next few
months.—Guier S. Wrightll
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... With a Twist

October’s ‘“‘Expansion With a
Twist”’ inadvertently ran with an in-
correct Systems Requirements Box.
The program requires 32K.

Souped-Up Line Printer

Thanks for the fine article on the
serial-to-parallel printer interface in
the June 1983 issue.

The construction was easy, but on
the unit I built, the C3 caused the
printer to double print every char-
acter. So I simply removed the C3.

Now my line printer works faster
than ever. It doesn’t print any faster
(still 30 cps), but it loads the buffer
four times faster (2,400 baud). This
reduces the total printing time, and
if you’re printing graphics, you’ll
love the difference.

Larry Barnes

CoCo in the Classroom

I’m very impressed with the first
issues of your magazine and feel that
you have produced a forum that will
be a great help in the development of
support for the Color Computer.

I’m wondering if any of your
readers can help me. This fall T will
supervise a pilot program that will
introduce children in several schools
in our local school district (Knox
Co., TN) to computers. We will use
the Color Computer, and I would
like to hear from educators who
have used, or who are using, this
machine in schools, especially
elementary schools.

I’'m interested in their experiences
with the CoCo, with children’s reac-
tions, and with various software. I
would be happy to share the results
of our pilot with any interested
readers.

Chris Templar

Feedback

Johnson Bible College
Kimberlin Heights Station
Knoxville, TN 37920
615-573-4517

Meet Me in Spartanburg

The Spartanburg County CoCo
Club meets every Thursday evening
at 7:30 p.m. in the old library, Wing
C of Spartanburg Technical College,
Spartanburg, SC.

For more information, call or
write Dennis Shattuck, 473 Royal
Oak Drive, Spartanburg, SC 29302,
803-583-3017.

Dennis L. Shattuck
Meet Me in Sarajevo

We have recently founded a Com-
puter club here in Sarajevo. I have the
only Color Computer in this area. (I
think there are only three or four in
Yugoslavia.)

There are, however, many Sinclair
Spectrums and ZX-81s, three Apple
IIs, one Video Genie (a clone of the
TRS-80 Model I), and a TI 99/4A.

I am employed by PTT Sarajevo
and spend my free time practicing Ai-
kido and programming my Color
Computer.

Ragib Karamehmedovic
M. Trifunovica 47
71000 Sarajevo
Yugoslavia

Wait a Minute,
Captain Kirk!

Please make the following correc-
tions to the listing of Galaxy Trek
Adventure 2 (Sept. 1983, p. 72):
®Line 250: Correct the spelling of
MAIN and change the checksum
value to 6969.

@ Line 510: Correct the spelling of
AGAINST, delete one space before
DEADLY, and change the check-
sum value to 12886.

@ Line 1933: Delete the period after

TYCHO 1V and change the check-
sum value to 5130.

@ Line 1950: Correct the spelling of
PLANET'’S, delete one space after
POPULATION, and change the
checksum value to 13699.

® Line 2905: Change the checksum
value to 2980.

@ Line 2950: Insert a space before
the first CAPTAIN and change the
checksum value to 10028.

@ Line 3900: At the end of the line
add :GOTO 850 and change the
checksum value to 5113.

® Line 4215: Insert a colon (:) before
GOTO 850 and change the check-
sum value to 10576.

If you still have difficulty typing
in the listing, even with the
Checksum feature, I’ll send you a
tape of the program, ready to
CLOAD and run for $10. It requires
32K and Color Basic.

With this tape, you can stop in the
middle of the adventure and then
pick up later right where you left
off—a feature not available in the
magazine version. You store all ap-
propriate variables (what you see,
your location, and so on) on a
separate tape and then reload them
in response to prompts provided in
the new tape version.

Howard F. Batie
12002 Cheviot Drive
Herndon, VA 22070

Bugs in Small Numbers

In the course of developing soft-
ware for my new product, the
Kaleidophone, I have discovered yet
another bug in Microsoft Basic. If
you have any software that involves
the use of small numbers, watch out!

This is not the usual rounding
error to which all floating point is
subject, but a strange quirk in 1.1
Color Basic, with or without 1.0 Ex-
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Feedback

tended Color Basic. Try this:
PRINT 31-1.0E - 38

Now 10-* is almost zero, so you
should get 31, right? Wrong. The
answer given is 1E — 38.

There are many variations of this
bug, and it’s not just a problem with
using E format for input. Try this:

10X=1.0

20 X=X/1.1

30 IF (31 = X) <30 THEN PRINT X;31 -X
40 GOTO 20

You’ll find a whole range where
the error occurs—roughly 3 x10~%
to 9 x 10~ %, Note that these answers
are wrong by a factor of nearly
10°—not an insignificant amount.

I think all numerical software ven-
dors should be aware of this.

Fred K. Lenherr

New Salem Research
West Main St.

New Salem, MA 01355

Meet Me in Pontiac

There is now a Color Computer
club called Color C.H.I.P.S. in the
Pontiac, MI, area. It meets on the
fourth Wednesday of each month at
7 p.m. in the I.M.C. Building, 1325
Crescent Lake Road.

For more information, call 627-
4358 or 627-2235.

J. Hallock
586 Eastridge
Ortonville, MI 48462

Meet Me in Rio

We are a Brazilian TRS-80 Color
Computer user’s group seeking
anyone interested in exchanging pro-
grams, experiences, and informa-
tion. We’ll answer all letters.

Francisco J.M.C. da Silva
TRS-80 Color Club

P.O. Box 2951

Rio de Janeiro—RJ. Brazil
CEP: 20000

Anyone for High Scores?

Hot CoCo is a fine magazine, and
I enjoy all your columns and articles.

I do have a suggestion, though.
How about publishing the high
scores for CoCo gamers out there?
Not many Color Computer scores
appear in 80 Micro, but I bet the
response would be terrific in HOT
CoCo.

Peter Stumpf
1508 Appaloosa Trail
McHenry, IL 60050

What do you think, gamers? If
enough of you send in your high
scores, we’ll publish them. Please
respect the honor system that we
here in NH value so highly.—Eds.

Send your letters to Feed-
back, Hot CoCo, 80 Pine
St., Peterborough, NH
03458.

Computer Technology will
Enhance your Chess Playmg Skills

>>> BIZPACK <X

businessmen,  consultants, and

economists. Brings powerful forecasting and storage

High technology comes
to the aid of chess
players! “Chess-007
was designed to help you
and not a computer! This
unique program,
developed for use on the
*Radio Shack TRS-80
color computer, allows
you to record any game
with multiple variations
for rapid retrieval.
Imagine reviewing your
favorite openings or

d
granc

Record comments for
play by play review.
Variable speed replay
for review.
No need to set up two
boards for analysis
-you can return to any
position during the
recorded game!
Error-free - our
computer program
checks for illegal or
ambiguous moves
before recording
entry moves.
B Time saving - imagine reviewing your pre-
recorded grandmaster games with

capability to the 64k Flex based color computer

‘ Designed  for

|

‘ Features a short, comprehensive, comprehendible
manual and easy to use commands. Includes

| functions and programs that address key business

decisions. BIZPACK supports and encourages

creation of additional commands and programs to

meet your special needs

® automatic formatting

spread sheet functiors

plotting

< Chess-007 Displayed on Radio Shack TRS-80 Color Computer
prior to competition!
B Easy to operate, menu driven, user friendly

statistics

moving averages
program requires no progr ing skills.
B Tournament clock, skittles clock and extensive analysis in less than 4 minutes
accumulative blitz clock also incorporated per game!
for two player usage. (Incorporates two B Definitely not another ‘“me-too” chess

array size imited only by amount of disk

storage

multiple profit center analysis

joysticks). playing program. The highest levels of d i
® Input moves by joystick manual controls. chess are played by people, not computers! ¢ {tisel may fendmedommandsitoimane
B Records games and chess problems with B Requires *Radio Shack TRS-80 32k program even more comfortable to use

multiple sideline variations.

B Build a low cost video library of your
tournament games or your study games. recorder. Uses any color or b/w TV for
Instructions provided to utilize blank video playback. * print to file functions
computer cassette tapes for data storage. B Reasonably priced program cassette is

only $59.95. Nothing on the market like it!

ChessTech, Ltd.

extended color computer (approx. cost
$399.00), two joysticks and cassette

some double entry accounting and

inventory features

BIZPACK requires TSC Xbasic, 46k+ user memory.5!4"
disk drive and may be used with any terminal or
computer using Flex. $3.00 manual available to

“Reg TM Tandy Corp

. ChessTechLtd. 3080 Trenwest Drive, Suite2 Winston-Salem, N.C. 27103 owners of Flex operating system free (Flex is a
Send Chess-007 Program' Casseties'at $59.95 eaich: trademark of Technical Systems Consultants.)
ChessTech, Ltd. ; TO: Name Business and programing consultation available to
3080 Trenwest Drive, Suite 2 g Address support BIZPACK users. BIZPACK licence $120
Winston-Salem, N.C. 27103 z City State Zip %
¢ O Check Enclosed The g
3 I Money Order Enclosed Total § irginia Com a
N.C. Residents add $2.40 sales tax / cassette Tax p ny

| Add Shipping & Handling at $1.50/ cassette  S&H P.O. Box 2167 Christiansburg, Virginia 24073 « 703 | 382-4135

Total $.

ht 1983 ChessTech, Ltd. »415

Y ights Reserved
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Elmer’s Arcade

side to side so a ball bearing would
score points each time it hit a side of
the mouth. The kicker was that the
teeth would snap together, two at a
time, in a sweeping motion from side
to side. If the steel ball was caught by
the teeth, the game ended. I suspect it
made some electrical connection.

But why am I boring you with all
this when I can share the story Elmer
told Cynthia? I won’t attempt a verba-
tim retelling.

It seems there was a mean little kid
who didn’t always remember to feed
her guppy. One night the Guppy Fairy
Godmother appeared to the tiny fish
and offered it one wish. The ill-
tempered guppy requested that the
forgetful little girl be made very small
and thrown into the fishbowl. And,
lo, it was so!

I tried to protest the story, but by
then both Elmer and Cynthia were
rubbing their hands and he-he-hee’ing
in a world of their own. I’ll spare you
the subsequent result of this tale of
revenge.

I turned back to my game, trying to
shut out the tale of carnage. The
game’s teeth reminded me of nothing
else but a guppy made leviathan by
some dark magic, and I might have
fainted on the spot had not a thunder-
clap struck my fevered brain at that in-
stant. In such creative moments, my
mouth flaps open so the steam can
escape.

Elmer saw and understood. ‘‘Uh-
oh, he’s got an idea! Stand back,

everyone!”’
I headed for the door. “Bye.”
““Come back here!”” Elmer yelled.
“You’ve stolen my story. You’re go-
ing to take my story and make it into a
computer game, and I won’t get a

“The guppy is huge
by comparison. It has
beady red eyes and
large blue teeth
that snap together
two at a time alternating
from left to right.”’

dime out of it!”’

Elmer spoke the truth. I’m a terrible
thief and I feel so horrible and re-
morseful. Oh me, oh my! Now let’s
play Guppy’s Revenge.

In this game you are an orange sub-
marine the size of a single SET(X,Y,Z)
graphic pixel. The guppy is huge by
comparison. It appears on the screen
in a head-on view. It has beady red
eyes and large blue teeth that snap
together two at a time alternating
from left to right.

At the top left of the screen is the
score, and at the top right is a timer.
You score points by holding down the

left and right arrow keys so the sub-
marine travels from side to side. The
points you earn depend on how fast you
maneuver the submarine to the other
side of the screen. You keep playing
until the submarine gets chomped by
the teethor you fail to reach the op-
posite side within the allotted time.
Both these eventualities make the gup-
py quite happy.

Any time you take the submarine to
the extreme left or right positions, the
timer starts over at 150. However, you
only score points when you make it to
the opposite side of the screen, which-
ever side that may be. Also, the ex-
treme right position is a safe position;
the teeth can’t get you and the timer
hasn’t started. So, if you’re tired, you
can take a rest here and return to a
good game.

The guppy has gaps between its
teeth which provide safe harbors as
you make your way across the screen.

I think a score of 20,000 will be
quite difficult.

If anyone has trouble keying in
Guppy’s Revenge, send a listing or at
least a description of error messages
and lines occurring, to me, Richard
Ramella, 1493 Mt. View Ave., Chico,
CA 95926. Include a self-addressed
stamped envelope, and I’'ll answer
quickly. From other countries, include
a self-addressed envelope and coin
equal to stamps on your outgoing let-
ter. I can’t help if you have changed
the program in any way, so save en-
hancements until we get it running. ll

Program Listing. Guppy’s Revenge
1290 CLS(0) 280 RESET(X,Y)
130 GS=CHRS$(128) 290 RESET(63-X,Y)
140 HS$S=CHRS$(239) 300 NEXT X
150 K=.714285714 310 Y=Y+1
160 PRINT @ 160,STRINGS(32,134); 320 NEXT Z
170 PRINT @ 233,"GUPPY'S REVENGE 330 Y=31
", 340 FOR 7=3 TO 1 STEP -1
180 PRINT @ 288,STRINGS(32,134); 350 FOR X=0 TO Z
199 FOR T=1 TO 1500 360 RESET(X,Y)
200 NEXT T 370 RESET(63-X,Y)
210 CLS(3) 380 NEXT X
220 FOR A= TO 64 STEP 32 390 Y=Y-1
239 PRINT @ A,STRINGS(32,128); 400 NEXT 2
240 NEXT 419 FOR Y=13 TO 15
250 Y=6 429 FOR X=9 TO 21
260 FOR Zz=13 TO 1 STEP -1 439 RESET(X,Y)
270 FOR X=@ TO Z 440 RESET(X+32,Y)

Listing continued
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Listing continued

450 NEXT X

460 NEXT Y

470 AS$=CHRS$(239)+CHRS$(128)

480 FOR A=1 TO 16

490 AS$(1)=AS(1l)+AS

500 NEXT A

510 A$(2)=STRINGS$(32,128)

520 AS$(3)=AS$(2)

530 AS$(4)=AS(1)

540 X=10

550 Y=15

560 SET(X,Y,4)

570 SET(X+32,Y,4)

580 F=3

590 C=1

600 P=63

610 Q=23

620 GOSUB 920

630 PRINT @ @,"SCORE:";L;

640 A=RND(5) *2

650 TIMER=0

660 B=RND(2)

670 PRINT @ 23,"TIME";150-(INT(T
IMER/10)) ;

680 IF B=1 THEN FOR C=F TO F+A S
TEP 2 ELSE FOR C=F TO F-A STEP -
2

690 MIDS(AS(2),C,1)=HS

FINALLY—GAMES FOR

MC-10!1!

K

DEMON'S DEFIANCE

The inhabitants of the distant planet of Mestopholus live their daily
lives in constant fear of the winged demon Beleshar. Beleshar is an
oppressive guardian over the planet's surface. In order to maintain
control over the frightened population, he has encircled the planet with
a colorful but deadly force field. The Mesthopholan forces are too weak
to overpower the winged demon. Instead they offer token defiance by
shooting at the force field or the demon himself. By scoring precious
power points against the enemy, they hope to be able to free
themselves.

Your job, as a Mesthopholan gunner, is to blast away as the
Demon's force field in the sky. The higher the section in the power field,
the more points you score. Hitting the demon will disorient him and
score you extra points. Avoid the underground Neutralizer which will
vaporize your gun station if you fire while one is underneath you.

TRI-PLANETARY HANGMENOIDS

HA! So you think you are safe in your earthly homes! Little do you
know, but the evil settlers from the Tri-Planet system of Hangmainia
have been planning an assault on Earth for decades! At this very
moment, they are planning to launch their invasion craft once they
receive word from their confederates on Earth. You can foil their scheme
by intercepting their messages which closely resemble English terms. If
you decode the words, the interceptor craft will destory the invader
ship. If not, the invader ship will launch for the destruction of earth.

You have fifteen tries to decode the word on the screen. Each time
you miss a letter a new section is added to the alien. There are two
levels of play, hard and easy. Sometimes a code word will be repeated.
See how many alien craft you can destroy before they are able to
launch!

PO O OO OO OO OO OO OO PO VOOV OO VOO OO OO

R RN

Kettering, Ohio 45429 e [513] 294-3383 .79

CHECK, CREDIT CARD [MC-VISA], C.0.D., OR PHONE [12-6 M-F]

700 AS(3)=AS$(2)

710 MIDS$(AS(1l),C,1)=GS

720 AS(4)=AS$(1)

730 GOSUB 920

740 GOSUB 1180

750 MIDS(AS(1),C,1)=HS

760 AS(4)=AS$(1)

770 MIDS(AS(2),C,1)=GS

780 AS(3)=AS$(2)

790 RESET(X,Y)

800 RESET(X+32,Y)

810 IF B=1 THEN X=X+K ELSE X=X-K
820 IF X<1@ THEN X=10 ELSE IF X>
20 THEN X=20

830 SET(X,Y,4)

840 SET(X+32,Y,4)

850 GOSUB 920

860 GOSUB 1180

870 IF C=1 THEN C=3: GOTO 898 EL
SE IF C=31 THEN C=29: GOTO 89¢
880 NEXT

890 F=C

900 IF TIMER>1500 THEN PRINT @ 3
6,"TIME'S UP";: PRINT @ 28,"@";:
GOTO 1039

910 GOTO 660

920 RESET(P,Q)

930 PRINT @ 320,"";

949 FOR H=1 TO 4

950 PRINT AS(H):;

968 SET(P,Q,8)

970 NEXT H

98? U=INT(C/2.625): IF U<l THEN
U=

999 PLAY "T5@0": PLAY STRS(U)
%gﬁﬂ IF POINT(P,Q+1)<>0 GOSUB 190
10190 IF P=0 OR P=63 GOSUB 1138
1020 RETURN

1930 SET(P,Q+1,8)

1040 PRINT @ 46 ,"TRAPPED ";

1050 SOUND RND(13) *16,1

1060 SET(X,Y,RND(8))

1078 SET(X+32,Y,RND(8))

éﬂ8ﬂ IF C<17 THEN W=404 ELSE W=3
4

1090 PRINT @ W,"HAR HAR HAR!";

1160 GOTO 1050

1110 PRINT @ @,STRINGS(30,175) ;
1120 RETURN

1139 IF P=@ AND S/2=INT(S/2) THE

N S=S+1: L=L+1500-TIMER

1140 IF P=63 AND S/2<>INT(S/2) T

HEN S=S+1: L=L+1500-TIMER

1150 PRINT @ 0,"SCORE:";L*10;
1160 TIMER=0

1170 RETURN

1180 IF P>@ AND (PEEK(343)ANDS8) =
@ THEN P=P-1 ELSE IF P<63 AND (P

EEK(344) AND8) =@ THEN P=P+1

1190 RETURN

1200 END
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From Computer Plus to YOU...

Pl.us after Plus after Plus

Model 100 8K $679
Model 100 24K $835

CITOH Prowriter $375
CITOH Prowriter 1l $649

BUY DIRECT

COMPUTERS
Model IV 16K
Model IV 64K
2 Drive & RS232
Color Computer Il 16K
w/16K ext. basic
w/é4K ext. basic
Pocket Computer 2
Model 100 8K
Model 100 24K
Model 12 1 Drive
Model 16B 1 Dr 256K
MODEMS
Hayes Smartmodem I
R.S.AC-3
R.S. Modem||
R.S. Modem I
R.S. DC-1200
PRINTERS
Smith Corona TPI D.W.

Silver Reed EXP500 D.W. Ser.
Silver Reed EXP550 D.W. Ser.

DWP210

$849

1699
185
245
305
165
679
835

2699

4249

235
129

89
160
565

469
475
695
629

Color Computer Il 16K $185

w/416K Ext. Basic $245
w/64K Ext. Basic $305

CoCo Drive 0 $329
CoCo Drive 1 $235

CGP115
DMP100
DMP120
DMP200
Gemini 10X
Gemini 15
CITOH Prowriter
CITOH Prowriter Il
Okidata
Epson

ETC.
CoCo Drive 0
CoCo Drive 1
Disk Drive Controller
Extended Basic Kit
8K Ser/Par Conv.
Botek Ser/Par Conv.
64K Ram Chips
Superpro Keyboard
CCR-81 Recorder
Kraft Joystick (each)
R.S. Joysticks (pair)
Video Plus

We have the lowest possible
Fully Warranteed Prices AND
a full complement of Radio Shack

Software.

Prices subject to change without notice.
Not responsible for typographical errors.

TRS-80is a registered trademark of Tandy Corp.

159
315
395
520
315
425
375
649
CALL
CALL

329
235
119

P.O. Box 1094

480 King Street

Littleton, MA 01460 B Write for your

617-486-3193 free catalog
SINCE1973 — 18

Model IV 16K $849

Model IV 64K

2 Disk & RS232 $1699

DWP210 $629

Here are just a few of our fine offers . ..
call TOLL FREE tfor full information.

SOFTWARE
Zaxxon
The King
Colorpede
Trapfall
Pac Attack
Lunar Rover Patrol
Lancer
Color Zap
Block Head
Sea Dragon
Typing Tutor
Colorcome
Telewriter 64
FHL Flex (disk)

X

(Tape Version)

39.95
26.95
29.95
27.95
24.95
2495
21.95

9.95
26.95
34.95
19.95
49.95
49.95
69.95

Order 2 pcs. above, take 10% off.

R.S. software 10% off list.
Send for complete list.

TOLL FREE

com

US

~See List of Advertisers on page 130
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Color Outhouse
Computer Shack
1691 Eason
Pontiac, MI 48054
$26.95, cassette
$28.95, disk

by Martin Goodman

s nothing sacred? Thieves are mak-

ing off with your toilet-paper sup-
ply, stringing it out the door and
across the field. As your ship hovers
above, you must pick off the scoun-
drels, being careful not to fire into the
fragile toilet paper. There’s even trou-
ble from above! The skies are filled
with enemy ships, just waiting for a
chance to wipe you out (pardon the
pun!).”

So runs the ad for Color Outhouse
by Computer Shack. When I first saw
that, I thought they must be scraping
the bottom of the idea barrel. Howev-
er, after loading the game and playing
it a few times, I was totally taken by its
originality, its outstanding graphics,
its delightful sound effects, and, most
of all, by its brilliant playability.

You control a spaceship that guards
the outhouse. Using either the joystick
and fire button or the arrow keys and
space bar (I preferred the joystick),
you zap away at quite amusing thieves
who will enter the outhouse, drag out
the toilet paper, and proceed to string it
across the screen unless you stop them.

You rack up some points by zapping
these thieves and the enemy ships that
drift toward you, but most of your
score comes from preserving the roll
of toilet paper. The number of feet left
on the roll is multiplied by a bonus
factor and added to your score.

As you proceed from level to level,
the difficulty increases in various
ways. Zappers appear in greater and
greater numbers and fire at you. The
game gradually speeds up. Squatters
enter the outhouse, perform some un-
speakable function, and then leave,
but your toilet paper supply has de-
creased by a few feet. Different enemy
ships appear and home in on the out-
house. Then Crushers and Spinners
appear in the ninth level.

In addition to your zapper, you can

REVIEWS

CONTENTS
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ROML, TAP2DSK 30
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fire one of your three smart bombs by
pressing any number key. These
bombs will clear the screen of all ene-
mies, but the enemies regroup and re-
appear almost immediately. Extra
rolls of toilet paper, extra smart
bombs, and extra ships are awarded at
various points in the game.

If you run out of toilet paper, if the
enemy destroys all of your ships, or if
any of the enemy ships manage to
touch the outhouse, the game ends. In
the disk version, all-time high scores
are written to disk and displayed at the
beginning of the next game. One or
two people can play.

Strictly speaking, this is just another
‘‘zap the moving blips with your mov-
ing blot”’ game, but it is one of the fin-
est of that genre I have seen for the
CoCo (and I’ve seen and played nearly
all the CoCo games).

All of Color Outhouse’s excellent
features combine to make it a truly su-
perior and enjoyable game. You must
constantly decide which enemy to
destroy first (a mistake in this matter
can end the game abruptly). The game
appears to depend almost entirely on
your skill; random events don’t have
much influence.

I have a few criticisms. The zapper
can be aimed only in eight distinct po-
sitions separated by even 45-degree an-
gles. Also, the game is so addicting
that a pause button would have been
handy.

A more serious criticism is that

there is no way of escaping to Basic.
Once you’ve loaded this game, hitting
reset will merely restart it. This feature
is apparently a part of the copy-protec-
tion scheme, but is a grand pain to
disk system owners. They must re-
move all disks from all drives before
turning off the machine, or run the
risk of crashing the disks. The risk of
crashing this disk is heightened by the
fact that it resides in the drive during
the game and periodically will write to
itself if it gets a high score. To its cred-
it, however, Computer Shack does
have a generous replacement policy
for crashed disks.

In spite of these criticisms, 1 urge
all CoCo arcade-game players to pur-
chase this game. It really is one of the
best I’ve seen. ®

Bloc Head
Computerware

Box 668

Encinitas, CA 92024
16K

$26.95, cassette
$29.95, disk

by Peter Paplaskas
HOT CoCo staff

loc Head is a high-resolution game

based on the arcade game Q-Bert.
The graphics are crisp and clear, simi-
lar to the arcade version.

You, as the character Bloc Head,
begin play on a three-dimensional
stack of 27 colored cubes. You must
jump from cube to cube, changing the
color of each to the color indicated in
the upper-right corner of the screen.
You score 25 points for each success-
ful jump that changes the color of a
cube. If you are near the edge and miss
the cube, you fall to certain death.

If the game so far sounds unchal-
lenging, let me warn you, it also fea-
tures ‘‘nasties’” and ‘‘friendlies”” who
will either help you or try to eliminate
you, so beware.

The nasties are the Spring (worth
500 points), Black Egg, Red Egg, and
the Face. The friendlies are the Blue
Egg (worth 100 points), Bus Stop, and
Oops (100 points).
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ter in search of an enemy base hidden
in the Tunnel of Doom. Equipped
with a cannon and an unlimited sup-
ply of bombs, you battle rockets, sau-
cers, and gas clouds on four screens.
This high-resolution game is quite fun
to play.

In the first screen, you fly the chop-
per over a landscape of mountains and
ridges studded with rockets, enemy
bases, and fuel tanks. Running into
any of these destroys you, but if you
bomb or shoot any of them you re-
ceive points. If you hit the fuel tanks
you get one unit of fuel for your chop-
per. The fuel level drops gradually as
you fly, and when you run out of fuel
you crash.

The rockets in the first screen are
not fired accurately, so they’re quite
easy to destroy as are the fuel tanks
and enemy bases. Pressing the fire
button and holding it in gives you
bursts of four cannon shells and two
bombs with a slight space between the
shots.

The second screen has an added fea-
ture: small pink saucers that bob and
weave across the screen.

These saucers can slip into the
spaces between the bomb bursts and
kill you. The rockets in screen two are
fired much more accurately, and you
have to dodge and shoot at them as
well as the bouncing saucers.

Screen three also has enemy bases
and the fuel tanks, but a large number
of red arrowheads have been added.
The arrowheads move across the
screen in varying patterns. They are
indestructible; you either dodge them
or you’re killed. They absorb any
bomb or shot that hits them. This
wastes valuable shots that could be
aimed at the fuel tanks.

In screen four you enter the Tunnel
of Doom, a black corridor with blue
above and below it. Good control of
your chopper is critical as the floor
and ceiling often leave little room for
maneuvering. You must also bomb
and strafe at the same time you are go-
ing through the tunnel to increase your
score and replenish your failing fuel
supply.

As for screen five, I’ll let you dis-
cover that one for yourself. (Actual-
ly, I haven’t managed to get through
screen four yet.)

My only wish is that the game had a
practice round in which you have
more than four lives.

However, even with only four lives
it is a challenging and entertaining
game for all ages.

Moon Hopper
Computerware

Box 668

Encinitas, CA 92024
32K, joysticks required
$24.95, cassette

$29.95, disk

Lunar Rover Patrol
Spectral Associates
3418 South 90th St.
Tacoma, WA 98409
32K, joysticks required
$24.95, cassette

by Janet Fiderio
HOT CoCo staff

oon Hopper and Lunar Rover

Patrol share the same scenario.
Both are inspired by Moon Patrol, the
video-arcade game where you are the
pilot of an experimental moon vehicle.
Your mission: to successfully maneu-
ver the craggy moon landscape and re-
turn safely to your compatriots. Don’t
be fooled, though. These games may
share the same story line, but they are
both unique.

The games use similar commands.
You move the joystick to the right to
accelerate, to the left to slow down,
and up to jump. In both games the fire
button can be held down continuously
for rapid fire.

Moon Hopper

The feature I like most about Moon
Hopper is its graphics. The black hori-
zon, blue mountains, and multi-col-
ored moon mobile, complete with re-
volving treads, are striking. The game
has five levels of difficulty.

With typical arcade-documentation
hype, Moon Patrol pits you against all
sorts of strange and dangerous crea-
tures with odd names like Traglons.
The Traglons, in Space-Invader fash-
ion, appear from the side of the
screen, six tiers deep. They drop
bombs and missiles on you, but it is
fairly easy to blast them with your
phasors or to avoid their fire.

As you dodge Traglonian missiles,
you must watch the landscape for on-
coming boulders or craters. You jump
the craters (which can be difficult), but
you can jump or blast the boulders.

The Moon Hopper screen displays a
distance scanner above the horizon so
you can judge your progress. It also
tells you how many moon buggies you
have left and how many points you
have scored. You get an extra buggy
when you reach home base. The
screen then repeats itself and you
begin another cross-country trek.

I found the first four levels of Moon
Hopper fairly easy. I could never,
however, get through the fifth level. I
would inevitably fall into a crater or be
blasted by an alien—sometimes both.

Moon Hopper’s documentation
consists of one colored sheet of paper.
It is not of high quality, but it ad-
equately covers the story line and nec-
essary operating instructions. I would
have liked to have seen a breakdown
of the points received for shooting the
different sized Traglons. It is not ob-
vious how the game awards points.

Lunar Rover Patrol

Lunar Rover Patrol features a hori-
zon that changes as the game gets
more difficult. It does not feature sep-
arate levels of play. Where Moon
Hopper’s landscape is dark, concise,
and clear, Lunar Rover Patrol’s land-
scape is bright and cheerful—car-
toonlike. A nice graphic touch in this
game is watching the wheels of your
all-terrain vehicle bounce off in dif-
ferent directions when you crash.

The landscape is marked with al-
phabetic milestones so you can gauge
your progress. The screen also fea-
tures a distance scanner, and displays
your remaining moon vehicles, your
points, and elapsed time at the top of
the screen.

This game’s interesting twist ap-
pears when you reach points E, J, O,
T, and Z. At these points a new screen
appears that shows how long it took
you to get to that point, what the aver-
age arrival time is, what the record ar-
rival time is, and what your bonus
points are, if any.

This is what makes the game inter-
esting. Not only are you dodging in-
vaders, but you are racing your past
speeds and trying to beat past time
records.

Lunar Rover Patrol also takes a dif-
ferent track from Moon Hopper when
it comes to aliens. Instead of tiers of
attacking ships, your opponents are
saucers that appear on the screen in
groups of two or three at the most.
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As you move past the milestones,
you are faced with additional obsta-
cles. From points E through J you
must only fight airborne aliens,
craters, and boulders. When you
reach points J through O land mines
are added to your woes; from points O
through T you must blast and jump
mysterious balls. Once past point T,
you battle tanks that fire back at you.

The Lunar Rover Patrol documen-
tation is similar to Moon Hopper’s—
one colored sheet of paper with the
needed information for play. The
point values for the different ships are
given, which is helpful.

Conclusion

Moon Hopper’s strongest point is
its graphics. And if you like Space In-
vaders, its alien-attack style will appeal
to you. Jumping craters is more diffi-
cult with this game as there is less room
for error. High scores are easily at-
tainable, until you reach the fifth
level.

Lunar Rover Patrol’s race-the-
clock approach, on the other hand,
appealed to me. Even though it

doesn’t offer separate levels of play, I
found it more challenging. I liked be-
ing pitted against the clock as well as
against the other obstacles. Bl

Grabber

Tom Mix Software

3424 College N.E.
Grand Rapids, MI 49505
32K, joysticks required
$27.95, cassette

$30.95, disk

Trapfall

Ken Kalish

Tom Mix Software
16K, joysticks required
$27.95, cassette
$30.95, disk

by Michael E. Nadeau
HOT CoCo staff

rabber and Trapfall are two of
the more recent game offerings
from the prolific Tom Mix Software.
The two games differ greatly—one is a
mutated form of Pac-Man, and the

other is a Co-Co version of the arcade
game Pitfall.

Grabber

Of the two, Grabber rates highest in
the sheer-fun category. You, as the
Grabber, run around a maze collect-
ing treasures and placing them in the
center boxes. You must avoid mon-
sters and Googlies, who can take your
treasures and relocate them elsewhere
in the maze.

You actually have two mazes on the
screen. You switch to the other screen
by pressing the fire button—a handy
maneuver in tight situations. You have
two X’s on each maze. These X’s
change your color. If you are a differ-
ent color than the monsters or Goog-
lies, you can kill them.

What makes this game so much fun
to play is its sound routines. I’m one
of those game players who usually
finds video muzak and the various
vreeps, whoops, and snorts an annoy-
ance. The author of Grabber, howev-
er, has managed to incorporate a catchy
tune that meshes incredibly well with
the game. It’s almost like the old silent

q:“vﬁ,-

EpygaMES

INVITES YOU TO LEARN AS YOU PLAY

%k
o

MU

FOR THE

BASEBALL
MATH

able in a subtraction
16K

Here's fun for the entire family in an ex-
oiting and competitive game that will test
& improve skill in mental addition. Flash-
ing color graphics and super sound effects
accompany 12 diffioulty levels that will

challenge young and old alike. Aleo avail-

Cassette

COMPUTER

version and in Spanish.
$24.95

TAKE 'EM
AWAY

problems as they appear
shoot down the bad guys

is destroyed., Look out!

16K

Bandits are attacking the King's castles. By
giving correct answers to the subtraction
If you give a wrong answer, one of the castles

it's all over, another wave of bandits appears.
Cassette

the port cu

on the screen, you
and save the kingdom.

Just when you think

$19.95

Learn to read music without
written by a professional musi
displays the notes of the trebd

" FROM

expensive lessons.
o temcher, this prOtrll
le and bass clefs with

LTIPORT

Color Computer

The mU|tiport expansion

board allows up to four

COLOR
peripherals to be attached

to the computer at once. Any of the
four ports can be selected with a
single POKE command. A LED indicates

rrently selected.

Disks and absolutely anything designed
for the COLOR COMPUTER
port can be used with the MULTIPORT.
Imagine having a DISC, PRINTER,MODEM,
VIDEOTEX and a CLOCK CARTRIDGE

expansion

upper and lower leger notes. The tone of e&ch note is
sounded and the keyboard location is shown. You key in
the answer before the time limit is up. The correct

answer is then displayed. (Optional workbook...$5.95)
16K Extended Cassette $19.95

about four ROM-CARTRIDGES for up to
64 K of extra software. The combinations

A TO G

are limitless! The MULTIPORT comes
assembled and tested for $99.50
The optional AC adapter is $14.95;shipping-$5.00

To order send check or M.O. to: m
MAPLE LEAF SYSTEMS
——

P.0.Box 2190, station "C~
M/C &VISA call:

Downsview, Ontario
(416)736-1504

PHONE TOLL FREE  1-800-237-8400 Ext 560
In Plorida; 1-800-282-1469

MAIL ORDERS
_e;g!orclrd :cct.%.
sa xp. Date
(aliforria reaidents add aales tax.
“Fame

Address
City/State

rTIXY)

Send check, money order or Mastercard/
Visa information for total purchase
amount to:

EDUQAMES

~92

CANADA M3N 2S9

P 0 Bos 1421 ~5
BELLFLOWER CALIFORNIA 90706

Add $2.50 P & H for each game ordered.
Allow 3 to 6 weeks for delivery.
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Telewriter-04

the Color

3 display formats: 51/64/85
columns X 24 lines

True lower case characters

User-friendly full-screen
editor

Right justification
Easy hyphenation
Drives any printer

Embedded format and
control codes

Runs in 16K, 32K, or 64K

Menu-driven disk and
cassette 1/0

No hardware modifications
required

THE ORIGINAL

Simply stated, Telewriter is the most powerful
word processor you can buy for the TRS-80
Color Computer. The original Telewriter has
received rave reviews in every major Color
Computer and TRS-80 magazine, as well as
enthusiastic praise from thousands of satisfied
owners. And rightly so.

The standard Color Computer display of 32
characters by 16 lines without lower case is
simply inadequate for serious word processing.
The checkerboard letters and tiny lines give you
no feel for how your writing looks or reads.
Telewriter gives the Color Computer a 51
column by 24 line screen display with rrue
lower case characters. So a Telewriter screen
looks like a printed page, with a good chunk of
text on screen at one time. In fact, more on
screen text than you’d get with Apple II, Atari,
TI, Vic or TRS-80 Model III.

On top of that, the sophisticated Telewriter
full-screen editor is so simple to use, it makes
writing fun. With single-letter mnemonic
commands, and menu-driven I1/0 and
formatting, Telewriter surpasses all others for
user friendliness and pure power.

Telewriter’s chain printing feature means that
the size of your text is never limited by the
amount of memory you have, and Telewriter’s
advanced cassette handler gives you a powerful
word processor without the major additional
cost of a disk.

...one of the best programs for the Color
Computer I have seen...
— Color Computer News, Jan. 1982

TELEWRITER-64

But now we’ve added more power to
Telewriter. Not just bells and whistles, but
major features that give you total control over
your writing. We call this new supercharged
version Telewriter-64. For two reasons.

64K COMPATIBLE

Telewriter-64 runs fully in any Color Computer
— 16K, 32K, or 64K, with or without Extended
Basic, with disk or cassette or both. It
automatically configures itself to take optimum
advantage of all available memory. That means
that when you upgrade your memory, the
Telewriter-64 text buffer grows accordingly. In
a 64K cassette based system, for example, you
get about 40K of memory to store text. So you
don’t need disk or FLEX to put all your 64K
to work immediately.

64 COLUMNS (AND 85!)

Besides the original 51 column screen,
Telewriter-64 now gives you 2 additional high-
density displays: 64 x 24 and 85 x 24!! Both
high density modes provide all the standard
Telewriter editing capabilities, and you can
switch instantly to any of the 3 formats with a
single control key command.

The 51 x 24 display is clear and crisp on the
screen. The two high density modes are more
crowded and less easily readable, but they are
perfect for showing you the exact layout of
your printed page, al/l on the screen at one
time. Compare this with cumbersome
“‘windows’’ that show you only fragments at a
time and don’t even allow editing.

RIGHT JUSTIFICATION &
HYPHENATION

One outstanding advantage of the full-width
screen display is that you can now set the
screen width to match the width of your
printed page, so that ‘‘what you see is what
you get.”’ This makes exact alignment of
columns possible and it makes hyphenation
simple.

Since short lines are the reason for the large
spaces often found in standard right justified
text, and since hyphenation is the most
effective way to eliminate short lines,
Telewriter-64 can now promise you some of the
best looking right justification you can get on
the Color Computer.

FEATURES & SPECIFICATIONS:

Printing and formatting: Drives any printer
(LPVIIL/VIII, DMP-100/200, Epson, Okidata,
Centronics, NEC, C. Itoh, Smith-Corona,
Terminet, etc).

Embedded control codes give full dynamic access to
intelligent printer features like: underlining,
subscript, superscript, variable font and type size, dot-
graphics, etc.

Dynamic (embedded) format controls for: top,
bottom, and left margins; line length, lines per page,
line spacing, new page, change page numbering,
conditional new page, enable/disable justification.
Menu-driven control of these parameters, as well as:
pause at page bottom, page numbering, baud rate (so
you can run your printer at top speed), and Epson
font. ““Typewriter’” feature sends typed lines directly
to your printer, and Direct mode sends control codes
right from the keyboard. Special Epson driver
simplifies use with MX-80.

Supports single and multi-line headers and automatic
centering. Print or save all or any section of the text
buffer. Chain print any number of files from cassette
or disk.

Computer Word Processor

File and I/0 Features: ASCII format files —
create and edit BASIC, Assembly, Pascal, and C
programs, Smart Terminal files (for uploading or
downloading), even text files from other word
processors. Compatible with spelling checkers (like
Spell 'n Fix).

Cassette verify command for sure saves. Cassette auto-
retry means you type a load command only once no
matter where you are in the tape.

Read in, save, partial save, and append files with disk
and/or cassette. For disk: print directory with free
space to screen or printer, kill and rename files, set
default drive. Easily customized to the number of
drives in the system.

Editing features: Fast, full-screen editor with
wordwrap, block copy, block move, block delete, line
delete, global search and replace (or delete), wild card
search, fast auto-repeat cursor, fast scrolling, cursor
up, down, right, left, begin line, end line, top of text,
bottom of text; page forward, page backward, align
text, tabs, choice of buff or green background,
complete error protection, line counter, word counter,
space left, current file name, default drive in effect,
set line length on screen.

Insert or delete text anywhere on the screen without
changing ‘‘modes.”’ This fast ‘‘free-form’’ editor
provides maximum ease of use. Everything you do
appears immediately on the screen in front of you.
Commands require only a single key or a single key
plus CLEAR.

...truly a state of the art word processor...
outstanding in every respect.
— The RAINBOW, Jan. 1982

PROFESSIONAL
WORD PROCESSING

You can no longer afford to be without the
power and efficiency word processing brings to
everything you write. The TRS-80 Color
Computer is the lowest priced micro with the
capability for serious word processing. And
only Telewriter-64 fully unleashes that
capability.

Telewriter-64 costs $49.95 on cassette, $59.95
on disk, and comes complete with over 70
pages of well-written documentation. (The step-
by-step tutorial will have your writing with
Telewriter-64 in a matter of minutes.)

To order, send check or money order to:

Cognitec
704 N. Nob St.
Del Mar, CA 92014 v 121

Or check your local software store. If you have
questions, or would like to order by Visa or
Mastercard, call us at (619) 755-1258
(weekdays, 8AM-4PM PST). Dealer inquiries
invited.

(Add $2 for shipping. Californians add 6% state tax. Allow 2
weeks for personal checks. Send self-addressed stamped
envelope for Telewriter reviews from CCN, RAINBOW,
80-Micro, 80-U.S. Telewriter owners: send SASE or call for
information on upgrading to Telewriter-64. Telewriter-
compatible spelling checker (Spell 'n Fix) and Smart Terminal
program (Colorcom/E) also available. Call or write for more
information.)

Apple 11 is a trademark of Apple Computer, Inc.; Atari is a
trademark of Atari, Inc.; TRS-80 is a trademark of Tandy
Corp; MX-80 is a trademark of Epson America, Inc.
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moWvies where someone played a piano
for background music that was fitting
for the mood. If you ever intend to
write commercial game software with
music, pick up a copy of Grabber and
see how it’s done.

The game itself is challenging. You
must use strategy and be aware of
what’s happening on both boards at
all times. The graphics are superb, and
Grabber’s features include a pause
command and a scoreboard for scores
over 15,000 points.

The documentation with Grabber
and Trapfall is just a small piece of pa-
per with the briefest instructions. It is
adequate, but it isn’t up to the stan-
dards of some other companies. This
scanty documentation would not be
worth mentioning if it were not for
the prices of both games. Several oth-
er companies sell game software at
similar prices, but they also provide
slick packaging and handsome docu-
mentation.

If you have a 32K machine and are
willing to pay the price, you should
consider adding Grabber to your game
collection.

Trapfall

As mentioned earlier, Trapfall is a
completely different game from Grab-
ber. You are a treasure seeker who
runs, jumps, and dodges alligators,
logs, snakes, scorpions, and camp-
fires. You have 20 minutes to com-
plete the game and collect all the green
lumps that are the treasures.

The graphics are good, though not
the best I’ve seen. The sound is only
average. The game is challenging and
usually a matter of timing your jumps.
Good joysticks will aid your game as
the Radio Shack sticks seem to be par-
ticularly unforgiving with Trapfall.

It’s too bad Tom Mix wasn’t more
imaginative with the documentation.
Trapfall lends itself well to an interest-
ing story line.

Trapfall became monotonous to me
after about a half-hour of play. But
if you are the type of person who has
seen Raiders of the Lost Ark seven
times and can’t wait for it to come
around again, then Trapfall will prob-
ably appeal to you. l

Guardian

Quasar Animations

1520 Pacific Beach Drive
San Diego, CA 92109
16K

$27.95, cassette

$29.95, disk
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ARE YOU TIRED OF GIVING AWAY
YOUR VALUABLE SOFTWARE WORK?

DON’T COMPROMISE. . .

COMPUTIZE!

PUT OUR UNIQUE AND AGGRESSIVE MARKETING APPROACH TO WORK FOR YOU TODAY!

P.0. BOX 207

DROP US A NOTE DETAILING YOUR OFFERING TO:

COMPUTIZE INC.

215-946-7260

LANGHORNE, PA 19047 ...
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GUARDIAN

IF YOU HAVEN'T PLAYED GUARDIAN,
THEN YOU HAVEN'T PLAYED THE BEST.

Check these features:

1). The Landers aren’'t suddenly just “there”, they implode out of

particles!
2.) Not just "Beeps” but stunning sounds!
3.) Explosions just like the arcade with no skimping!

4)) Thrust flame behind your ship.
... and many morel!

Order now by check, M.O,, C.O.D., orsee yourdedaler...
(Ifhe doesn't have it yet, send him to usl)

$27.95 — Tape / $29.95 — Disk

QUASAR ANIMATIONS

% 1520 Pacific Beach Drive
San Diego, CA 92109

(619) 274-2202 s

-

Add $1.50 per order for postage and handling. California residents add 6%.

/
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by Peter Paplaskas
HOT CoCo staff

f all the Defender clones, Guard-

ian has them all beat. The sound
effects are of superb quality—some-
times I’d swear that I was at an arcade
playing Defender. The graphics are
just as impressive, and the explosion
of being annihilated shows detailed
fragments of your ship flying into
many directions.

I have played two other Defender
clones that received good reviews, but
they cannot come close to Guardian’s
standards.

The object of Guardian is to save
the 10 energy pods on your planet
from being carried off to space by the
Landers. All you have is your three
Guardian spaceships equipped with
plasma bolts and three smart bombs
for the first wave of attack. You are
awarded an additional spaceship for
every 400 points.

The aliens are Landers (10 points),
which try to steal your energy pods;
Mutants (20 points), which follow you
and shoot missiles; Swarmers (40
points), which are pods that have been
shot; Baiters (35 points), which come
after you after a time limit; Pulsers (25
points), which can only be destroyed
when they blink on; and Munchies (30
points), which are just a nuisance.

You control your ship with the right
joystick and fire button. The fire but-
ton controls your plasma bolts, one
shot at a time. You can achieve rapid
fire only by firing at short range. This
mode of firing is not as effective as the
single shot because only the most re-
cent shot is deadly.

The space bar activates your three
smart bombs. This is a drawback be-
cause you must remove one of your
hands from the joystick controls to hit
the space bar. This could prove to be
disastrous in a tight situation. The
smart bombs will destroy everything
on the screen except for your ship.
You acquire an additional smart
bomb after every completed wave.

At the top of the screen is your long-
range scanner. It shows all current
enemy positions and your own, so you
can anticipate what will be attacking
you. It also gives information on how
many ships and smart bombs you have
remaining in the game.

When the attack begins the Landers
will try to steal your energy pods. If
successful they will appear at the top

of the screen as Mutants, which are
now at a higher energy level and are
fast and hard to destroy. But if you de-
stroy a Lander while in the process of
stealing one of your energy pods, the
pod will fall back towards the planet
and you must catch it before it does.
You are then awarded 75 points.

If all your energy pods are stolen,
the planet explodes and you are left in
space to fight the aliens, which now
operate at twice their normal speed. A
new planet will appear after every
fifth wave is completed.

The best strategy is to drop your
energy pods in one area for easy
protection after saving them from the
Landers. Mutants, when first ap-
pearing on the screen, seem to hesitate
for a second or two to decide in which
direction to move; this is the best time
to attack.

The documentation is an eight-page
booklet that gives you in-depth in-
structions on playing procedures.
Guardian is a very challenging game,
full of fast action and fun—probably
one of the better shoot ’em-up space
games you will encounter. &

Colorkit

Prickly-Pear Software
9822 E. Stella Road
Tucson, AZ 85730
$34.95, cassette
$39.95, disk

by D. Dean Rector

Microsoft gave the CoCo lan-
guage, Arizin Inc. gave it style
with Colorkit. This 5K machine-lan-
guage utility (2.5K for the Microkit)
ties into Basic by modifying the jump
table in low memory. Essentially, it
adds 20 separate commands and func-
tions to the Basic command mode.
Any of these functions, or the entire
kit, can be enabled or disabled at will.

Colorkit is a boon to the eyes and
mind of anyone who spends much
time in front of the screen program-
ming. This utility is compatible with
all versions of the Color Computer
having at least 16K, and is available
on cassette and disk. I run the kit on a
64K cassette system.

At first glance, the kit’s size, 5K,
seems to be its biggest drawback.
However, if you load it into the top of
a 64K system you retain a full 32K of
Basic RAM. If you have a 32K system,

with the increased efficiency the utility
provides, you will seldom notice a loss
of space. For those running with less
RAM, the smaller Microkit (only 2.5K)
might be more to your liking, although
you lose some of the functions.

The kit provides many utilities. For
those of you who have not made the
reverse-screen modification, you may
invoke a function that provides a dark
screen with light letters. In addition,
you can choose either the standard
green or the optional orange-text
screen. By using these options on a
color TV and adjusting the tint, you
can produce a satisfactory amber
screen. For anyone using a black-and-
white TV or a monochrome monitor,
the orange screen gives much better
contrast.

A keyclick tone can be enabled
through the TV speaker. Until you
have used this feature you cannot ap-
preciate it. The kit also features a fine
full-screen editor that complements
the Basic line editor. This editor uses a
four-way, arrow-controlled cursor to
move about the screen. You can over-
type characters, and open and close
space in the text.

When you open and close space, the
full screen beneath the cursor scrolls,
wrapping around on each line succes-
sively. Any characters scrolling to the
cursor from the right, or past the right
bottom edge of the screen from the
left, are deleted.

Cursor motion and opening and
closing actions are fast and smooth.
They continue for as long as you press
the keys. You can speed up or slow
down these functions by a simple set
of POKEs.

You can see what is happening to
the line as it exists at any moment
when using the screen editor. With the
Basic line editor you cannot. In addi-
tion, you can quickly renumber a line
that needs to be elsewhere, alter and
renumber long repetitive lines, merge
two or more lines, and create multiple
lines from single lines. In addition,
without retyping, you can alter and re-
cover lines that give a line-too-long er-
ror when entered. The kit editor ac-
cepts up to 249 characters per program
line.

If you are interested in the contents
of memory, the memory-examine/
modify function displays the contents
of any memory location as a line con-
taining the hex and decimal address,
and the hex/ASCII/decimal and
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Air Traffic Controller is a computer
model of an air traffic control situation
in which Remotely Piloted Vehicles
(RPV’s) are operated by the controller
in landing on and taking off from
designated runways.
32K Extended Basic
TAPE 28.95 DISK 31.95

Devil Assault is a multlevel multi-
screen game in which bird-like
creatures, robots and the devil himself
assault your home base which you
must defend.

) 16K Machine Language
TAPE 27.95 DISK 30.95

% : ;; ) ;I g ’

The Necromancer is about to wage war on
earth. He needs his lost gold ring to acquire the
power to do so. You must find the ring, take it to
Mt. Doom and destroy it in the flames from
which it came, thus elminating the
Necromancer’s evil powers.

Arcade Action. Method of play you are the Grab-
ber. The object is to grab the 8 treasures and
store them in the center boxes. You start with 3
Grabbers and get extra ones at 20,000 points.
Watch out for the googlies! Super high resolu-
tion graphics.

32K Machine Language

32K Machine Language DISK ONLY 27.95 TAPE 27.95 DISK 30.95

To Order Call 364-4791
To Place Orders After 5:00 P.M.
Call Our BBS At
(616)364-8217

TOM MIX SOFTWARE
3424 COLLEGE N.E.
GRAND RAPIDS, MI 49505

*ADD $1.00 POSTAGE & HANDLINGeTOP ROYALTIES PAIDe
*MICHIGAN RESIDENTS ADD 4% SALES TAXe
LOOKING FOR NEW SOFTWARE

ARCADE ACTION GAMES

HOT CoCo November 1983
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16-bit decimal contents. A cursor at
the end of the active line allows the
location to be filled with any hex or
ASCII value.

The up- and down-arrow keys scroll
this display through memory, and the
left arrow requests a new display ad-
dress. You can type addresses in hex
or decimal; a decimal address is
denoted by a leading decimal point.
This same format applies to all
numeric inputs requested by the kit.

If you prefer to simply look at a
region of memory, you can dump any
section to the screen or the printer in
hex or ASCII. Touching any key
pauses the dump, and any key again
toggles the dump back on.

You will appreciate the print-delay
option when trying to read program
listings or disk directories. As this
delay slows all screen output, it can
also be used to slow program execu-
tion. You can choose 10 print-to-
screen speeds that vary from the nor-
mal basic speed to the speed of a lei-
surely snail.

In addition, you can specify that

printing to the screen only occurs while
a key is pressed. These options are
very handy when searching through a
long listing. Pressing any key defaults
to the fastest print speed as long as the
key is depressed. These choices permit
stop and go, fast and slow scrolling
with a single key press. When you are
loading a program, if the print delay is
too great for the file name to be
printed to the screen before the file is
encountered, an I/0 error occurs.

A similar run-delay option is also
available. Note that Basic runs some-
what faster with the kit than without.
The actual speed increase depends on
the nature of the code being run.

Another gem hidden in the kit is a
global-search feature. Up to 11 char-
acters, including wildcard spaces, can
be specified by a search command.
Until the search string is redefined,
each time a ‘“.”’ “‘enter’’ sequence is
pressed, the next program line con-
taining that string is listed. Search
strings can be tokenized to include or
exclude Basic words. Global search is
very useful for locating lines when you

Switchable Expansion Is Here

A PERFECT COMPANION FOR COCO
The key to versatility is the new BT-2000
COMPANION. eLoad 5 cartridges and enjoy the
benefits of Push-Button selection. ¢ SAVE CoCo’s
connector. Reduce plugging. ®Indicator lights,
know at a glance which cartridge is in use. ®No
| more Turn-Offs. Switch to the next cartridge in

your COMPANION. ePush a button to
RESTART without turning power ON and OFF.
324993 $200.00

FOR THE ADVANCED USER AND EXPERIMENTER
The utmost in power and versatility is the BT-1000 Expansion Interface
Unit. ®Built in supply to power your peripherals or experimenter circuits.
o5 Expansion slots --- Internal memory decoding. ®Space for your ML
Utilities in EPROM or in optional RAM.32%6:00_ $220.00

Or with 8K of RAM, 838600 $245.00

Write now for FREEbrochure.  Also for CoCo:

Add #5.00 s & h. Check, money =~ BT-1010 Parallel Printer Interface

order, VISA, MC (Account no. $79.95

and expir. date). COD charge BT-1020 Real Time Clock/Calendar
$2.00 (req’s certified check or $109.00

money order). Mich. residents ~ BT-1030 Versatile Interface Port
add 4% sales tax. $69.95

Offer Expires October 31, 1983
asic Dept. H P.O. Box 511

ECHNOLOGY

Ortonville, MI 48462

(313) 827-6146
248

forget line numbers, finding all occur-
rences of a set of characters that you
wish to change, and checking on the
prior use of variable names. By defin-
ing the search string as the wildcard
only, you can list a program one line at
a time.

Using another command, variables
used in a program just run can be
listed, along with current string-space
allocation and the addresses of free
memory.

Programmable function keys are
also provided. When the screen editor
is on, you can define 10 function
strings of up to 249 characters each.
These strings will be printed at the cur-
rent cursor position in response to
pressing numeral keys 0-9 following a
control key. You can save functions
with the kit for later use and redefine
them at any time. You must allocate
the maximum anticipated function
space with a CLEAR statement prior
to loading the kit.

For $29.95 you might think that this
is a good deal, but it gets better. The
kit also lets you:

@ Delete extra spaces in your program
and all remarks if you like. You are
told which lines were deleted and how
much space you saved.

@ Echo all screen output to the print-
er. This is useful for printing program
output and TRON listings.

@ Double-space your program listings
for easier reading and to give yourself
space to make notes.

@ Block-move or block-copy regions
of memory.

@ Disable and reenable the break key
while the pause keys remain active.

® Recover programs after typing
NEW, BACKUP, DSKINI, and so on.
@ Protect your current program while
you load and run another. This also
lets you merge programs by renum-
bering the second program to a com-
patible range and, without typing
NEW, restoring the first program. If
you want to keep the protected pro-
gram, you cannot execute a PCLEAR
instruction different from the current
state.

@ Append machine language to your
Basic programs in a savable form. The
EXEC address is returned to you.

@ Convert a region of machine lan-
guage to hex data lines appended to
the resident Basic program.

@ Disable the auto-text screen to view
the graphic screen or memory pages
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while keyboard input remains active.

All Colorkit functions are quickly
accessed or initiated in the command
mode by a three- or four-letter
mnemonic prefaced by a period. You
can alter these mnemonics if desired.
The documentation suggests various
changes that you can make in the pro-
gram to customize it to your taste, in-
cluding changes in the cursor appear-
ance and speed, enabling auto-key
repeat, and various cosmetic varia-
tions. If you make a change in the kit
by either POKEing control locations
or by invoking certain options, the
alteration can be made permanent by
saving the program in that state.

The documentation supplied is con-
cise and clear, although until you have
used the kit some of its subtle points
will slip by as there is a good deal to as-
similate. A page of helpful comments
on some of the quirks of the program
is useful, but these would be better in-
cluded in the function descriptions.

Few of these quirks are of conse-
quence. Most are simply minor
changes from standard operation. I
found the greatest irritant to be having
to turn off the screen editor before
loading an ASCII program. Also, a
few of the function menus are cryptic
at first glance.

The Colorkit is compatible with
most utilities. The only problem I have
had was with a screen-format utility
that also modified the Basic jump
table.

This program is well supported.
When a recent revision upgraded the
kit to version 1.2, the patch listings
were sent out to all owners of the 1.1
edition.

Not only is this an excellent addition
to the CoCo’s operating system, but it
is of fine quality and well priced. I rec-
ommend it. l

Shark Treasure
Computerware

Box 668

Encinitas, CA 92024
16K

$21.95, cassette
$26.95, disk

by Bob Liddil

ust when you thought it was safe
to go into the waters of your Color

Computer, along comes Shark Trea-
sure. This machine-code offering
from Computerware is an original in-
terpretation of a popular arcade game
called Lunar Rescue. Plainly pack-
aged and modestly priced, it gives
value to the consumer.

In Lunar Rescue, the spaceship
travels through cross-directional as-
teroids to land on plateaus to rescue
stranded astronauts. It then must blast
its way up through alien ships and
laser fire to dock with mother ship.

Shark Treasure takes this premise
and applies it to an aquatic setting.
The mother ‘ship becomes a scuba
barge. The Lunar Rescue module be-
comes a diver. The cross-directional as-
teroids become cruising giant sharks,
and the stranded astronauts become
gold coins on the ocean floor.

The author’s sense of humor pre-
vents this game from being another ar-
cade clone. In the early stage of the
game the sharks cruise by, one or two
at a time and the diver has no difficul-
ty getting around them. The diver is
realistic with his arms and legs waving

around all over the place. Suddenly,
the diver is swallowed by a shark and
is gone.

The diver is not without protection.
He has flash grenades, which cause the
sharks to reverse their direction. He
has the ability to swim faster vertically
than the sharks swim horizontally. But
there is the inevitable Gulp and the
diver disappears.

The sharks consume only portions
of the diver leaving the remains to
drift on the tides while another diver
takes his place. The sharks don’t snap
at the leftover diver. They just move
over him and erase his remains.

The graphics presentation in this
program is terrific. Detailed high-
resolution blue sharks with white bel-
lies swim in a green sea snacking on
lifelike little hi-res divers. The game
has impressive graphics, and what it
lacks in plot it more than makes up for
in belly laughs.

Shark Treasure holds its dollar-to-
program-value ratio well. It should
provide many hours of fun for the
whole family. It is not so difficult that

»~See List of Advertisers on page 130

GOOD NEWS FOR EPSON

MX-80 and RX-80 OWNERS

MICRO-GRIP FRICTION FEED
Add inexpensive friction feed to your MX-80 or
RX-80. Easily installed with screwdriver, no solder-
ing. Does not disturb tractor feed. Also fits
printers based on Epson design such as IBM PC.

Commodore and H-P Dot Matrix printers
Wt. 1 Ib.

ONLY $39.95/ea.
CARTRIDGE RIBBONS FOR. ..

":”J‘ﬁf

By

EPSON MX 70/80 $5.00/ea. \ RS LP IV $5.85/ea.
EPSON MX 100 9.75/ea. ﬁ\ RS LP VI, VIII 7.00/ea.
RS Daisy Wheel || M/S 5.75/ea. —f RS DMP 400 5.50/ea.
RS LP I, IV (Zip Pack) 2.75/ea. \j DIABLO Hytype Il M/S 4.50/ea.
RS LP I, II. IV (Cart) 5.85/ea. OKIDATA 84 5.00/ea.
COMPUTER PAPER
MINI PACKS
9-1/2" x 11" Blank, 20 Ib. 1 pt., 1000/ctn
PRESSURE SENSITIVE (Extra fine perforationsr. & 1.) 8NLY0£1C6.251ctn.
LABELS 14-7/8" x 11" 1/2” Green Bar, 15 Ib. 1 pt., 1500/ctn
ONE ACROSS 312" x 15/16" ONLY $25.00/ctn.
ONLY $2.70/M STANDARD PACKAGING

Order in increments 6f 5.000 9-1/2" x 11" Blank, 15 Ib. 1 pt. 3300/ctn. ONLY $26.00/ctn.

14-7/8" x 11" 1/2" Green Bar, 15 Ib. 1 pt., 3500/ctn.

l ONLY $40.00/ctn.

ALL COMPUTER SUPPLIES AT DISCOUNT PRICES

TERMS AND CONDITIONS
We require a mimmum order of $10 00. not including shipping charges Prices effective 7/1/83 and subject to
cnange without notice To keep prices competitive we operate on cash basis Credit extended to Federal agen

I
VISA
L]

'es. but all other institutions and individuals send payment with order, our prices DO NOT include shi, pping No
C O D orders accepted. We ship via UPS or motor freight. Include street address, we don't ship to P O. boxes
Freight charges added lo credit card purchases. No merchandise returned without prior wntten authorization

from us Merchandise ordered in error or not wanted is subject to 25% restocking charge and limited to merchan R

dise credit only  Mass. residents add 5% sales tax.

Send for our Free Brochure of Computer Supplies. Ask for Catalog No. DP-50.

£,¢; BILL COLE ENTERPRISES, INC.

P.0. BOX 60°DEPT. HC WOLLASTON, MA 02170-0060 617-963-5510

For Credit Card Orders ONLY! Call Toll Free 1-800-225-8249
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Professional, low profile, finished appearance.
U.S. made—high quality, quad gold contacts.
Smooth “Touch Typist” feel—no sagging.
Original key layout.

No soldering—fast, simple installation.

No special software required.

Individually boxed with full instructions.
Only $69.95.

AT YOUR FAVORITE DEALER OR DIRECT FROM/

* Computers produced after approximately October 1982 require an additional
keyboard plug adapter. Please add $4.95.

ALL ORDERS: Please add $2.00 shipping and handling in the Continental U.S. All others add air shipping and $3.00 handling. California
residents add 6% sales tax. Foreign orders please remit U.S. funds. We accept VISA and MasterCard.




NEW ARCADE GAMES
GLAXXONS / EL BANDITO / COSMIC CLONES / BUMPERS

OTHER GREAT ARCADE GAMES
HAYWIRE / ASTRO BLAST / CAVE HUNTER / SPACE RAIDERS
Arcade Games, Cassettes 24.95—Require 16K / Discs 29.95— Require 32K

ADVENTURE GAMES
CALIXTO ISLAND / THE BLACK SANCTUM
Adventure Game Cassettes 19.95—Require 16K

Mark Data Products

24001 ALICIA PKWY.,, NO. 207, MISSION VIEJO, CA 92691 (714) 768-1551

Software Authors—Contact us for exciting program marketing details.



FAMILY FINANCE
MORTGAGE AMORTIZATION - Shows
principal and interest for each month.
LOANS - Compute mortgage variables,
years, mortgage and payment amount.
PHONE NUMBERS - Search for phone
numbers by name. Easy to update.
CHECKBOOK BALANCER - Makes the
balancing of your checkbook a breeze.

4k cassette only $14.95

FAMILY FUN

FOREST FIRE - Save as many trees
as you can.
SIMPLE SIMON - Color and sound game
for all ages.
CONCENTRATION - Match colored
symbols. Two player game.
MISTER MIND - Try to guess a number
sequence.

4k cassette only $14.95
Micro Color Terminal Version 1.0 $24.95
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{1 FAMILY COMPUTERS
111 4125 Prescott, Street
Sarasota, FL 33582

Dealer Inquiries Invited

(813) 921-7510

0 Shipping & Handling

Shark Treasure

it overwhelms children, yet is not slow
paced and boring to the arcade sophis-
ticate. Shark Treasure occupies that
pleasant middle ground where even a
critic could like it. l

SOURCE CODE?!

mrropucine UNATRON
A new challenge for the CoCo

Venture where atomic fission is a way
of life and reactivity control is the
key to success.

Special Features:

e 9 screens

« Up to 85 active characters at a time

« Over 100 distinct shapes

s User modifiable

« Solid joystick control

+ Extremely powerful,
Strategically challenging

Also Included:

« All source listings. fully
commented in 132 columns

¢ Complete documentation on all
aspects of software and technique

¢ Modification information with
examples

DOCUMENTATION AND CASSETTE

Send $25.00 check or money order to:

BOX 402 77
, CONNECTICUT
06040

Written in 6809 language. Program
efficiently uses over 12K ram. Data driven,
modular subroutine construction.

PLUS32

$15 cassette, $19 disk
ROMKIL

$15 cassette, $19 disk
ROML

$25 cassette, $29 disk
TAP2DSK

$25 cassette, $29 disk
Micro Technical Products Inc.
123 N. Sirrine, Suite 106
Mesa, AZ 85201

by Scott L. Norman

ere are four useful utilities for the

Color Computer; the first three
perform memory-management func-
tions, while the last expedites the
transfer of machine-language pro-
grams from tape to disk.

Each program is available in both
tape and disk formats.

The disk versions of these programs
differ from the tape editions only in
that they include an automatic start
featur