

















































































































32 pages (8K), which 0S-9 allocates by
default, is more than sufficient. However,
large programs such as Rogue, DynaCalc
or BASICO9 require considerably more. A
value of 0 allocates the default amount of
memory.

Line 5: tells Multi-Vue the type of window
in which to display the program. This number
is the same as that given in the - s= specifi-
cation of the 0S-9 wcreate command.

Line 6: specifies the minimum width of the
window for your program in character units.
There are two types of window, text and
graphics. Text windows always take up a
full screen, whereas you can use lines 6 and
7 of the AIF to tell Multi-Vue to start
graphics windows at a smaller size and
later make them larger if you want.

Line 7: gives the minimum length of the
window for your application in screen lines,
with the same notes as for Line 6.

Line 8: selects the palette slot for the win-
dow to use for the background color.

Line 9: selects the palette slot to use for the
foreground color. The default colors are:

Slot Color
0 White
1 Blue

2 Black
3 Green

and they can be changed by using the
display command.

When you see the E: prompt in edit,
press the space bar to insert a line, followed
by the information you need on each line.
Then press ENTER. For example:

E: dynacalc ENTER
E: ENTER
E: /dl/cmds/icons/icon.calc ENTER

100 ENTER
7 ENTER
39 ENTER
11 ENTER
2 ENTER

0 ENTER

mmmommm

When you have entered all nine lines,
press Q and ENTER to leave edit and save
the file.

Having edited an AIF, you now create
an icon file to display so Multi-Vue will let
you have access to your program.

Icons

The following information is included
for those who are interested in some of the
technical aspects of graphics display. This
information is necessary to know in order
to write a program like the edic procedure
presented here. It is not necessary to know
these things in order to use the program.

If you read Page 9-22 of the Multi-Vue
documentation, you see that an icon file
contains a 24-by-24 pixel four-color bit
map. What that means is that the file con-
tains data to create a picture that is 24 dots
high by 24 dots wide in a four-color display
mode. To accomplish this, the computer
handles the information contained in a byte
in adifferent fashion than normal. A byte in
the computer’s memory contains eight units
of information called bits. Usually the byte
is treated as a unit. That is, it is considered
by the operating system as a single group of
eight bits.

Each bit is either on or off, correspond-
ingtoa 1 or 0, respectively. A single bit by
itself can only represent two possibilities.
Therefore, by grouping them together in
eights (to form bytes) you can get two
raised to the eighth power, or 256 different
states. Now, what the computer does — in
the case of graphics data — is break the
bytesin the data into smaller groups of bits.

In a two-color mode the byte is broken
into eight groups of one biteach. For a four-

color mode the byte is broken into four
groups of two bits each, and in a 16-color
mode the byte contains two groups of four
bits each. Each group of bits in the byte
controls a single dot (pixel) on the screen.
Therefore in a four-color mode with which
we are concerned, note there are two bits in
each group. This means thateach group can
represent two raised to the second power,
or four different states. (ie. a choice of four
colors may be assigned to any given dot
position.)

The computer checks the groupin abyte
that corresponds to a certain dot on the
screen to see which state (0-3) is repre-
sented there. Then it goes to the palette
register in memory with the same number,
obtains the color data stored there and sets
the dot to that color.

Todraw anicon properly, itis necessary
to know how many bytes we need to calcu-
late and how to assign the number to each
byte in order to create the proper pattern of
colors.

First, our picture is 24 dots wide. In the
four-color mode we are using, each byte
controls four dots; therefore, we need 24/4,
or six bytes to depict each row. Since there
are 24 rows, it requires a total of 6-by-
24=144 bytes to create the entire icon. To
assign the correct number to the bytes in-
volved, first make a plot or sketch of your
icon on graph paper, noting which dots are
to be which color. Suppose you had, for
example, a pattern of four dots controlled
by the same byte with colors as follows: 1-
0-3-2. The possible bit setting in our two-
bit groups are as follows:

Binary Value Decimal Value

00 0
01 1
10 2
11 3

Now let’s put our four groups together
into a byte of data. The first group is 1,

THE
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THE BOOK - 289 pages of teaching
assembly language for the CoCo 1 & 2.
It’s used as a school text and is an
intro to Computer Science. It describes
the 6809E instructions, subroutines,
interrupts, stacks, programming
philosophy, and many examples. Also
covered are PIAs, VDG, SAM, kyhbd,
jystk, sound, serial port, and using
cassette and disk. $18.00 + $1.50 s/h.

"Assembly Language Programming for the CoCo" (The Book) and the CoCo 3 (The Addendum).
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COCO 3 SPECIAL
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See what the CoCo
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the BOOK and

THE ADDENDUM - Picks up
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ALL the CoCo 3 enhancements & how
to use them with assembly language.
The most complete GIME spec.
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Virtual Memory, New Interrupts,

and more information not available ADDENDUM Portsmouth, RI 02871
elsewhere. Find out what the CoCo 3  for only $27.00 +
can really do. $12.00 + $1.00 s/h. $2.00 s/h. See Us On DELPHI
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add 6% sales tax
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which corresponds to a group of 01. The
next groupis 0, a 00. Combining, we obtain
0100. The next groupis 3, or 11. Combined
with the previous two groups, this gives
010011. The final group is 2 or 10, which
when combined yields 01001110. For
computational purposes, the values of the
bits in a byte from left to right are: 128, 64,
32,16,8,4,2 and 1, respectively. To obtain
the value to put into the byte to create the
pattern of colors we mentioned previously,
add the values for the bits that are turned on.
The bits in the byte we just constructed,
which are turned on (1), correspond to the
values 64, 8, 4 and 2. Adding these gives
64+8+4+2=78. Therefore, we need to make
the value of the byte 78 to control the four
dots we want. Repeat this procedure for the
other 143 dot sections of your icon.

This is actually very simple once you
have done it a few times, but it is also very
time-consuming. To that effect, and in
accord with the promise to make the pack-
age more user-friendly, we have included
the listing of edic.

The Icon Editor

The edic program is intended to speed
the editing of graphics icon files for Multi-
Vue. To use the program, type the listing
into the editor in BASIC09 by entering edit
edic at the B: prompt. When the E: prompt
appears, type in each line of the program,
making sure to press the space bar for the
first character on each line and pressing
ENTER after each line. When you have
finished entering the listing, the next step is
tosave and pack the program. Type q to exit
the BASICO9 editor to the B: prompt. Type:

save edic ENTER
pack edic ENTER

Put the 0S-9 system master disk back into
/d0 and type:

chx /d0/cmds ENTER
load merge ENTER

Put your Boot/Config/BASIc09 disk back in
/d0 and type:

merge /d0/cmds/edic /d0/cmds/runb /
d0/cmds/inkey /d0/cmds/gfx2 >/d0/cmds/
edic.file ENTER

(Note: This is one entire command and
when typed will wrap around to the follow-
ing line. Do not enter it as separate lines of
text.)

If you are using an RGB monitor, type
montype r and press ENTER to get a
representation of the colors as they will
appear under Multi-Vue. To run the pro-
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gram, boot OS-9. At the OS9: prompt type:

iniz wl ENTER

merge sys/stdfonts >/wl ENTER
wcreate /wl -s=6 00 00 40 24 02 00 00
ENTER
shell i=/wl& ENTER

Now press the CLEAR key to see the new
window. Putthe edic.filediskin /d0 and

type:

chx /d0/cmds;
edic ENTER

load edic.file ENTER

You are prompted for the background
color for your icon. Your choice of re-
sponsesis 0, 1,2 or 3, which corresponds to
the palette slots available in a four-color
mode, into which the icons are intended to
be mapped. Zero is white, 1 is blue, 2 is
black and 3 is green. Type in the number
corresponding to the color that will be the
main color of your icon. This fills in the
rectangle with that color. You can then
begin editing individual pixels. A blinking
dot appears in the upper-left corner of the
icon image area. This can be positioned by
using the I, comma, J and L keys to move
up, down, left and right, respectively. To
change the color of a pixel, position the
cursor (blinking dot) in that location and

e

512K 059 level2
The listing: edic
PROCEDURE edic
2000 DIM i,ic,q,r,s,path,x,y:INTEGER
2023 DIM icar(6,24),p(24,24),c:BYTE
2044 DIM ch:STRING[1]
2050 DIM fname:STRING[6@]
@05C INPUT "Background color?”,c
2075 FOR g=1 TO 24
@085 FOR r=1 TO 24
@095 plqg,r)=c
POAL NEXT r
DOAF NEXT q
BPBA RUN gfx2("curoff")
@@cs RUN gfx2("clear™)
2@D5 RUN gfx2("defcol")
POE3 RUN gifx2("color”,1)
P0F3 RUN gfx2("box",159,0,401,191)
@108 RUN' gfx2("color™,c)
@11D FOR x=160 TO 390 STEP 190
9133 FOR y=@ TO 184 STEP 8
0148 RUN gfx2("bar",x,y,x+7,y+7)
7168 NEXT y
@176 NEXT x
7181 x=160 \y=0
@18F 1 ch=""
@199 WHILE ch="" DO
@1A5 RUN inkey(ch)
@1AF RUN gfx2("curhome")
@1BE RUN gfx2("color",2)
@1CE RUN gfx2("bar",x,y,x+7,y+7)
@1F1 RUN gfx2("color",®)
3201 RUN gfx2("bar",x,y,x+7,y+7)

press D, followed by the number of the
palette slot containing the color you want to
appear there. These numbers are the same
ones used to select a background color.

When the image appears as you would
like, press F to let edic know you are
finished. After a few seconds you are
prompted for the pathlist where the icon
information will be filed. Type in the path-
list and press ENTER. After the file has been
written, the OS9: prompt returns. You now
need to use the attr command to turn on
the execute and public execute attributes of
the icon file so Multi-Vue will recognize it
as a valid icon.

For example, suppose you stored your
icon as /d0/cmds/icons/icon.rogue. Load
the attr command by typing 1oad attr at
the 0S9: prompt. Place the disk with the
icon file in /d0 and type:

attr/d0/cmds/icons/icon.rogue e
pe

and press the ENTER key. When the 0S9:
prompt returns, the icon file is ready to use.
Now, if you haven’t done so already, all
youneed todois editan AIF to call the icon
soit will appear on the screen. You can then
use the icon to call the program associated
with it.

o




224
0248
0268
026F
284
p28F
298
02A6
B2A8
B2AC
p2c1
p2cc
209
B2E4
2E6
B2EA
p2FF
p30A
316
p321
9323
327
p33C
0347
0353
B35E
0360
0362
0364
0366
0368
937D
0381
0383
9398
p39C
B3A0
B3A4
B3A6
380
B3BC
3C6
305
p3D9
B3EE
B3F2
B3F4
B3FE
410
p428B
p44E
p455
0459
p46C
p4a7C
p4ASA
B49A
g4A1
B4AD
p4B1
p4B3
pacy
§4D2
B4DD
50D
p518
p523
p52E
2535
p545
p552
0570
p57¢C
?58C

959C *

P58B3
p5C4
P5CF

RUN gfx2("color",p((x-150)/18,(y+8)/8))
RUN“gEx2 (" bart, X, ¥, X+7, y+7)

ENDWHILE
IF ch="j" OR ch="J" THEN
x=x-10
IF x<16@ THEN
X=x+240
ENDIF
ELSE
IF ch="1" OR ch="L" THEN
x=x+10
IF x>390 THEN
x=x-240
ENDIF
ELSE
IF ch="," OR ch="<" THEN
y=y+8
IF y>184 THEN
y=y-192
ENDIF
ELSE
IF ch="1i" OR ch="I" THEN
y=y-8
IF y<@ THEN
y=y+192
ENDIF
ENDIF
ENDIF
ENDIF
ENDIF
IF ch="f" OR ch="F" THEN
GOTO 3
ENDIF
IF ch="d" OR ch="D" THEN
GOTO 2
FLSE
GOTO 1
ENDIF
ch=""

WHILE ch="" DO
RUN inkey(ch)
RUN gfx2("curhome™)
ENDWHILE
LEsch<a JOR .eh>* 3 THEN
GOTO 2
ENDIF
c=VAL(ch)
RUN gfx2("color"”,c)
p((x-150)/10,(y+8)/8)=c
RUN gfx2("bar",x,y,x+7,y+7)
c=0
GOTO 1
FOR gq=1 TO 24
FOR r=1 TO 6
icar(r,q)=0
FOR s=1 TO 4
i=1
IF s=4 THEN
GOTO 4
ENDIF
FOR ic=1 TO 4-s
i=i%4
NEXT dc
icar(r,q)=icar(r,q)+p((r-1)*4+s,q)*i
NEXT s
NEXT r
NEXT q
path=1
RUN gfx2("color",2)
RUN gfx2("curon™)
INPUT "Pathlist for icon file",fname
CREATE #path,fname:WRITE+DIR
FOR g=1 TO 24
FOR r=1 TO 6
SEEK #path, (q-1)*6+r-1
PUT #path,icar(r,q)

NEXT r
NEXT q A

LOOK NO FURTHER
THE BEST VALUES ARE RIGHT HERE!

THE SUPER DISK

14 separate disk utilities on 1 disk and a 30 plus page manual! Learn the
secrets of copy protection. Utilities to help you create your own unique
protection schemes and examine other. Read & write entire tracks, including
the unseen secret information between sectors. There’s never been anything
like itt SALE PRICED NOW AT JUST $39

WARGAME DESIGNER II

It’s the conflict simulation creation system that destroyed the competition
“It's sure to become a standard...” JC, CO You get 4 ready to play scenarios.
Easily create your own units, maps, complete scenarios. JUST $24

Get the WGD |1 ICON DISK too with over 500 ready to use icons. ONLY $15

WEEKLY WINNER 3

Due to many changes in lottos, we had to update Weekly Winner. It now
will allow you to play 3,4,5,6 and 7 digit lottos. It also is easier to edit your
database and gives more info when you do a printout. We hit 4 out of 6 in
the Ohio Super Lotto the first time we tried the new version! Don’t play the
Lotto without it! STILL ONLY $15 or upgrade for just $9.

GRIDIRON STRATEGY

This is PRIME football time. Get a friend over and enjoy some pig skin fun
of your own. GS is still the best strategy football game for the COCO 3 and
is SALE PRICED at JUST $18

CC3 FLAGS
The BEST “Risk’’ play alike available for the COCO 3. ONE SALE NOW
for $18.

AIR WARS PLUS

vew) Challenge a friend to a dog fight in mid air or in space with AIR
&@mid  WARS PLUS. 3 exciting, easy to play arcade style games for 2
A==Z  players. A BARGAIN AT $15.

ErLQQS

—

Explore the multi level world of ELDUS in this 100 + screen, all
s=== joystick graphical adventure. STEAL THIS GAME FOR ONLY $16.

RORKES DRIFT
(vew) A FAST action simulation of one of Britain’s most famous battles.
m No need for a game save feature, the ZULUs come at you from all
#==% gides. Can you survive until reinforcements arrive? ONLY $15

2 FOR 1 SALE

Historic buffs will appreciate this one. Buy PENINSULAR WAR and get THE
RUSSIAN CAMPAIGN FREE! Both are strategic level military campaigns
of the Napoleonic era. One on the plains of Spain, one in the Russian steppes.
You could lose playing but you can’t lose buying! BOTH for ONLY $15.

MORE 2 FOR 1
Buy MASTER DIR, the fastest disk cataloging program around and get
CC3CRAM, a picture compression utility, FREE. A $30 value for JUST $18.

EVEN MORE 2 FOR 1

Buy the ever popular COCO 3 WHEEL and get BLACK GRID FREE! WHEEL
is the word game that cou!d make you a fortune, recently updated too. BLACK
GRID is a mind wrenching graphic puzzle guaranteed to have you pulling
your hair out! Great multi player fun for the holidays! A $38 value for ONLY $19

VOCAB

SCRABBLE fans, get ready! This play alike is for 1 to 6 players and is great
party fun. Beautifully executed by R. Cooper. You can even take on the
computer opponent, Mr. Vocab! IT's NEW, IT’s FUN, IT's ON SALE FOR $19

Our CATALOG ON DISK is still JUST $3. See before you buy. If you order
from the CATALOG ON DISK, deduct $3 from your order & recover the cost!

NOT TO WORRY! All orders are shipped within 24 hours of receipt by FIRST
CLASS mail FREE anywhere on this planet! You'll have it in time for the
holidays. But, don’t delay. ORDER NOW!

We accept mail & phone orders with payment by check, money order, VISA
and MASTER CARD. COD’s add $3.

SPORTSware

1251 South Reynolds Road, Suite 414, Toledo, Ohio 43615

(419) 389-1515
All SPORTSware products are available ONLY from SPORTSware
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CoCo Consultations

Need a Little Suppori?

by Marty Goodman
Contributing Editor

have a DMP-120 printer and it does

not seem to be supported by any

graphics screen dumps in the soft-

ware I have, including screen dumps

that are supposed to work with a

variety of other Tandy printers. Can you
help?

David B. Smith

Grand Portage, Minnesota

The DMP-120 is incompatible with
Tandy’s own standard for graphics print-
ers. The only sensible thing to do is buy a
new printer. I recommend the Panasonic
line. In the $180-to-$350 price range are
three excellent models: the 1180, the 1190
and the 1124. They all offer outstanding
value and their Epson compatibility makes
them useable with most commercial soft-
ware packages for the CoCo and MS-DOS
machines. Also worth considering may be
a new Epson printer in the under-$200
price range. Many CoCo owners report
good experiences with the Star Micronix
NX-1000 printer as well.

Shocking Experiences

Some time ago you recommended that
those who handle ICs in a high-static envi-
ronment ground themselves to a water pipe.
You neglected to mention that such ground-
ing should be done via afairly high (10,000
to 100,000 ohms) resistance to avoid po-
tential shock hazard.

Martin H. Goodman, M.D., a physician
trained in anesthesiology, is a longtime
electronics tinkerer and outspoken com-
mentator — sort of the Howard Cosell of
the CoCo world. On Delphi, Marty is the
SIGop of raineow’s CoCo SIG and data-
base manager of OS-9 Online. His non-
computerpassions include running, moun-
taineering and outdoor photography. Marty
lives in San Pablo, California.

Can the ancient Disk/Video Interface
Tandy sold for the Model 100 be used with
other computers?

D.G. Smith
Johnstown, Pennsylvania

Thanks for the correction. It should be
mentioned that most commereial static kits
use a one-megohm resistor.

It’s not worth trying to change the Disk/
Video Interface for use with other ma-
chines. Although it has an FD-501-type
disk drive in it that can be used to add a
second drive to an existing CoCo drive
system. If you are adept at desoldering ICs,
itmight be worth desoldering the WD1793
chip on the motherboard of the unit. It
would make a valuable spare for the sec-
ond-release Tandy disk controller (Cat. No.
26-3029). The case and power supply might
be suitable for another drive system.

What Drives With the CoCo?
What 3Y2-inch drives can be used with the
CoCo? Can the 1.44-Meg, 3%>-inch drives
be used with a CoCo?
Arturo Noguera
Tlapan, Mexico

The 1.44-Meg, 3'-inch drives can be
used with the CoCo but only if jumpered to
force operation in the 720K -only mode. All
ordinary CoCo floppy disk controllers can
support only the 250K-bps (bits per sec-
ond) data transfer rate of 360K and 720K
5%-inch drives and 720K, 34-inch drives —
not the 500K-bps data transferrate required
by 1.2-Meg, 5%-inch drives and 1.44-Meg,
3Vs-inch drives.

Note that when jumpered properly, a
1.44-Meg, 3's-inch drive will work per-
fectly as a 720K drive, but a 1.2-Meg, 5Y%-
inch drive cannot be properly used as either
a 360K or 720K drive. Note, too, that in
order to fully use 360K or 720K drives, you
need a modified disk ROM (ADOS, ADOS

3 or RGBDOS) under Disk BASIC, or you’ll
need OS-9.
Atari Hook-up
How can I hook up a 300-baud Atari
modem (of the sort used with an Atari ST)
toa CoCo 3?
Robert T. Wise
San Francisco

Don’t bother trying! The serial port for
the Atari is different from that of the CoCo
and other standard RS-232 ports. It is not
worth the time and effort to try to adapt a
300-baud modem when 1200-baud mo-
dems are available for $20 to $45 used or
for $50 to $65 new.

Faulty Buffer?

I have a Blue Streak serial-to-parallel
converter that works fine when hooked di-
rectly between my printer and CoCo’s se-
rial port, but when I put a parallel-to-
parallel buffer between the converter and
the printer port, the printer will not print.
What's going on here?

Doug Fischer
Hempstead, Maryland

Sounds like your Blue Streak converter
was set up to be powered from Pin 18 of the
printer’s 36-pin connector. Many (but not
all) printers provide a small amount of
current at 5 volts for this purpose. The
buffer does not provide 5 volts on Pin 18,
and so your converter is not getting power.

You have two ways to fix matters: Ar-
range to supply power externally to the
Blue Streak converter (your instructions
should tell you how to do this), or modify
the parallel-to-parallel buffer so that it puts
+5 volts on Pin 18 of the side that connects
to the Blue Streak. If doing the latter (the
more difficult but more elegant fix), find
out if Pin 18 of the buffer is grounded first.
Ifitis, you must disconnect it from ground
before putting +5 volts on it. You can find
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