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PRINT™ ":60T0290

310 N=INSTR(1,B$,"."):IFN=BTHEN3
20ELSEBS=LEFTS$({BS N-1)+RIGHT$ (B}
LLEN(B$)-N}:GOT031@

328 1FLEN(B$)>2@THENGOSUBG3A: LOC
ATEQ,19:PRINT™ ":GOT0298

338 B$-STRINGS(20-LEN(BS),"0"}+8
$:RETURN

34p ' Binary to Decimal.

350 D=@:FORT=2@TOLSTEP-1:A=YAL(H
1D$(B%,21-T. 133 :D=D+A*XINT(Z"(T-1
J1iNEXT

368 A$="":N=INSTR(1,B$."1")-1:8¢
=RIGHT$(B$ ,LEN(B$)-N)

378 IFINT(LEN{BS:/4)}<>LEN(B%)/4
THENB$="0"+B%:G0T037@

380 FORT=1TOLEN(B$}STEP4:AS=AS+M
ID$(BS . T, 43+" . " NEXT:B$=LEFTS(AS
LLEN(AS)-13:RETURN

39@ * Decimal to Hexidecimal.
498 K=INT{D/256}:¥=0-(256%K):J$=
HEX$(K): TFY=@THENL$="BB"ELSEL$=H
EX$(V)

410 HE$=J$+L5:RETURN

420 ' Hexidecimal to Decimal, In
put &HHS / Dutput A

430 A=YAL{H$):RETURN

44@ ' Decimal to Binary.

450 IFD>E5535THENL=19ELSEIFD>4@3
STHENL=18ELSEIFO>255THENL=11ELSE
[FD>15THENL=7ELSEL=3

460 A$="":B$="":FORT=L TC B STEP
-1:B=INT(D/TNT(24T})

479 1FB=>1 THENA$=A$+"1":D=0-INT
{2°T) ELSEA$=A$+"0"

460 MEXTT:L=LEN(A%}

46Q FORT-1TO L STLCP4:BS—-BS+MIDS({
A$,T,4)+" . " tNEXT:BS=~LEFTH(BS, LER
(B$)-1):RETURN

588 ' Miscellaneous gasubs.

510 Z$=STRING$(36,32}:L0CATE]L, 14
tPRINTZS;: LOCATEL . 15:PRINTZS;:L0

CATEL,17:PRINTZY; : LOCATES4,14:PR
INT™ *:.0CATES4,17:PRINT" ":LOCA
TES4,20: PRINT™ ":GOT0O92
520 LOCATE4,L19:PRINT" ":LOCATE4d
,19:PRINTS$; : LOCATESS, 14 :PRINTA:
LOCATESE, 17 :PRINTBS: LOCATESS, 28:
PRINTHE$ : RETURN
530 POKE149,188:FORZ=1T02E:EXEC:
NEXTZ:RETHURN
54¢ PRINT"™ PRESS ENTER TO ACTIVA
TE"; :RETURN
550 CLSL:POKE4L598,3:POREGR3T2,1
L:POKEGS456, M :ATYRE, B: STOP

A\

Feature Program

Intersection: A Leisurely CoCo Game

ave you been feeling “under the gun”

lately? Tired of playing games where
all your actions are tined? Well, here’s
Intersection, a game where you don’t have
to race against a clock; ali you have to do is
think a little. In fact, taking your me may
actually increase your score with fntersec-
tion.

£

The goal of this game is
to find the intersection
of two lines. Two
short segments
of the two Lines
are visible. By
extending
these seg-
ments in your
mind, you
mnust [ocate
the location
onscreen
where the lines
meet. Although it may sound
easy, finding the right spot can be harder
than you might think.

Intersection works on any CoCo with at
least 16K and Extended BASIC, and requires
a joystick. Enter the listing as shown and
save it to tape or disk. When entering the
listing, CoCo 3 users must replace lines
1220 and 158G as follows:

1220 IF BUTTONCO}=0 THEN 1220
1580 IF BUTTON(Q)=1 THEN 1640

‘While the program is running, the
right joystick controls a box, or
cursor, which you can move
around the rectangular
playing field, Outside
the playing field are
the shor segments
of the two liucs
you mnust “inter-
sect;” one
comes trom
tie top of the
screen and the
other comes
from the left.

Place  the

cursor where

you think the

lines will

meet and press

the joystick
button. Il you

find the iutersec-
tion point in the
first three atteinpts,
YOU SCOTe points. You
recetve 30 points if you

get it on the first attempt; a
corTect second attempt eams you
25 points, and 10 points are awarded

if you are successful on the third try, There
are ten rounds of play.

Some notes of interest about the way the
program works are in order. The title screen
provides a nice effect by scrolling the word
INTERSECT onto the screen. To accom-
plish this, T first have the program display
graphics pages 2 and 3. Then the program
sets the computer to PMODE2, which has
access to graphics pages 1 through 4. The
word INTERSECT is moved downward
from the bottom of graphic Page 1 to Page
2, s0 the word seems to scroll outo the
screen from somewhere above.

As for the game itself, graphics pages 1
and 2 are displayed. The rectangle around
the playing field, the rectangle around the
screen, and the two lines to be intersected
are kept on pages 3 and 4. Whenever the
cursor is moved, pages 3 and 4 are copied
onto pages 1 and 2, and the cursor is re-
drawn. This way inoveinent is smooth and
there is no need to worry about erasing the
cursor from its old position.

Other parts of the program are best de-
scribed by explaining key variables.
Variable 0 contains the graphics for the
word INTERSECT. which scrolls onto the
title screen. FIRST has a value of 1 only be-
fore the first game is played, and is zero at
all other times. This is to make sure the
score shows up on the title screen only after
at leastone game has heenplayed. Array S3
(0-9) contains the DRAM strings for the

numbers O though 9. 51, 52 and $3 are the
hundreds, tens, and ones digits of SCORE.
Forexample, if SCORE equais 425, then S1is
4.52is 2 und $3 is 5. The score is broken up
this way to make using the strings in 5§
easier.

#BOX and WBOX control the size of the
cursor. HDELTA and WDELTA control the size
of the playinp field, The lines that are to be
intersected have endpuints (0,A) and (B.0).
They meet at the intersection point given by
{CX,LY).

Simple changes you might try include
modifying the values of H30X in Line 1270
and HDELTA in Line 1290. Increasing the
value in either (or both) of these variables
makes the game easier. A nseful addition to
the game would be some way to track the
high score and display it on the title screen.
If you are really into timed games, try add-
ing routines so that the score depends on
how fast the 10 intersections are found.

The Listing: INTRSECT

1 "INTERSECTION

2 'BY JOSEPH PENDELL

3 "COPYRIGHT (C) 1992

4 "BY FALSOFT, INC.

5 'RATNBOW MAGAZINE

18 R=RND{-TIMER)

28 CLEAR 588

3@ DIM Q(225)

4@ FIRST=1

58 PLAY"L255T255"

6@ 'TEXT “"g" TO "9"

7@ S3(@)~"U6R4DGLABRT"

88 S5${1)="R4LZUGG2BD4BRT"

S8 S5$(2)="HRAU3R4U3L4BRVBDE"
5${3)="RAUINLIUIL4BR7BOG"
S3(4)="BUSD3R4U3DEBRI"
5$(5)="R4U3L4U3R4BR3EDE"
S$(6)="R4UILANIU6R4BRIBGE™
§$(7)="BUBR4DEBR3"

158 S$(2)="R4U3L4U3R4AD3L4D2BR7"
168 S$(9)="R4U3L4U3IR4D6BRI"

179 pMODE 3,1

18¢ PCLS

1589 PMODZ 1.2

208 SCRE=N 1,9

218 PMOD= 3,1

"TEXT "INTERCEPT"
P$="57R11L6014L6RI1BRT"
P&=P$+"L14M+11 +L4U14BRA"
P$=P$+"R11L6D14BR1L™
P$=P3+"WRILUZNR7U7RI1BRS"
278 Ps~P$+"hD14RBFID2G3LERGF5DZB
RE™

288 Pe=Ph+"BUZFZR7E2U4HZLTHZU3EZ
R7F2BUZBRE™

298 P$=P$+"NRIID7NR7DTRI1BRS"
308 PE=PE+"BUZBRI1G2LTH2ZUIUZEZRY
F2BU2BRG"

30 PE=PS+"RITLADIAM

320 DRAWTCI™

338 FOR [=? TO 6

34@ DRAW"EM"+STRECI+" "+5TRE( 1)
1" APE T

358 NEXT I

368 DRAW“CABM7.7:XP$:™

(This would probably be easiest using the
TIMER function.)

Hopefully vou'll enjoy /ntersect. A per-
fect score is 500 points, though you'll need
tobe very lucky and skilled to get this score,
And remember, using rulers to locate inter-
sections is not permitted,

Goed luck! ‘

Joseph Pen-
dell hay a degree
inelectrical en-
gineering
from the Uni-
versity  of
Maryland. fn addi-
tion o programming (he

Color Computer, Joseph enjoys using the
Muacintosh. His hobbies include riding
skateboards and playing Super Nintendo,

378 GET(®,8)-(255,33}.0.6

38@ "START OF TITLE SCREEN ROUTI
NE

398 FOR I~18 TO 48 STEF 2

4@@ PUT(@,13-(255,I+33),0

410 NEXT I

420 PMODE 8,3

438 PCLS

44@ PMODE 1,3

45@ IF FIRST=1 THEN 758

469
RE
470 DRAW"BMED, 1PG54C4NHIBR]IZENH]
Bh2oLlzZ8Nu2@H1BUZBR1 28"

480 PAINT(62,110),2.4

499 PAINT(62,184),7,4

588 PAINT(56,118),2.4

518 'TEXT "SCORE™

520 DRAW"BM78,113C458R2ZNF1L2G1D]
FIRZFID1G1L2NHIBRS"

538 DRAW"BRIRZNEILZHIU4£1RZF1BUL
BR2"
540
550
568

“CREATE 80X TO GO AROUND SCO

DRAW"BRIRZF1D4GILZHIU4EIBRS™
DRAW“NOER3FIDIGILZRIFZDIBRZ™
DRAW"NRAUINRIUIR4BRZEDE"

570 DRAW“BRBCI”

580 'ISCLATE DIGITS OF SCORE AND
DISPLAY THEM

598 SI-IKT{SCORE/10@)

688 S2=INT({SCORE-51#168)/18)
618 53=5CORE-S1*12@-S2%1@

620 DRAW"XS$(5]):X58(52):X5$(53)
630 PCOPY 4 TO 3

648 IF SCORE<H@B THEN 758

658 "SPECIAL EFFELTS FOR GETTING
A4 PERFECT SCORE

668 PMODE 1,2

678 PLAY"VIS"

68@ FOR I=1 TQO 18

699 PLAY"COEFGAB"

7@3 SCREEN 1,1

718 PLAY"COEFGAB"

72 SCREEN 1.0

738 NEXT 1
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74@ PMODE 1,3 1050 DRAWTERA™ 1468 LINE(B,A)-(CX.CY),PSET 1770 COLOR 4.1
752 'NORMAL TITLE SCREEN SOUNDS 116@ "TEXT “TQ“ 147@ LINE{B,B)-(CX,CY),PSET i788 pCOPY 3 TO 1
760 PLAY"YL™ 1110 DRAW™BUGRALZ06BRA™ 1488 LINE{WDELTA,HDELTA)-(255,18 1798 PCOPY 4 TO 2
778 FOR I=1 TO 15 1120 DRAW™BRIHIU4ELRZF1DAGLLZERS 1), PRESET,B* 1688 LINE{JX,JY)-(JX+WBOX,JY+HBO
788 PLAY"CEGY+™ v 1498 COL0R 3,1 X),PSET,E
799 NEXT I 113@ DRAW”ER4” 1500 LINE{WDELTA HOELTA}-(255,18 181@ COLOR 2,1
688 FOR I=1 TO 15 1148 'TEXT "START" 1),P5ET,B 1820 LINE(@, A)-(CX,CY) PSET
81¢ PLAY"BDFV-™ 115¢@ BRAW"BUIFIR2EIUIHIL2HIULIELR 1518 LINE(®,8)-{255,191},PSET,B 1638 LINE(B,@)-(CX,CY) PSET
820 NEXT I 2F1BULIBRZ" 152@ PMCDE 1.1 1849 FOR I=1 TO 5@
830 LRAW"C458BM46,173 1166 BRAW"RALZ2DGRRA" 153@ PCCPY 3 TC 1 185@ PRESET(CX.CY}
84@Q 'TEXT "PRESS™ 1178 DRAWUAEZF2DINLAD3IBR3" 1548 PCCPY 4 TC 2 1860 PSET(CX,CY,2}
850 LRAW"UER3FIDIGIL2BDIBRS" 1180 DRAW"UGR3IF1DIGLLZR1F2DIBRZ" 155@ COLOR 4,1 1870 NEXT I
B6@ LRAW"UGR3FIDIGIL2RIF201BR2" 1190 DRAW"EBUBRAL2DG" 1568 LINE(JX,JY)-(JX+WBOX,JY+HBO 1880 TRIES=P
878 CRAW'NRAUSNRIUZIRLBDEBRE"™ 12@@ PCOPY 4 TO 3 X),P3ET,B 1898 1F ROUND=18 THEN 1998
GBB CRAW"BUIFLRZEIUIHILZHIULIELIRZ 121@ "WAIT UNTIL FIRE BUTTON I3 1579 GOSUB 211@ 1989 GOTO 1388
FLBDSBRZ™ PUSHED 158@ IF PEEK(65268)-126 OR PEEK( 1910 "MISSED IT
390 [RAW"BULFLIRZELIUIHILZHIULELRY 1228 IF PEEK{65284)<>126 AND PEL 05288)=254 THEN 1648 1928 TRIES=TRIES+L
F1EDSBRZ™ K{G6bz28B1<>254 THEN 1228 1598 IF XOLO=JX AND YOLD=JY “HEMN 1930 FOR I~1 70 TRIES
9@ CRAW"BRA™ 123@ FIRST=@:'DISPLAY SCORE AFTE 1578 1949 SOUND 1.1
9L@ "TEXT “JOYSTICK" R NEXT GSAME 164 'JCYSTICK POSITEON CHANGED, 1958 FOR J=1 TO OLAY
920 DRAM™BUIFIRZEIUSBRZ™ 124@ X0LD=1000 NEED TG UPJATE 1968 NEXT J.1
93P DRAW"BDIELRZF1D4G1L2HIUABULE 1250 ¥0OL0=108a 1618 X0Lb=JX 1978 IF TRIES<3 THEN 1588
R&™ 1268 DLAY=18 1628 YOLD=J¥ 19686 GOTO 1754
948 DRAW"M+Z,+3NM+2, - 3DIBRA™ 127@ HBOX=2@ 1638 GOTO 1529 1958 FOR I=1 TO 1548
956 DRAW"BULFLRZEIUINILZHIULELRZ 1288 WBOX=4/3*HBOX 1648 'PLSHED BUTTON, CHECK IF AT 2086 NEXT I
F1BU1BR2™ 1298 HDELTA-46 INTERSECTION 2¢1p "6ET RCADY FOR TITLE SCRELN
968 DRAW”R4LZDEBRA™ 130@ WDELTA=4/3*HDE.TA 1668 IF CX<LJX OR CYLIY OR CX>JH+ 2928 PMODE 1,2
978 DRAW"R4LZUSLZR4BRZ™ 13i@ GOSUB 2118 WBGX OR CY>JY+HBOX THEN 191@ 2936 PCLS
980 URAW"BRIHZNF1L2GLO4FIRZNHELBR 1320 SCORE=8 lehd "GOT [T 284 SCREEN 1,8
an 133@ TRIES=2 1678 TRIES=TRIES+] 2¢53 PMODE @,1
96@ DRAM"UGDINE3F3BR2" 134Q ROUKD=8 1689 FOR I=1 TO TRIES 2068 PCLS
1988 DRAW™BRA™ 135@ PMODE 1.1 1692 SQUND 18@.1 2078 PMODE 8.4
1A13 DRAWTRMAH, 191" 1368 PCLS 1788 FOR J=1 TO BLAY 2088 PCLS
1628 "TEXT "BUTTON™ 137@ SCREEN 1.8 1718 NEXT 3,71 2099 PMODE 3.1
1038 DRAWTUER3IF1ID1IGINLZF1D1GIL3E 1380 "CREATE GAME SCREEWN 172@ IF TRIES=1 THEN SCORE=SCORE 2198 GOT0 380
R&" 139@ PMOGDE 1.3 +58 211@ 'FIND OUT WHERE TO PUT CURS
1p4@ DRAWBUINUSFIRZL1USBDGER2Z™ 140@ PCLS 1730 IF TRIES=Z THEN SCORE=-SCORE OR ACCORDING TO JOYSTICK
IB50 DRAW“BUGRALZDGBRA™ 1410 A=RND(191})-1 +25 212¢ JX=JQYSTK{@)/63*{255-WOELTA
1960 DRAW'BUGRALZDEBRA™ 1428 B=RND(256)-1 174@ IF TRIES=3 THEN SCORE=3CORE -WBOX ) +WDELTA
1879 DRAW"BUiIFIRZEIU4H1LZGID4BD1 1430 CX=RND{Zb5b-WDELTA)+WDELTA +18 2138 JY=JOYSTK(1)/63*{198-HDELTA
BR&" 1449 CY=RND(19@-HDELTA)+HDELTA 175@ ROUND=ROUKD+1L -HBOX }HHDELTA
1680 DRAW"UEM+S, +7NUGBR2" 1458 COLORZ,1 1760 'SHOW INTERSECTION 214¢ RETURM £~

Produnct Review

4D Checkers:
On the Level

‘T'he idea behind 413 Checkers, a CoCo
3 game from N*Johnson Software (Nick
Johnson), s & very good one. Imagine a
stack of three 3-by-3 prids with nine black
and uinc red checkers distribmed among
the levels. Now add a wildcard “Iranspen
square” for a little spice. What you're
probably seeing in your head looks some-
thing like a cross between tic-tac-toe and
checkers — with hints of pieces “beam-
ing” across the ether {just remembering
the chess scenes from old Star Trek epi-
soddes).

That’s just about the image T nad in my
head when I received 4D Checkers for
Teview. After playing for a few minutes, I
scaled down my expectations. It’s not that
the game is bad  itisn’t. 40 Checkers
simply fails to live up 1o its potential. First
let’s talk about the game, theu I'd like to
make some suggestions to Mr. Johnson,
because I really like his concept,

40) Checkers plays like traditional
checkers in the sense that it requires two
players, and the checkers move one space
at a time and can caprire uther checkers
by jumping them to a blank square. After
a red piece jumps a black piece, for in-
stance, the black piece is removed from
the board and the red player receives a
point, The goal is to get rid of ail the other
playcr’s checkers. There the similarity to
regular checkers ends.

In 40 Checkers the board is smaller,
you can’t be kinged, and pieces can move
(and jump} in any direction --- vertical,
horizontal or diagonal — while traditional
checkers arc limited to diagonal move-
ment. Then of course there’s 4D Check-
ers’ most interesting feature, which tradi-
tionai checkers Jacks: the flashing yellow
transport squars.

After you move a piece onto the trans-
pori square, it mystically reappears sorme-
where else; relocation on any of the three
levels is possible. If your transporting
checker lands on a piece belonging to the
other side, the opponent’s piece disap-
pears and you gain a point. If you land on
one of your own checkers, you losc that
piece and ajso the point. If you land on a

blank squarz, no points are gained or lost.
Be careful when transperting: blind chance
may place you in a position to make a
Jurup, or it may transpert you into perl. In
the most difficult Jevel of play. the trans-
port square is invisible. which makes for
SOTNE SUTPTISINE Moves,

A coordinate systemn 15 used to tell the
cotnputer how to move — three numbers
for leved, column and row. You type the
coordinates ofthe piece 1o be moved, then
type the coordinaies of the destination
square. If you mess up, you can't back-
space [o correct your mistake bug must
press the CLEAR key to star over. If you
have a Speech/Sound Cartridge, vou can
hear the computer tell you when you are

trying to make an illegal move. The S§/C
routine also announces whose turn it is,
when titue is up and who won the game.
Now for the suggestions. Mr. Johuson,
most people whoplay board-type games on
their computers don’tbring along a friend (T
had to find someone to sit at my cramped
computer desk in order to help me review
this), Twould like to see a one-player mode
in which the playcr could take on the com-
puter. [Editor’s Note: Mr. Johnson has
informed us q versinn supporting q one-
player mode is near completion.] Also, the
image of the three boards, which now takes
up just the uppet-left corner of the screen,
would luok better if expanded to fill most of
the screen. Finally, the red and black pieces
are just about impossible to distinguish on
the old monochrome monitor 1 hooked up
{though the colors show up fine on my

RGE).

Your game is all right as s, Mr, Johnson
— no bugs could I find — burt [ think it
could be much better. {N*¥Johnson Saft-
wdare, S830A Reinke Drive, Crestview, FL
32530, (904) 652-2907, $14.95.)

— Margaret Gividen

STILL USING OS89 GEN, COBBLER OR

CONFIG?

Now = create Boot Disks in much less time!

EzGen v1.09:

5 mins 40 secs.

FIDENTICAL operations on [DENTICAL fraginented boot disks - 2
deletes and 1 insert perforned by boih wilities!

* biditing deoe in memory

* Luad houd from disk or
mMemery

+ Patch modules

+ Change order of modules in
seconds

session

casily

* Edit existing buot files in place

* Load kernel fron: disk er mem
and write to disk

KWIKGEN v1.01

|
I
i
I
I
|
1
» Mauke multiple boor disks in one I
I
!
1
i
1
FASTEST BOOTFILE EDITOR! :

KwikGen v1.01:
44 SECONDS!

Send check or muney order lo:
GALE FORCE
ENTERPRISES

P.0O. Box 66036, Sin . Yancouover,

B.C. Canada V3N 514
Checks: allow 4-6 weeks for
delivery. Money orders
processed inmediately for
KWIK delivery!
Phene: (604) 522-6922

Introductory Price:

cach $ 19-95 U.S.

{+34.0¢ shipping und handling)

059 LII (ONLY) FILE EDITOR/ZAPPER

* Display updating is instantaneous
= Configurable environment
* Dynamic sector stack

+ Searching functions

* Allows editing of nibbles or haff bytes
= Built-in help — easy tn use

* Verify command

* Runs with 128K

|
|
|
i
|
|
|
| + Work on file or stack
1
1
1
I
I
|
|

AWESOME FILE EDITOR FOR
YOUR CoCo HIIT
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Feature Program

Fast Backups with 128K

arly on, CoCo users saw 4K just

wouldn't be enough for what they
wanted to do. Thentechnology evolved, the
market grew, and now many of us have
CoCo 3’s that can be taken to 512K and
beyond. And there are many programs
designed for CoCos with this much mem-
ory. But what about those whose CoCo 3's
arestillat 128K (after all. the upgrade is still
pretty costly)?

Sure, the manual says the CoCo 3 comes
with 123K, But as most who have looked
have found out, you can stiil vse only a
fourth of this for BASIC nnless you use a
third-party package that opens up the exua
memory. I believe we should use the extra
memory in the 128K machine to make life
a little easier. So I wrote Backup, a single-
drive disk-backup program.

Backup 15 very different than Disk
BASIC’s BACKUP command simply because
it is designed to use all of the 128K. The
result is that you’ll have to swap disks only
three times (for 35 tracks) as opposed to the
seven or more swaps required by Disk
BASIC s BACKUF. In addition, Backup can be
used 1o back up 35-, 40- and 80-track disks,
and you get to watch as the tracks and
sectors are copied. Best of all, Backup is
written in machine language for pure speed.

To create the machine-language version
of Backup, first enter the BASIC program
listing presented here and save it to disk.
‘While the program does check to make surc
the data values yon enter (there are a lot of
them) are correct, yon'll save time and
trouble if you are careful when entering the
data. Once you have a good working copy,
run the program and it automatically cre-

ates the machine-language program and
saves it to disk.

To use Backup, first make sure your
CoCo 3 is set to a 32-column screen width
{the program uses the 40- and B0-column
screen memory for storage.) If you forget,
Backup will remind you. Then enter

LOADM”"BACKUP™ : EXEC

to execute the program. Backup defaults to
35-track format; to change the number of
tracks you want copied, replace EXEC above
with

EXEC 3584, xx

where xr is the number of tracks. Just
remember you'll have to make more swaps
with the larger number of tracks,

Backup has been of great value to me,
and I'm sure you'll find it to be of great help
to vou, too. This program actually makes
backing up a disk fun to watch! (Hard to
believe, isn’t it?) Perhaps the only draw-
back is that now you have no more excuses
fornot making those backups you should be
making.

Joel Mathew Hegherg hus been pro-
gramming for nine years and enjoys writ-
ing software for the Color Computer and
MM/, Some of his commercial creations
are availabie through Sub-Etha Sofrware.
Joel may be contacted at 936 N, 12rh Streer,
DeKalb, IL 60715-2510, (R15) 748-6638.
Please include an SASE when requesting a
reply.

Product Review

War Monger:
The CoCo
Battlefield

Wur Monrger 1s an exciting, disk-
based CoCo 3 game that allows you to
create two armies and have them fight
against each other. The computer can
conirol one, both ornejther army, so you
can play against friends if you like. The
armies are placed on a realistic battle-
field map. You can design your own
terrain or usc one of several predesigned
terrains supplied on the disk. Each of the
armies is made np of one to 60 units;
cach of these units has its own unique
characteristics such as strength, fire-
power, range and mobility.

War Mongeris menu-driven and pro-
vides various options that you use 1o set
up the game, You can define the vatious
attributes {or the armies, name weapons,
and select color paleties as well as van-
ous terrain graphics. The terrain graph-
ics are needed in order to create the map
of the battlefield.

These varicus editing functions al-
low the user to design fighting units with
all sorts of military hardware including
ships, tanks, artillery, submarines, and

planes. Even a fleet of spaceships can be
selected for more fururistic battles. An
option for men with or without ammor
and horses lets you step back in time to
experience ancient warfare. An append
functionis provided which allows youto
combine features from different games.
You can carry this to the exireme, if you
like, and have King Arthur's knights
fighting men in space ships armed with
laser cannens,

Six sample wars are included on the
disk | mentioned earlier. One of these,
Flugs, is 4 game that kids might enjoy
pluying: The weapons are water bal-
loons. Another game, Pacific, is set
during the period of World War II and
pits the Japanese against the allies.

Understanding the various fearures
ol War Monger requires reading of the
31-page instruction booklet, This is a
complicated game with thousands of
variations, Although the game is [un (v
play and contains excellent graphics and
cojors, you must understand what you
are doing. Simply put, War Monger is
not an arcade shoot-emn-up but a real
challenge of your warring skill.

War Monger requires a CoCo 3 and
either an RGB (recommended) or com-
posite monitor, and a disk drive. {Sun-
dog Systems, P.O. Box 766, Manassus,
VA 22111, 703-330-8989 829095 plus
$2.50 S1H).

— Rabert Gray

The Listing: BACKUP

1 '128K COCO 3 BACKUP

2 'BY JOEL MATHEW HEGBERG

3 'COPYRIGHT {C) 1992

4 'BY FALSOFT, INC.

5 'RAINBOW MAGAZINE

12@ *CREATED FOR "THE RAINBOW™
133 'ON APRIL 28, 1985 BY

14@ *JOEL MATHEW HEGBERG

158 ‘936 NORTH TWELFTH STREET
160 "OE KALB, ILLINOIS 68115
178 *

180 PMODER,1:PCLEAR4:PMODE4, 1:PC
]

198 CLS:PRINT"PLEASE WAIT,...™
228 LC—3584:LT=0:T1L-0: RN-340

218 READ A$:IFA§="**"THEN258

228 TFLENCAS)=3THEN3ZO

230 VL=YAL("&H"+A$) :POKELC,VL:LC
=LCHL:LT=LT+VL: TL=TL+YL

248 GOTOZ1@

26@ READ TT:IFTT<>TL THEN PRINT"
ERROR IN DATA STATEMEKTS.™:PRINT
nax%x] CAN'T FIND THE ERRQR!I***":
END

268 PRINT"SAVING FILE..."

278 SAVEM"BACKUP.BIN™, 3584 ,4525,
3584

288 PRINT"*JOB COMPLETE*":PRINT
298 PRINT"TO RUN, TYPE:"

388 PRINT"LDADM ":CHR${34):"BACK
UP":CHR$ (34) :PRINT"EXEC" :PRINT
318 END

328 VI=YAL("&H"+A$):[FLT<>VL THE
N PRINT"DATA ERROR IN LINE #";RN
(END

338 LT-@:RN-RN+1@;G0TDZ12

348 DATA 16.3.5F.23.FF.FF.FF.FF,
FF,FF,FF,FF,FF.FF FF,FF,FF FF,EB
D

358 ODATA 49,4F,53,45.52,54,2P.53
,AF.55.52,43,45,20,44,49,53,48.5
11

360 DATA 45.54.54.45.29.26.28.50
,52,45,53,53.0,58,45,4E,54,45,48
9

3748 DATA 52,8D,2E,D,9,49,4E,53,4
5,52,54,20,44,45,53,54,49,4E,41,
4E7

388 DATA 54.49,4F,4E,28,44,45,53
,4B,45,54,54 .45,28,26,0,50,52,4A

C

39@ DATA 45,53,53,29,5B,45,45,54
,45,52,50,2E.D,2,42.41,44,20,53,
4Bh

428 DATA 4F,55,52,43,45,2p,44 .49
.563,48 45,54 .54 .45,26,0,8,42,41,
489

418 DATA d44,2p,44 45,52 ,54,4% . 4¢
L 41,54,49,4F ,48,20,44,49,53,4B.,4
Fl

428 DATA 45,54,54,45,2E,0,0,54,5
2,41,43,48,34,0,53,45,43,54,4F,4
9A

438 DATA 52,3A,9,54,48,49,53,20,
58,52,4F,47,52,41,40,28,43 .41 ,4A
@

440 DATA 4E,4€,4F 54 ,28,42,45 .28
,45,58,45,43,65,54,45,44,0,4F 4B
9

450 DATA 4[,20,41,21,34,39,2F,38
,30,20,43,4F ,4C,55,40,4EF,2p,53,4
2B

468 DATA 43,52,45.45.4E.28.D.8.4
E.55,4D0,42,45,52,20.4F,46.2@, 446
470 OATA 54,52,41,43,4B,53,3A,9,
24,2h,42,52,45,41,48,2A,2A,D,41C
480 DATA B.A6.80.10,27.8,7,AD,9F
,AD,2,16,FF,F3,3%,A0,9F,AR.0.77F
499 DATA 7F.FF.46,CC,0,0,0D,B0,8
0,49,56,86,96,97,8C,CC,d,4.00,99
[

508 DATA 8D,34,38,BD,.A9,56,35,30
,AD,9F,AD.@.81,3,1P,27,2,63.81,6
9F
614 DATA D,16,26,FF,F0,39,0C,8,0
.F0.E,4,FD,E,6,FD,E,B,36,E7,10,7
F7

520 DATA 26,1,9F,BD,A9,20.7F,FF,
D6,7F,FF,08,17,2,20,0C.4.0.0D.8L

2
53@ DATA 8B,BE,E,}2,17,FF,99,17,
FF.A4,7F.E,B,17,1,88,7C,£,5,B6,7
1C

54@ DATA E,5,81,12,12.23.0,12,86
,1,87,E,56,7C,E,4,B6,E,4,B1,E,451
558 DATA 3,10,24,8,38,FC.E.4,DD,
EC,86,2,97,€A,10,9F EE,17,8,CE,7

01
568 DATA BD,D7,5F,96,F0,1P,26,0,
A9,1E.2,C3.1.8,1E,2,7C,E.A.B6,6A

6
57@ DATA E,A,B1,E,9,18,25,FF,B6,
B6.E,6,81,4,10,24,0,3,16,.FF,A7,6
13
588 DATA CC,4,.2,00,88,8E,E,38,17
LFF,2F,17 ,FF,3A,7F,£,8,17,1,21,6
6F
598 DATA 7C.E.7,.B6,£,7,81,12,18,
23.8,12,86,1,B7,E,7,7C,E,6,B6,4C

0
688 DATA E,6,B1,6,3,10,24,0,36,F
C,E.6.DD,EC.86,3,97,EA, 10, 9F 604
610 DATA E£.17,d,A9,80,07,5F,96,
F@.1P,26,8,4D,1E,2,C3,1,0, 1E 6AC
620 DATA 2.7C.E,A,86,E,4,81,E,9,
10,25 ,FF,86,B6,E,8,81,4,18,24,59
B

638 DATA FF,2F,16,FF,A7,CC,5,BF,
DD,8B,86,78.67,FF A0, 66,79.B7 AL
8

648 DATA FF.AL,B6,7A.FD,FF,A2,B6
,78.07,FF,A3,B6,7C,B7,FF,A4,39,C
2D

658 DATA CC,5,A8,D0,88,8E,E,69.1
7.FE,AB,16,FF,D8,CC,5,A9,00, BB, A
59

660 DATA 8E,E,7F,17,.FE,98,16,FF,
CA,14,76,0C.4,C8.00,88,8E £,94.9
7C

670 DATA 17,FE,88.F6,E.4.4F,BD,B
4,F4,8D,BD,09,38,1F, BD,BS,9C,AGD
680 DATA 86,20,A0,9F,AB,2.CC.4,E
o,00,88,8F F,A1,17 FE,68,F6,E,96

7
598 DATA %,4F,BD,B4,F4,B80,B0,09,
38.1F,BD.B9.9C,86,20,A0,9F,A8,9F
F
708 DATA 2,35,76,3%9,34,76,CC,4,D
a,DD,B8,BE,E,%A,17 ,FE,43,F6,E,82

7

71@ DATA &,4F.BD.B4.F4,8D,BD.09,
3@.1F,.BD.B9.9C.BD.89.58.CC. 4. ABC
72@ DATA FB,DD.88,8E.E,A1,17.FE,
26,F6,E.7,4F ,BD,E4,F4,BD,BD.DY, A
DF

738 DATA 3@,1F,BD,89,9C,80,B9,58
,35,76,39,8E,5,A9,9F,88,9E,E,809
748 DATA A9.17,FC,6,39,10,.BLC.24,
9,7F E,A,B6.E,8,18,27,8,1F .81 ,4F
5

750 DATA 1,1@,27,8,2C,81,2,18,27
,9,39,7C,E,8,86,40.B7,E,9,86,483
768 BATA 76,B7,FF,AL,86,77,B7 FF
,A2,39,7C,E.8,86,40,8B7.£,9,86,98
7

778 DATA 78.B7.FF,AL1.86,71.B7.FF
.AZ2,39,7C . E.B,86,40,87,E,9.86,8F
g

788 DATA 72.B7,FF,A1,86,73,B7,FF
,AZ,35,7C,E,B,86,40,87,E,9,86,BF
F

798 DATA 74,B7,FF,Al,86,75,87,FF
LA2.39,9D0,45,81,2C,18,27.0.8,885
8@@ DATA 86.23.B7.F.3,16,FD,CD,9
D.9F.eD.B7 ,B,F7,E.3,16,F0,C2,8E9
81@ DATA CC,4,6@,00,88,8€,E,F4,1
7,F0,79,F6,E,3,4F ,BD,B4,F4,BD,AL
A

828 DATA BD.DS,3@,1F,BD.B%.5C,BD
,B9,58,39.35.6.CC,5,A8,0D,88,90F
83@ DATA BE.E,F6,17.FD,59.16.FE,
8B.2.8.9.**, 93282

A\
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chandise, or {as annther approach to your
problem) you can pay them to turnit info an
RS$-232 pack. Then if you ever get a Muldi-
Pak Interface, Slot Pak or Y cable, you can
usc the converted pack with your modem to
permit smoother operation and free the
serial port for the printer.

On the 63B0O9KE Front
1’ ve heard about the Hitachi 63BO9E
(a CMOS version of the 0BBO9L) not
merely emulating the 6809, but actuaily
having considerably more registers and
commands. Is this so? Where canl getone?
Dennis McMillian (COCORIWE}
Pittshurg, California

Kevin Darling (DARLING) recenty

circulaled on the CoCo mailing list a
documment of over a dozen pages wrilten by
Hirotsugu Kakugawa of the Graduate
Scheol of Engineering of Hiroshima Uni-
versity in Japan. This document (now avail-
able on Delphi in the Hardware Hacking
database of the CoCo SIG and in the Gen-
eral topic area of the OS-9 SIG) details the
“secret” features of the 6309. In summary,
in addition to ernulating the 6809, the 6309
nperates as a low-power CMOS chip and is
capable of cycle speeds of 3 MHz or more.
The chip has these special properties:

» two B-bit accumulaiors, one 8-bit reg-
ister and one 16-bit register

o two modes of operation: 6809 emula-
tion and native mode

e reduced execunon cycles in native
mode

@ more insiructions, including 16-bit-
by-16-bit muliiplication, 32-bit-by-16-bit
division. more inter-repister operalions, bit-

manijputation instructions compatible with
the 6801, and block-transfer operations

» crror mapping of illegal instructions,
including divide by zero

Details of the “secret” features are in
large part explained in the document by
Hirotsugu, A 63B(YE can litetally be
dropped into a CoCo 3 {(provided you've
removed the original 63BU9E chip and put
a socket in its place), No other hardware
modifications are needed. I'm told by
Brother Jeremy (REVWCP) that you can
order 63IBOYE’s i quantity one from
Summer Inc. in Minois (708-991-8500).

Joystick Sticks

The vertical axis of my right joystick

is stuck ar a value of 25 when I read
the joystick. The horizontal axis works fine,
as do both axes of the left jovstick. J read a
long time ago that an LM3900 chip is used
i the CoCo 1 joystick circuir, but I cannor
find such a chip in the CoCo 3.

Also, my DMP-110is behaving oddly. In
self-test mode, it printy pert of the top of
each row of characters at the bottom of the
character. Any suggestions?

Roy Wilson
El Reno, Oklahoma

First swap the left and right joysticks

to see whether the problem follows
the joy-stick, or whether it stays with a
given joy-stick port on the CoCo. If the
problem is in the joystick, you have a bad
joystick cable or a bad connection inside
the joystick. Inside the joysticks are (wo
10,000-ohm potentiometers mechanically
linked to the axes of motion. Look for a
defective mechanical linkage, Use a stan-
dard ohmmeter to find breaks in the cable,
a defective potentiometer or a broken wire

Disk Commands
Backup, Inirialize,
Direciory, Verify, Compare,
Search, Edil, Erase, Speed
Test, Step Raie Test, Gran
Table Aralysis & Repair

Coco Tools ig a comprehensive set of disk utilities, providing the most
complete set of functions available for the standard R.S. DOS dick systemn.
Comparable in scope and functionality to that of the famous wiility
available for MS-DOS computers “PC-TOOLS"!

Coco Tools provides fast and easy operation of standard DOS commands
like Copy, Rename, Kill, Disk Initialize and Directory thru a consistent
and casy te use interface. It provides casy visual selection of fiies, so

File Commands
Arcive, Copy, Kill, Remame,
Erase, View, Edif, Print,
Compare, Salvage, Search,
Verify, Test Arcive, Un-
Arcive, Xmodem Send/Rec.

that should be connected to the potentiome-
fer.

If the problem is with the CoCo 3 joys-
tick port, get a schematic tor the CoCo 3
{available in the Service Manual for the
CoCo 3, which you can order through Radio
Shack stores). Carefully check continnity
from the joystick connector to IC7
(SC77526). This is a custom chip specific
to the CoCo 3. {Tandy “drew” aline arcund
much of the discrete components of the
joystick and cassette circuitry of the CoCo
1, and stuffed it ali into this one custom
chip. Tf the problem is in a chip, it most
fikely is in this chip. This chip is available
only froin Tandy National Parts, if indeed it
is still available at all.

Ag for the printer, 1 fear it is likely 1o be
unrepairable. Your problem sounds like a
defect in the “computer”™ that Hves tnside
the printer.

Bump Off the 680%

I accidensally tarnped my disk con-

troller when it was plugged into my

Slot Pak and my CoCo 3. Now when the

computer and that controller are used to-

gether,thedrive just spins. It does notwork.

The disk controller appears 1o work fine

when used with my spare CoCo 3. Any
suggestians?

Charles Rempel

Plum Coulee, Manitoba

Cahada

It sounds like you have damaged the

68BO9E chip in your CoCo 3. This
often happens when a card is jostled in a
Multi-Pak Interface or Slot Pak. The
6BBOYE chip must be removed. Destruc-
tive removal is best: Clip all pins and re-
move the chip, then use a soldering iron and
needle-nose pliers to remove each pin from
the circuit board. When finished, clean all

(CoCo TIT Tool Kt )| [N TAIE

“The most exciting new pro

the holes with a solder sucker, install a 40-
pin socket, and put a new 68B09E chipin it

Drive Won’t Format Disks
[ have a Tandy FD-301 disk drive
that reads and writes files but will not
properly format diskettes. What is the prob-
lem, and how can I fix it?
Ben Culwell
Marion, Ohio

This is a problem about which readers

frequently write. Disk drives do not
use the mdex pulse signal when reading and
writing sectors ({iles). This signal 15 ased
only for writing entire tracks (formatting).
Thus, your problem is with the index pulse,
either in the drive, the cable or the control-
ler card. On the FD-501 controller, the
index signal {Pm 8 of the 34-pin connector)
goes straight to the {loppy-disk conuuller
chip, although it is pulted High by aresistor.
Some Delphi members have reported to me
that on their conuotlers they found a short
that was connecting Pin 8 of the 34-pin
connector to ground, causing the problem
you describe. To locate the problem, you
need to use an ohmmeter (and perhaps an
oscilloscope) to check the index-pulsc cir-
cuil down the line. You may also want to
swap & known good contreller for the sus-
pect one, and the same for your drive and
cable (one at a lime) to try to determine
where the problem is.

Martin 1. Goodman, M D)., @ physician
trained in anesthesiology, is a Iongtime
electronics tinkerer and outspoken com-
mentator — sort of the Howard Cosell of
the CoCo world. On Delphi, Marty is the
SIGop of THE RAUNBOW's CoCo SIG. His
nor-comiputer passions include running,
mountaineering and outdoor photography.
Marty tives in San Pablo, California.

|SK MAGAZIA

uct for the CoCo Since....?"

muijtiple file operatdons can be carried out with very few keystrokes.
Coco Tools is also the most Comprehensive Digk Repair program
available, it Automatically diagnosis and repeirs file allocation errors,
locates corrupt directory information and cross linked filea. It provides
fast and easy recovery of deleted files without the drudgery normally
asseciated with killed file recovery. [t also does lightning fast disk [0 for
tast Backup and Copying at speeds you thought only higher priced
computers could perform.  Coco Toels has muli-file Arciving, Un-
Arciving and Test Arciving functions plus the ability to extract amy
selecled group or individual files from a compressed file with easy visual
file selection. And allows customizing of display colors, printer/Serial
baud rate, Drive step rates and Directory sorting preference. Coco Tools
requires a 128K CoCo III, 1 Disk drive and an 80 column display $49.95

(" To order by VISA, MASTERCARD or COD )

Call Toll Free 1-800-383-8529
{Monday thru Saturday, 8am to 5pm PST).
To order by mail, send check or meney order for the amount of
the program plus $4.00 for shipping and handling to :

Cer-Comp Lid,
5566 Ricochet Avenue
Las Vegas, NV 89110

702-452-0632

CFDM is a monthly disk based publication which is produced oh a “flippie” disk. Whan
you “Run” lhe “magazine” sida of CFDM, you'll he greeied with a beautiful cover
piciure by CaCo Frlend James Gibbons. Pressing any key Lakes you to the magezine’s
colorful Main Menu. There you'l find 14 sections which are filied with eniries. Sections
inciuded are: About CFDM; About this I9gue; Active CeCe; Advertisements; CoCo
Friends Art Gallery; Artictes of the Month; Family Tree; Forum; From the Editor; Letters
to the Editor; Potpourri; Programs of the Month; Reviews; and Question & Answers,

Next you will enter a Secticn and find a number of entries written by our CaCo Friends
from all over the world. Each issua of CFDM contains from 60 to 80 entries. Some
sections contain documentaticn about the many programs and graphics feund on the
“flip-side” of CFDM.

The “flip-side” or “pragram” side of CFDM is filled
with contributlens of wenderul programs and
graphics from our many CoCo Friends! Each issue
has from 2 to 4 hi-res pics and from 8 to 15 never-
before-seen pragrams.

The cost of CFDM is $6 per issue or $30 for a 6 issue
subseription. Jain us now for a lot of fun! If you're like me, thera's never too many
Friends around to snjey a great time on the CoCo.

SEND CASH, CHECK OR MONEY ORDER TO:

{6D6) 787-5783
CODs Add $2.50

P.O. BOX 276

ENTERPRISE

RICK’ S COMPUTER

LIBERTY, KY. 42339







DELPHI = The $1 per hour online solution

DELPHTI’s 20/20 Advantage Plan sets the standard for online value:
20 hours for only $20, for all the services you want!

* Thousands of files to download.

¢ Chat lines with hundreds of participants.
¢ Worldwide e-mail.

* Hobby and computer support groups.

* Multi-player games.

* Local access numbers

in over 600 cities and towns. %
Trial Offer: 5 hours for $5

Try DELPHI at $1 per hour. Join today and get 5 hours of evening and weekend
access for only $5. If you're not satisfied, simply cancel your account before the
end of the calendar month with no further obligation. Keep your account active
and you’'ll automatically be enrolled in the 20/20 plan for the next month.

1. Via modem, dial 1-800-365-4636.
2. When connected, press RETURN once or twice.
3. At Password, enter RB55

Questions? Call 1-800-695-4005.

Rates apply for cvening and weekend access {rom within the mainland US. There is a one-time enrollment fee of $19
when you join the 20/20 Advantage Plan. Furiher details are provided during the online registraticn.

DELPHI is a service of
General Videotex Corporation
1030 Massachusetts Avenue
Cambridge, MA 02138-5302

800-695-4005 « 617-491-3393

























