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Loading Screen 
Trust me, I really will run out of autobiographical 
topics to write about soon. I’ve already featured my 
game collection (issue #3), a retrospective on the 
VGG podcast (issue #4), all about my interactive 
fiction and text adventures (issue #7), and my 
Lunatix Online and BBS games (issue #10). 

This week, I’m going back to the beginning to write 
about my early game development efforts on the 
TRS-80 (Tandy Radio Shack) CoCo 2 and 3 (short for 
Color Computer). After that, I’m doing something I 
never thought I would. I’m going to play at least a 
little of every one of those early games, writing my 
impressions (sometimes in real time) as I go along. 

This is mostly for preservation and posterity. I want 
to write about this collection of my old games while 
I can still remember enough about the time I spent 
making them. Who knows? Maybe it’ll be a fun read. 
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Recent Events 
Even though I’m not including mini-reviews 
this week (this issue is packed and arguably 
far too long as it is), I want to keep up at least 
the pretense of it being a sort-of normal issue. 
To that end, here are a few news items in the 
world of video games. 

Sony is suing Tencent over the Horizon IP. 

Several months ago, I came across social 
media posts about Light of Motiram with 
people questioning how the developers were 
getting away with something with cover art 
that looked very much like the Horizon games 
(Zero Dawn and Forbidden West). The answer, 
it turns out, is that maybe they aren’t. 

When it was discussed on Kinda Funny 
Games Daily, they also noted from another 
source that Tencent had approached Sony 
with the idea for a Horizon spin-off or mobile 
game or something, which was rejected. It 
sounds like plans proceeded anyway, with 
only minor tweaks to change the name. 

These aren’t “fun” stories, but I’m interested 
in seeing how this turns out. 
Source: 
https://www.reuters.com/legal/litigation/sony-sues-
tencent-allegedly-ripping-off-horizon-video-games-
2025-07-28/ 

GameFile has a longer write-up about this, 
with side-by-side comparisons between 
Horizon and Light of Motiram. The article 
includes several other comparisons as well. 
Source: 
https://www.gamefile.news/p/sony-sues-tencent-
horizon-light-of-motiram 

 

EA won’t charge $80 for games, for now. 

This is non-news, really, but maybe another 
sign that publishers aren’t as confident in 
hiking the launch price of new games another 
$10 (less than five years after the jump from 
$60 to $70) as they seemed to be (by some 
reports) only a few weeks ago. 

Microsoft also recently reversed course on 
the decision to release their upcoming game 
The Outer Worlds 2 at the same inflated price. 
Source: 
https://kotaku.com/battlefield-6-price-70-80-ea-
preorder-black-ops-7-1851787292 

============================ 
A new Nintendo Direct partner showcase. 

The presentation ran for a little under thirty 
minutes and covered quite a few games 
coming to the Switch and Switch 2 later this 
year and in 2026. I’m not a fan of rating these 
showcases, and I cringe a little when other 
people do it, because the main metric used is 
always just “how many of these games excite 
me?” and not every game is for every person. 

For me, nothing in the showcase moved me to 
start looking around for stores or sites that might 
have a Switch 2 in stock. I’m likely to get one 
eventually (I have some FOMO over Donkey Kong 
Bananza, and it would be better to play Metroid 
Prime 4 on updated hardware), but for me, the 
showcase was game after game I’m either not 
interested in at all (Monster Hunter, Hyrule 
Warriors, Just Dance 2026, FC 2026, Apex 
Legends, Katamari, PVZ, Madden NFL 26) or can 
get on other platforms (Octopath Traveler 0, 
Borderlands 4, The Adventures of Elliot, Hela) or 
have already played in some form already 
(Yakuza, Persona 3, Star Wars: Outlaws). 

 From Hela in the July Nintendo Direct Partner Showcase. 

https://www.reuters.com/legal/litigation/sony-sues-tencent-allegedly-ripping-off-horizon-video-games-2025-07-28/
https://www.reuters.com/legal/litigation/sony-sues-tencent-allegedly-ripping-off-horizon-video-games-2025-07-28/
https://www.reuters.com/legal/litigation/sony-sues-tencent-allegedly-ripping-off-horizon-video-games-2025-07-28/
https://www.gamefile.news/p/sony-sues-tencent-horizon-light-of-motiram
https://www.gamefile.news/p/sony-sues-tencent-horizon-light-of-motiram
https://kotaku.com/battlefield-6-price-70-80-ea-preorder-black-ops-7-1851787292
https://kotaku.com/battlefield-6-price-70-80-ea-preorder-black-ops-7-1851787292
https://www.youtube.com/watch?v=kX3BkD5PVUM
https://www.youtube.com/watch?v=kX3BkD5PVUM
https://www.gamefile.news/p/sony-sues-tencent-horizon-light-of-motiram
https://www.youtube.com/watch?v=kX3BkD5PVUM
https://www.youtube.com/watch?v=gZoLrfLcIVg
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CoCo Code and BASIC Beginnings 
It must have been 1987 when I first started 
programming games. In VGGN issue #7, I 
mentioned a little about this in my write-up 
about interactive fiction. It’s possible I’d 
already dabbled a little on Apple computers in 
school. I know I did at some point, but it may 
have been later. After nearly 40 years, I just 
don’t remember. 

The TRS-80 CoCo 2 was one of the most 
affordable home computers on the market, 
and that’s what I went for over other popular 
options like Commodore 64 and the TI-99/4A 
(which, incidentally, was the first computer I 
ever used and learned a bit of BASIC for). 

 
Somebody introduced me to a magazine 
called The Rainbow, so named because it was 
all about the Color Computer. 

From there, I found out about T&D Subscription 
Software, which was a monthly service that 
would send you ten games and utilities on tape or 
disk each month. It’s a business model that’s 
unlikely to work today, given that everything is 
online and abundant. Back then, though, the 
closest thing to the internet was dialing into a 
BBS, but even that wasn’t something just 
everybody knew how to do or had the modem and 
software to do. That made a service like this 
appealing to CoCo enthusiasts and gamers. 

T&D didn’t create all the software they sold. It 
mostly came from amateur developers who 
would send in their own programs to sell. 

Tom Dykema (owner of T&D) would review 
those submissions and make an offer to buy 
them outright. This wasn’t a commission, and 
no royalties were involved. Selling a program 
meant T&D bought the copyright and could 
distribute it when and if they wanted. 

As a (very) poor high school student who had 
traditionally made money just in the summers 
by mowing a few neighbors’ lawns, this was a 
dream scenario. I was going to write these 
games regardless, so selling them just made it 
all the better. Plus, it meant my stuff would get 
out there to an audience who might actually 
play and enjoy it; a definite win/win. 

This was what I did in high school. I was an 
introverted nerd from a small gossipy town 
with no “real” job or car or disposable cash, 
so it wasn’t like I was out there going on dates, 
playing sports, or pursuing any social 
interests. I wrote games. From time to time, I’d 
hang out at a friend’s house, maybe sleep over 
and watch movies, but I was usually busy at 
my computer, just programming away. 

It was like that until college in the fall of 1990, 
at which point I became too busy, was often 
hanging out with friends, and came out of my 
shell. It was great to be in a new place where 
nobody knew me as the nerdy shy kid, and 
even though I never stopped programming 
and making games, it wasn’t something that 
dominated all my time anymore. 

The first set of games I submitted to T&D were 
accepted, except for the misspelled “Antartic 
Adventure” which was my first text adventure. 
Rather than money, they offered me every 
back issue (on tape, since I didn’t have a disk 
drive at the time), and I happily accepted. At 
some point I must have also gotten paid with a 
permanent free subscription too, but I forget. 

Not a CoCo 2 but this is about the best I could get from AI. 

https://vggpodcast.com/news/vggn-007.pdf
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/
https://colorcomputerarchive.com/repo/Documents/Magazines/T&D%20Software/T&D%20Software%20Back%20Issues%20Catalog%20(1-94).pdf
https://colorcomputerarchive.com/repo/Documents/Magazines/T&D%20Software/T&D%20Software%20Back%20Issues%20Catalog%20(1-94).pdf
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The Business of Games 
For those of you who grew up in the age of the 
internet, some of this may sound downright 
ridiculous, if not entirely made up. Yes, it was 
possible to put software on cassette tapes. 

 
A decent cassette player and the cord to 
connect it was a lot cheaper than a disk drive, 
although tapes were far less convenient. Not 
only did it take longer to save and load these 
programs from a tape, it was also very easy to 
accidentally overwrite your work unless you 
broke off the little protection nub at the top. 

Of course, commercial software already 
came that way. I had a few unfortunate 
mishaps while working on games, though, 
until eventually I did get a disk drive. If you 
were to play a software cassette in a tape 
deck, it would sound like electronic 
scratching and screeching, just like the data 
transmitted over fax or modem sounds. 

For those three years or so before I went away 
to college, I partnered with friends to form a 
little indie game company. My friend Frayne 
Black was a co-founder, and we called it 
“Biware Enterprises” because there were two 
of us. He had a CoCo 3, but he wasn’t really a 
programmer. My brothers Jimmy and Charley 
helped with ideas. Another kid a couple years 
younger, LeRoy Cooksey, got involved briefly 
somehow. Then there was Kandi Stinson, who 
was also a bit younger. She mostly handled 
marketing as we began trying to publish and 
distribute games on our own. For a kid even 
younger than I was, she was legitimately good 
at that kind of stuff; a real knack for business. 

 

Cassette image found on eBay here. 

An area newspaper article from the spring of 1990. That was quite the hairstyle I had. 

https://i.ebayimg.com/images/g/qu8AAOSw7bBoOiHy/s-l1600.webp
https://i.ebayimg.com/images/g/qu8AAOSw7bBoOiHy/s-l1600.webp
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The Business - Continued 
Once they were out of free software to offer, I 
started getting actual money from T&D for the 
games I sold them, though never a large 
amount for any one game. By then, our little 
software company was in full swing, so I was 
splitting the income with my partners. Most of 
the work – the programming and design – was 
done by yours truly. Even the four or five 
games credited to or co-credited to Frayne, 
Kandi, Leroy, my brothers, or the occasional 
other friend was probably 95% my work. I 
don’t say that to diminish their involvement or 
boost my own. It’s just the way things went. 

I do remember Kandi doing a lot of the map, 
story, and puzzle design for Destination 
Unknown, a text adventure. She even came 
up with the name, although I realized later it 
was also the title of an early 80’s song by a 
band called Missing Persons, so that might 
have had something to do with it. 

I was cranking out a new game every one to three 
weeks, although as I’ve looked back over the 
years, it’s no surprise. As interesting as they 
seemed at the time, most of them are unplayable 
by today’s standards, if not by the standards even 
back then. There are a few good ideas here and 
there, but I was very amateur. 

 

Three of my games were published by 
SPORTSware before I later sold them to T&D. 
I’ll write more about that later in this issue. 

I don’t know what happened to my copy of the 
physical manual for Eldus, but I still have the 
two for Gnome Quest and Gnome Quest II. I 
think the information is basically the same as 
what’s available in the MANUAL.BAS files for 
each one, although I have them in archival 
plastic bags currently and prefer not to 
remove them now. These might be the only 
copies remaining in existence, although I did 
find a scan of an alternate version of the GQII 
manual here at the Color Computer Archive. 

 
My friends and I had big hopes and dreams for 
Biware Enterprises, so much so that we even 
started stacking sub-brands under it for 
specific types of games. Arcade-style games 
would be marketed as Chrystalis Software, 
which I only remember because it’s on the 
title screens for On Target and Journey Up. 

We had a name for our text adventure brand and 
our simulation game brand, but I don’t remember 
what they were. I want to say one of them was 
called “Prodek Software”. If the word Prodek had 
any meaning to us, I don’t recall what it was. 

Even though it didn’t last long after high school, it 
was a lot of fun while it did. How many people get 
to say they ran a prolific game development 
business as teenagers? Not many, I would guess. An acceptance letter from T&D dated March 22, 1991. 

https://colorcomputerarchive.com/repo/Documents/Manuals/Games/Gnome%20Quest%20II%20%28SPORTSware%29.pdf
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CoCo Questing 
I set up a website at cocoquest.com in March 
of 2000, shortly after I started searching for 
copies of all my CoCo games. When I went to 
college, I’d entrusted all my T&D tapes and 
disks to my youngest brother Charley, and I 
even left a lot of my computer hardware with 
him. A few years later, when I realized I should 
probably get it all back, it was long gone. I 
don’t know what he did with it. He may have 
sold it all to somebody, pawned it, or who 
knows what. It was simply gone. 

It’s hard (for me) to believe that I set up that 
website less than 10 years after winding down 
my time as a CoCo game developer (which 
did in fact fizzle out when I went to college, as 
I feared it would). At the time, it already 
seemed nostalgic and a part of my distant 
past. Now, it’s twenty-five years after that.  

Sites like the TRS-80 Color Computer Archive 
at https://colorcomputerarchive.com/ have 
collections of magazines, game discs, all the 
T&D disks, T&D cover sheets, various manuals 
and guides, ROMs… pretty much everything 
CoCo-related a person might want or need. 
A small number of my games are forever lost to time, 
though. That includes Gnome Quest III, which is the 
game that’s pictured on a monitor in the newspaper 
article shown on the prior page. Most, fortunately, 
were published by T&D, and so people had copies. 

I was even sent copies of Monster Mash and The 
Entity, which were two of my only self-published, 
self-distributed ones. Those are included in my 
collection on disks 9 and 10, respectively. Disk 10 
is just called “msnyder0.dsk” in the zip file. 

I never found Space Ace (no, not that Space Ace), 
my next big game after Monster Mash and 
another that was originally self-published. I’m 
sure I ended up selling it to T&D later, though, 
because I remember their acceptance letter 
called it “Space Race”. Sadly, it and a few others 
may have been sold to T&D but never published. 

Much later in this issue, I’ve included a review 
for Space Ace from The Rainbow (magazine). 
It might be the only thing that remains of it. 

I also remember my game Time Attack would 
only work from cassette, and T&D published it 
as a bonus on the back side of one issue. I’ve 
looked through all the cover sheets, though, 
and there’s no mention of that. The game is 
just lost, and I’m starting to think I must have 
just imagined it. 

Even though I haven’t written games for the CoCo 
in decades (and wouldn’t remember how), I do 
pop in from time to time with an update to 
cocoquest.com (if there’s anything new to say). I 
recently posted about some clean-up to the site 
itself, and I plan to link and mention this issue of 
the newsletter there. 

I also added a full map I put together for Monster 
Mash. CTRL+CLICK this zoomed-out image to 
view or download the full version: 

 
It’s very detailed and can be zoomed in, too. 

This came about after I was invited to the 
CoCo Nation Podcast for a live interview that 
went for about 2 hours at the start of the 
show. That was episode 342, which was back 
on December 9th of 2023, so around a year 
and a half ago. It was fun to sit and talk about 
these games and my time making them, 
although I have two regrets. 

One, I wish I had relocated to a more interesting 
spot to be on camera. Two, I was having some 
kind of severe pain in one arm (it lasted for days), 
so I’m very fidgety through the whole interview. I 
probably looked like a madman with my arms. 

https://www.cocoquest.com/
https://colorcomputerarchive.com/
https://colorcomputerarchive.com/repo/Disks/Magazines/T&D%20Software.zip
https://colorcomputerarchive.com/repo/Documents/Magazines/T&D%20Software/
https://www.cocoquest.com/msnyder.zip
https://www.cocoquest.com/
https://www.youtube.com/watch?v=4FlXJT0A5gw
https://www.cocoquest.com/MonsterMap.png
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My CoCo Catalog 
The TRS-80 Color Computer Archive 
(mentioned previously) has a web-based 
emulator that lets you load virtual .DSK files 
and run those programs right in your browser: 
https://colorcomputerarchive.com/xroar-online/ 
?machine=coco3&tv_input=3 
&joy_right=kjoy0&cart=rsdos 

It's called XRoar Online, and it was created by 
Ciaran Anscomb (more info here). 

I’d still recommend a native downloadable 
emulator (such as VCC), because: 

1. It allows you to set up and save your own 
configuration to suit your needs. 

2. You can over-clock the CPU (in settings) to 
make these old CoCo 2 and 3 games play 
at a much better speed. 

3. Some (like MAME, apparently, but I haven’t 
tried it) allow you to snapshot and save 
CoCo memory mid-program, which would 
be useful in many of my more difficult 
games that have no built-in save/load 
function of their own. 

However, this XRoar Online emulator seems 
to work well, especially just as a quick way of 
trying out specific games from my catalog; or 
any other CoCo .DSK image, for that matter. 

On the next page, before I fully dive into my 
write-ups about each game, I’ve included 
links (you’ll see them in the green table) to 
open and launch each game in XRoar Online. 

As I write a little about each game, I’ll be 
grouping them by disk number (from my 
collection zip file) and playing them mostly in 
the order listed at my website here (or in the 
clickable catalog I’ve included on the next 
page). For each one I write about, I’ll include: 

1. The game’s title. 
2. Which T&D disk/cassette it appeared on. 
3. The description from the T&D cover sheet. 
4. The command to RUN or EXEC the game. 
5. A few screenshots taken from each game. 
6. My thoughts and comments on the game. 

 
 

  

https://colorcomputerarchive.com/xroar-online/?machine=coco3&tv_input=3&joy_right=kjoy0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?machine=coco3&tv_input=3&joy_right=kjoy0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?machine=coco3&tv_input=3&joy_right=kjoy0&cart=rsdos
https://www.6809.org.uk/xroar/online/about.shtml
https://github.com/VCCE/VCC/releases
https://colorcomputerarchive.com/repo/Disks/Games/Mike%20Snyder%27s%20Games.zip
https://www.cocoquest.com/#DOWNLOAD
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Although the best way to run these CoCo 2 and 
CoCo 3 games is with an emulator such as VCC 
(mentioned earlier, and for the reasons I already 
covered), this catalog of links will launch each 
one in the web-based XRoar Online emulator. 

 DISK #1 
 >RODOC 
 >Hostage 
 >The Orbs of Derra 
 >Police Cadet I 
 >Java 
 >Crionaut Warrior 
 >Chambers of Krid 
 >TrioRace 
 >Earth Trooper 
 >Star Trek Log 
 >The Sandstone 
 >Monsters & Magic 
 >Snow Fight 

 DISK #2 
 >Dungeon Maze 
 >Blaster 
 >Tiler Tex Two 
 >Dream Tunnel 
 >Mount Death 
 >Terron 
 >Maxomar's World 
 >Police Cadet II 
 >Starship Showdown 
 >Police Cadet III 
 >Crazy Chemist 
 >Journey Up 
 >Sub Mania 
 >Genesis Project 

 DISK #3 
 >Tiler Tex 
 >Police Cadet IV 
 >Ghost Hunter 
 >RoboCrook 
 >Lost Treasure 
 >Snak Shak 
 >Destinat: Unknown 
 >Silence Syndrome 
 >Crionaut Warrior 3 
 >Flying Saucer 
 >Mower Madness 

 DISK #9 
 >Monster Mash 
 

 DISK #4 
 >Speed Games 
 >On Target 
 >Time Trap 
 >Country Club 
 >Shadow World 
 >Adventure Tutorial 
 >Adventure Sample 
 >Rahul (Instruct) 
 >Rahul's Quest 
 >Name This Tune 
 >Virus-D 

 DISK #5 
 >Food Factory 
 >B.E. Break-in 
 >B.E. Break-in 2 
 >Lord Silvercape 
 >Gnome (Instruct) 
 >Gnome Quest 

 DISK #6 
 >Smurf (Instruct) 
 >Smurf Quest 
 >Cavern (Instruct) 
 >Cavern Quest 2 
 >Gopher 
 >Gnome (Instruct) 
 >Gnome Quest II 

 DISK #7 
 >Snow Ski 
 >Police Cadet V 
 >Aliax 
 >Galaxy Q 
 >Eldus 

 DISK #8 
 >Doctor Who Part 1 
 >Doctor Who Part 2 
 >Doctor Who Part 3 
 >Doctor Who Part 4 
 >River (Instruct) 
 >River Raid 

 DISK #10 
 >The Entity 

 

While I realize most of you reading this won’t have any 
inclination to try out any of these old games – almost 
none of them still hold up today – here are a few notes 
about launching and playing them with the links 
provided, just in case you’re curious. 

Open links in a new tab. 
To avoid losing your place in the newsletter, you may 
be able to right-click links and “open in a new tab” or 
if your reader/browser allows it, simply CTRL+CLICK. 
They’ll probably seem slow or sluggish. 
The CoCo 3 wasn’t a fast computer by today’s 
standards, and I wrote these games as an amateur 
who was unable to really push the hardware. You may 
see very slow load times, often with black or empty 
screens that might make you think nothing is 
happening. The emulator does seem to pause when 
you switch tabs, but otherwise, just wait. 

Say YES when asked about high-speed pokes. 
The CoCo 3 did have its own speed-up trick, in the 
form of a “POKE” into memory. If any of the games ask 
if you want to use the high-speed poke, answer YES, 
and if asked about using a CoCo 3, answer YES. 

Orange is red in CoCo 2 high-res “artifact” mode. 
Some of the games use an “artifact” graphics mode, 
in which red and blue are simulated and can be 
randomly swapped on real hardware. You may notice 
that “red” looks orange, but that just seems to be how 
this emulator works. The default should be correct. 

Keyboard mapping quirks. 
If you need to type a quote mark, it’s SHIFT+2, and a 
colon (:) is a dash (-); something about the keyboard 
mapping to a real CoCo layout. You shouldn’t need to 
type either character to play these, but just in case. 

Turn the volume down. 
Some of my games have louder and more obnoxious 
music and sounds than others. You can either turn 
down your computer’s volume or use the AUDIO tab 
below the emulator window to lower the audio gain. 

These links will target a composite display. 
If asked for the display type, choose CMP, not RGB. I 
wrote them all with composite displays (TV) in mind. 

Joystick controls. 
I’ve set the joystick for each game appropriately in 
each of the links. B.E. Break-in 1 and 2, and On Target 
use your mouse to move and the mouse button to fire. 
Other joystick games use the arrow keys to move and 
the ALT key as the fire button. Keyboard-based games 
either require typing, or arrow keys and SPACE BAR. 

https://cocoquest.com/msnyder.zip
https://github.com/VCCE/VCC/releases
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22RODOC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22HOSTAGE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22ORBDERRA%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22CADET%231%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22JAVA%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&basic=RUN%22CRIOLOAD%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&basic=RUN%22CHAMBERS%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TRIORACE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TROOPER%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22STARLOG%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SANDSTON%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&basic=RUN%22MONSTERS%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER1.DSK&machine=coco3&joy_right=kjoy0&joy_left=kjoy1&basic=RUN%22SNOFIGHT%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22DUNMAZE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22BLASTER%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TILERTWO%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22D-TUNNEL%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22MNTDEATH%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TERRON%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22MAXOMAR%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22CADET%232%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SHOWDOWN%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22CADET%233%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22CHEMIST%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22JOURNEY%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SUBMANIA%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER2.DSK&machine=coco3&basic=RUN%22GENESIS%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TILERTEX%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22CADET%234%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22GHOST%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22ROBO%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22TREASURE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22SNAKSHAK%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22DESTIN%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22SILENCE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22WARRIOR3%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&basic=RUN%22SAUCER%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER3.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22MOWER%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER9.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22MM%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SPEEDGAM%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=mjoy0&basic=RUN%22ONTARGET%5Cr&tv_input=1&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22TIMETRAP%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&basic=RUN%22COUNTRY%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&basic=RUN%22SHADOW%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22ADVTUT%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&basic=RUN%22ADVSAM%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22RAHINST%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22RAHUL%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&basic=RUN%22NAMETUNE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER4.DSK&machine=coco3&joy_right=kjoy0&basic=PCLEAR1:RUN%22VIRUS-D%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22FACTORY%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&joy_right=mjoy0&basic=LOADM%22BREAKIN1%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&joy_right=mjoy0&basic=LOADM%22BREAKIN2%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&basic=PCLEAR1:RUN%22SILVCAPE%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22MANUAL%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER5.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22GNOME1%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SMURFINS%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22SMURF%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22QUESTINS%5Cr&tv_input=0&cart=rsdos
https://localhost/
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=PCLEAR1:RUN%22GOPHER%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22MANUAL%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER6.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22GNOME2%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER7.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22SNOW-SKI%5Cr&tv_input=2&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER7.DSK&machine=coco3&basic=PCLEAR1:RUN%22CADET%235%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER7.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22ALIAX%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER7.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22GALAXYQ%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER7.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22ELDUS%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22WHOPART1%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22WHOPART2%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22WHOPART3%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22WHOPART4%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=RUN%22RIVERINS%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER8.DSK&machine=coco3&joy_right=kjoy0&basic=LOADM%22RIVER%22:EXEC%5Cr&tv_input=0&cart=rsdos
https://colorcomputerarchive.com/xroar-online/?disk0=/unzip%3Ffile%3DDisks/Games/Mike%20Snyder%27s%20Games.zip/MSNYDER0.DSK&machine=coco3&basic=LOADM%22ENTITY1%22:EXEC%5Cr&tv_input=0&cart=rsdos
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Let’s Play - Disk #1 

RODOC 
T&D Subscription Software #71 – May 1988 
Rodoc is a text adventure game requiring 
32K. Explore the Bronyid Field, the 
Forest and the Mushroom Field as you 
control the robot from your underground 
base. Beware! If your robot malfunctions, 
you will have to defeat the dragon 
yourself. 

RUN"RODOC 

   

   
First up is one of the many rough, unplayable 
text adventures I wrote. I think RODOC was 
one of my earliest, so I didn’t even have the 
experience of knowing – even just a little – 
what I was doing. I don’t think any of them got 
much better later, even when I started adding 
graphics (which, really, only served to slow 
them down and make them more of a pain). 

This one has a very simple title screen that 
just says RODOC and my name. The intro 
music and the “GOOD LUCK” that repeats 
over and over after pressing ENTER at the 
introductory text are fairly short, which is 
good, because it seems like a game with 
plenty of instant game-over fail states. 
To the south is a “bronyid” field, but what the heck is 
that? I can’t LOOK at it, I can’t GET it. When I wrote 
these, I had a system for what parts of the code used 
which range of line numbers. I’ve forgotten it all now. 

Still, I do remember how to use the LIST 
command. After a bit of trial and error from 
peeking at the BASIC source code, I solved 
that particular mystery. 

A “bronyid” is apparently a flower or a plant (ah, 
of course, it’s a field of them) and the command I 
wanted players to use was PICK, not GET. 

But what now? East of there is a castle with a 
werewolf that kills me. To the north and west a 
couple times from the starting location leads me 
to an oil-sucking vampire… which kills me.  

In both cases, I’m prompted for some command 
to save myself, but presumably I need an item to 
use with a specific verb, and I have neither. I die, 
I’m returned to a command prompt, and I have to 
start over by typing RUN again. 

North into the desert and east, there’s a canteen I 
can pick up. East again, and there’s a “jiant rock” 
(wow, my spelling was terrific back then). I can’t 
look at it, climb it, move it, or anything. What’s it 
even for? 

Moving from location to location has a few seconds of 
overhead while the screen “draws” the robot. Well, it 
can’t be helped, so back to that bronyid field. If I PICK 
one, it uncovers a hole. I can go DOWN into the 
underground, but I’m immediately killed by a cave-in. 

Yeah, no. Enough of this. Like most of these text 
adventures I wrote in BASIC, I could almost certainly 
solve it by LIST-ing out all the source code and getting 
clues from all the embedded commands, but there’s 
really no sense in it.  I feel bad for the kids (and adults) 
who tried to play this piece of garbage back when T&D 
published it. It probably only made sense to me.  

 Not from RODOC. I asked AI to make this. 
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Hostage 
T&D Subscription Software #72 – June 1988 
In this text adventure game, you rescue 
the hostage to solve the adventure. You 
start out in a research lab. You can use 
verbs like kick, move, get, take, drop, 
leave, look, examine, etc. Also, use N., 
S., E., and W. for direction. 

RUN"HOSTAGE 

   

   
Up next is another text adventure. There’s a 
short tune set to a black screen, then the 
whole screen flashes a few different colors. 
There’s a brief title, and then we’re right into 
the game. At least I didn’t go overboard. 

No block graphics to draw in this one, so it’s 
snappier to play and doesn’t keep positioning 
the cursor or anything silly like that. I figured 
out that I need to pick up each of the four 
parts, open the door, then make a robot, then 
send him south. A guard shoots him… and 
then simply leaves. If I go south before that, 
the guard shoots me instead. Game over. 

I can leave now, and there’s a phaser. To the 
east is a camera. I’m able to shoot it, but then 
I mess up and it shoots me. Game over. 

It adds insult to injury that my text adventures 
were so cruel about instant death like this 
AND made you start from scratch when you 
failed. Hey, past self, it’s not MY fault I can’t 
read your mind. I really was bad at this, but I 
thought I was making magic in each game. 

The Orbs of Derra 
T&D Subscription Software #90 – December 1989 
This 32K adventure is a graphic adventure 
for Coco 1,2 or 3. In this adventure, the 
player must find six orbs in the evil 
world. You can use standard adventure 
syntax like N, S, E, and W for north, 
south, east and west. 

RUN"ORBDERRA 

   

   
Ah, we’re changing it up with a graphic adventure this 
time. It’s from several months later, so I had quite a 
few games under my belt (and more experience) by 
the time I created this one. Let’s see if that helped.  

Okay, this game uses artifact colors. That was a trick 
to get red and blue in CoCo 2 graphics on composite 
displays, but which one you’d get was seemingly 
random. Games like this would start with a test 
screen asking you to RESET if you saw red (or blue), or 
press ENTER to continue if you saw blue (or red). 

It looks like in my version of VCC (2.01) I need to hold 
F1 and press F9 twice to force a reset and toggle to 
the opposite mode. But first, I need to go to settings 
and stop F1 from emulating the joystick fire button. 

Okay, here we go. Looking at the throne says I find 
something, but it doesn’t tell me what. Even LOOK-ing 
at the room again doesn’t tell me. What the heck? For 
that matter, why don’t I actually see the throne in the 
graphic, if I’m in the throne room? 

Whatever I did for handling input on a graphics mode 
is a bit flakey. I have to type slowly to avoid it missing 
keypresses. It’s not helping me progress, though. As 
usual, the game expects very specific actions and I’m 
just not getting it. I can’t open the drawbridge or talk 
to the one NPC I encountered. Oh well. Moving on. 
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Police Cadet I 
T&D Subscription Software #69 – April 1988 
There is hidden money in Charley 
Varingen's house! Your mission: Find it 
if you dare. Use commands like E, W, N, 
S, SE, SW, get, look, open, close, etc., 
to solve this text adventure game. 

RUN"CADET#1 

   

   
Here’s yet another text adventure, and the first in 
what would become a five-part series. It features a 
long, pointless, unskippable title sequence, which 
was a habit of mine in nearly all my CoCo games. The 
theme song is catchy, though. All these years later, I 
still remember it note for note. It sometimes pops into 
my head when I think about these games. 

In the original TRS-80 CoCo BASIC: (listen here) 

T$(1)="O3;T3;L8;6;P4;10;O4;1;P4;1;3;1; 
O3; 11;O4;3;1;O3;10;L4;6;L8;O4;3;1;O3; 
11;O4;3;1;O3;10;L4;6" 
T$(2)="O3;T3;L8;11;10;8;6;L4;8;P4" 
T$(3)="O4;T3;L8;3;1;3;5;L4;6" 
PLAYT$(1):PLAYT$(2):PLAYT$(1):PLAYT$(3) 

Expressed in ABC music notation: 
  

 X:1 
 T:Police Cadet - Title Theme 
 M:4/4 
 Q:1/4=160 
 F z2 Ac z2 c | dc^Adc=A F2 | dc^Adc=A F2 | ^A=AGF G2 z2 | 
 F z2 Ac z2 c | dc^Adc=A F2 | dc^Adc=A F2 | dcde f2 z2 | 
 

And then represented as sheet music: (listen here) 

 

Okay, let’s dive into this and see if it’s the epic 
adventure I remember. Well, referring to the 
door to the house as “a open door” does not 
bode well. I knew better. That’s just sloppy. 

Okay, I can’t do anything with the door to the 
shed, so let’s explore the house. I found an 
empty can of Windex, and a bottle of “extra 
strength” Vitamin E in the bathroom that 
makes me super strong temporarily. Let’s go 
back outside to that rusted shed door and see 
if it will open while I’m strong. A ha, I had to try 
a few things before landing on the simple 
OPEN DOOR command, but that worked! 

It’s a supply room. I’m actually making 
progress in this one! Okay, here we have 
hammers, nails, lots of wood, and a pile of 
leather on the floor. The tools appear to be 
locked in a fiberglass box. I’ll try picking up the 
leather… and… yeah, of course. Instant death. 
Poisonous spiders “crawel” out and kill me. I 
wonder… could I spray that Windex on the 
leather to kill the spiders before trying to get 
it? That’s just the kind of thing I probably 
would have built into this as a puzzle solution. 

Let’s try this again. Go get the spray, go get the 
bottle of vitamins, and then back to the shed. Oh 
for… I went south from the shed which apparently 
takes me back to the police station, abandoning 
the mission and ending the game. Good grief. 
Alright, once more. 

Okay, neither USE SPRAY nor SPRAY LEATHER 
does anything. It’s either “guess the verb” or this 
spray isn’t the solution for those spiders. 

Alright, I think I’m done. Let’s see what’s next. 

 The Varingen house bathroom’s description, fed into AI. 

https://www.vggpodcast.com/news/013/cadet_title1.mp3
https://www.vggpodcast.com/news/013/cadet_title2.mp3
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Java 
T&D Subscription Software #74 – August 1988 
Try to collect as much treasure as you 
can in this game. To shoot, you must be 
on the bottom level, with the joystick 
aimed down. To jump to a new level, push 
the joystick up and down and press the 
fire button. If you try to jump to a 
level that isn't there, you will fall and 
lose one of your three lives. Shooting 
the things that fall will give you 20 
points. Jumping to new levels and 
touching treasure will give you 10 
points. If the treasure is somewhere on 
the screen where you can't get it, touch 
the treasure box on the bottom left 
corner of the screen. This will place the 
treasure in a new place, but will also 
take 5 points from your score. 

RUN"JAVA 

   

Here’s the first actual video game on this first 
disk. Like most of the ones I made (especially 
the ones for CoCo 2), any sprites that move 
(the player and any enemies) flash a lot 
because of how I coded erasing them and 
redrawing them in a loop. 

The controls are a bit unresponsive, at least in 
the emulator with the keyboard mapped as a 
joystick, but I did figure out from those 
instructions how to shoot, move up, and what 
the goal is. This seems kind of easy. 

Aw, dang, is that falling enemy falling faster 
now? And is it taking two hits to kill it now? At 
least I scored 165 that time. 

There isn’t much to this game. It seems to be 
just this one screen. Fun for a few minutes. 

I came up with the name “Java” because it 
sounded cool. I had no idea it was another 
name for coffee, and this was way before Java 
or JavaScript were programming languages. 

Crionaut Warrior 
T&D Subscription Software #74 – August 1988 
Use your arrow keys to maneuver through 
the five levels in this game. An 
instructional program called 'CROINS' 
precedes the main program. 

RUN"CRIOLOAD 

   

   
Even though it’s just annoying one-channel audio, 
the two themes in this title song sound familiar. Is 
part of this the theme from the original Battlestar 
Galactica? If not, it might be something like that. I 
might have mimicked (as best I could) various 
themes like that for the title screens in my games. 

The in-game instructions weren’t kidding when it said 
there’s a lengthy delay for each level to load. Just 
getting started in the first one is taking a minute, with 
lots of bleeps and bloops playing to (I guess) let me 
know it’s doing something. 

All that for a maze game where I’m a block in the 
middle of a 3x3 grid. Everything beyond that is 
apparently too dark to see, as if only this small bit 
is lit by a flashlight. For what it is, it does seem to 
work well. It’s played with the arrow keys, and it 
seems like I could take my time trying to solve this 
maze. Oh hey, it took a few minutes, but I found 
the first exit. Nice. 

Mazes are pretty tough when you can only see 
one tile in any direction. But hey, I found the 
second exit, too. There are only five levels, so 
maybe I’ll try to finish the whole game. 

Oh cool. Level 5 has a new kind of wall tile… and I 
won! It says I made it out in 2444 turns. Ok then. 
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The Chambers of Krid 
T&D Subscription Software #76 – October 1988 
Use the right joystick to control the man 
at the right. You must go through four 
doors before you can move. The long range 
view at the left shows where you are. Can 
you make it to the exit room? Use keys to 
open doors and find potions to heal 
yourself. 

RUN"CHAMBERS 

   

   
Oh cool, I was experimenting with volume 
modulation in that short title song. This one 
loads me into the game quickly, which would 
be nice if it wasn’t such a dull game. 

From what I can tell with those instructions 
and a few minutes playing it, the first time I 
enter any room (including when the game 
starts), I have to play a mini-game on the 
right-hand side where I’m a circle at the 
bottom and I need to line up with the gap in a 
descending white line so it doesn’t hit me. 
When I do that four times, I’m able to control 
the bigger circle in the square room on the 
bottom left. Then, it’s back to the mini-game if 
I’ve entered a new room, unless I backtrack. 

The maze concept itself might be interesting, 
but it’s sure a slog having to keep doing that 
mini-game to make any progress. It’s not hard, 
because the line moves slowly and I have 
plenty of time to line up under the gap. It just 
isn’t fun. It’s time to see what’s next. 

Earth Trooper 
T&D Subscription Software #76 – October 1988 
You must destroy the robots. Use your 
right joystick to maneuver your laser gun. 
Do not shoot when the moving shields are 
directly above you. In the tape version, 
the robots are moving. Because the routine 
used to maneuver the robots interferes 
with the disk operation, the robots do not 
move in the disk version. 

RUN"TROOPER 

   

   
Another song with volume modulation, and it 
seems like it must have been an original. 

Now it’s asking me to press 1 for normal speed, 2 
for the high speed poke, or 3 for CoCo 3 high 
speed. You should always go for the CoCo 3 high 
speed poke, if you’re playing on a CoCo 3.  

Basically a “poke” as it pertains to the CoCo was 
to change a value at a specific location in the 
computer’s memory; “poke” it into memory, so to 
speak. In this case, the “high speed” poke was a 
way to force a higher clock speed, which sped up 
the systems in a noticeable way. You can do that 
at the command prompt, but I followed the 
example set by other game developers and just 
made it a choice when you start the game. 

There’s a surprising amount of stuff going on 
here, and the robots don’t even move in this 
version. You have to stay on the move to avoid 
the enemy attack pattern and shoot when the 
shield isn’t above you. It looks like I included 
some ML subroutines. Sadly, this isn’t fun. 
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TrioRace 
T&D Subscription Software #76 – October 1988 
Three races make up this game. The first 
one involves avoiding the potholes either 
in the left lane or in the right. In the 
second level you only have a certain 
amount of time to jump the waves. In 
level three you are clinging to the vine. 
Good luck! 

RUN"TRIORACE 

   

   
That title screen wasn’t too egregiously long, I 
suppose. Do I want instructions? Sure, why 
not? There are three levels, with the first one 
being a two-lane car game. 

It looks like I can speed up and switch lanes 
to avoid a randomly placed obstacle in one of 
the lanes on each screen. I scored 22 that 
time and passed several screens but still ran 
out of time. I must have to go full speed, 
meaning I’d need split-second reflexes as the 
next screen loads to decide whether to stay in 
my lane or switch to the other one. I’ll try that 
again, because I’d at least like to get a 
screenshot of the second stage. 

Just how many screens are there on this first 
level? I scored 52 that time, passed a lot more 
screens than before, and still ran out of time. 
Ah, it looks like I can hit obstacles several 
times before it’s “game over”, so I can afford 
to go fast and be a little careless. It would be 
nice if the number of lives was displayed. 

I made it to the second level. Looks like I have 
to jump over a wave that’s coming at me from 
the left. Oh, I needed to press the fire button 
to jump. Too late. I only had two lives left. 

I wonder if I can find the line of code that sets 
my number of lives, and change it? Ha! I 
changed ME=5 to ME=9999 and that actually 
worked! I still have the time limit to contend 
with, but all I really need to do now is just go 
full speed and run into everything. 

Lives are no longer an issue, but this last level 
needs me to figure out the perfect time to jump 
between vines. No number of extra lives is going 
to solve this problem, and I’m bound to run out of 
time. The swinging animation is cool though. I 
have him drawn swinging forwards, backwards, 
and falling. It’s slow, but it’s an interesting scene. 

Wait, what? I’m still not out of time? Maybe this 
last level isn’t on a timer. Still, it looks nearly 
impossible to jump right when the other vine is 
exactly “six spaces” away (the number of forward 
animations before the little guy falls, whether he’s 
too far from the vine or has jumped past it). 

It doesn’t help that the fire button almost never 
registers (mapped to the F1 key), so even when I 
see what looks like the perfect gap, nothing 
happens in most of my attempts. This is 
frustrating. Oh, okay, I need to hold it down long 
enough for however I coded the game loop to 
reach the line of code where it checks for the 
button press. Okay, I can do that. 

I made a successful jump twice now. No way I 
could do that without these 9999 lives, and no 
way I would do that if it meant starting over from 
the car level each time, just for a tiny chance of 
practicing the timing on this last level. For that 
matter, the middle level with the boat that looks 
like a boot would be a big pain, if I hadn’t cheated. 

Okay, “round complete” after four successful 
jumps (maybe five), and it’s asking me to 
press enter for the next round. My score was 
243. Oh, the next round sends me back to 
level 1. To heck with this. I’m moving on. 
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Star Trek Log 
T&D Subscription Software #76 – October 1988 
Here is one for all you Star Trek fans. A 
menu provides 7 options for dealing with 
the series. The first four options will 
list the shows. The next two options give 
you star dates and authors. The last 
option will list the actors. 

RUN"STARLOG 

   

   
Quite a few of my programs were on T&D issue 
#76. This is the fourth one (in a row), which must 
be a record. They called this one StarGate on the 
info sheet, maybe to avoid any potential 
trademark infringement on the name Star Trek? 

Ha! Little did they know StarGate would be the title of 
a 1994 movie starring James Spader and Kurt Russell, 
then a pretty cool TV series starring Michael Shanks, 
Richard Dean Anderson (of MacGyver fame) and 
Christopher Judge (the voice of Kratos in the recent 
God of War games), then at least two other spin-off 
shows. But I digress (again). 

This isn’t a game. It’s a database of information I 
harvested from a library book about Star Trek. You can 
see episode names for all the Original Series 
episodes, look up a star date by the episode name or 
the authors of a specific episode by name, or simply 
get a list of all the characters and their actors. I 
probably could have presented this in a better way, 
but it’s a moot point now. We have the internet. 

I absolutely loved Star Trek: TOS. My aunt used to let 
me stay up late when I stayed at her place as a kid, 
and there was one classic episode on TV each night. 
Those were good times. Star Trek: TNG had premiered 
by the time I wrote this program, but it was still new. 

The Sandstone Adventure 
T&D Subscription Software #80 – February 1989 
In this 32K adventure you must find your 
kidnapped friend, Gary Lamburd. Your only 
clue is a Sandstone which was also stolen. 

RUN"SANDSTON 

   

   
Now we’re back to another text adventure. It’s 
no surprise, though. I wrote a lot of them (and 
later, a few graphic adventures, which were 
even harder to play because “drawing” room 
graphics and a hand-made graphics-mode 
font made them very slow and clunky). 

The title song, if my ears are interpreting these 
bleeps and bloops correctly, is my one-channel 
take on Ghost Riders in the Sky; probably the 
Marty Robbins version, because my grandpa was 
a bit of a cowboy in his younger days and he really 
liked that music. What this has to do with a story 
set in India – a place I knew nothing about – is 
beyond me. 

Oh wow, I was a dork. On the western street where a 
dagger can be found, I have it stop and play the theme 
song from Police Cadet 3, a modified version of the 
tune from the first game that I linked earlier. I must 
have spiced it up by the time the third game came 
around. It ends with a sort of volume fade-out effect. 

Ah, good old instant death. I pushed a crate, went 
down into the sewer, went east, pulled a plug from the 
wall, and flooded the sewer. Starting over. Hey, this 
time the location with the dagger didn’t have the 
person playing Police Cadet 3. Was that a random 
event? Anyway, my job here is done. Moving on. 
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Monsters and Magic 
T&D Subscription Software #81 – March 1989 
Your goal is to destroy 5 groups of 
outlaw monsters in this 32K Dungeons and 
Dragons type game. You and your 100 troop 
army move around towns, dungeons, and 
other places. In the dungeons you can 
fight monsters in search of gold and 
treasure. In towns you can buy supplies, 
hire troops, gamble, and even buy 
wizards. In the arena you will be able to 
fight beasts for money. Good luck! 

RUN"MONSTERS 

   

   
Yeah, the colors on that artifact test panel are 
backwards, but I figured out earlier that if I 
turn off joystick mapping, I can hold F1 and 
press F9 twice in VCC to reset and swap it. 

This is pretty interesting, and unlike any of my 
others (which were mostly text or graphic 
adventures and arcade-style games). 

As I slowly move a tiny box representing my 
army, it seems that one of the troops just 
randomly quits from to time. Now I’m in the 
arena in a town, and it’s just an automatic 
battle with text notices about whether I hit the 
monster or it hits me. This has been going on 
for a few minutes though and I can’t end it. 
We both keep missing. Ah, finally over. 

I won 115 gold pieces. Nice. I bet I could 
cheese this gambling dice game. The odds are 
in my favor to either win or break even. The 
only way I lose is by rolling a double. 

If I bet around one-third each round, I could 
probably break the economy in this game. 
Maybe I’ll try that after exploring a bit more. 

Where are the five enemy armies? There aren’t 
too many blue dots on the map (places to 
press the SPACE BAR and explore). 

What’s this white diagonal region? I can’t cross it. 
If it’s a river, shouldn’t it be blue? Maybe it’s a 
mountain range. No, SPACE BAR for “location 
status” tells me it is indeed a river. I must have to 
find something elsewhere to help cross it. 

Stopping at a town switches me to text mode, 
which is probably better and faster than trying 
to do all that in graphics mode. Another 
random event: I lost some health to some 
nebulous “sickness”. Another random event: 
I’m attacked by “land pirates” that cost me 8 
health, 17 of my troops, and all my gold. Ha! 
The joke’s on them. I had just started over 
after dying a moment ago, so I had no gold. 

I found a dungeon. Back to text mode. Okay, this 
kind of goes on and on, asking me to pick a tunnel 
number from some random number of tunnels, 
then maybe I’m jumped by a goblin or something. 
Another random event in the dungeon: pools of 
water, and I can drink from one. Well, nothing 
good or bad happened. 

I found an exit, so let’s use it. Where are those 
enemy armies? Some distant memory in the back 
of my mind thinks they don’t show up on the map 
at all, and you have to just figure out where they 
are by combing the entire map and pressing the 
SPACE BAR every step along the way. Would I 
really have done something that cruel to the 
players? Shoot… yes, I probably would. 

Back to a town. My dice game strategy was 
going fine, then I rolled doubles four times in a 
row. Thanks a lot, randomizer. 

Without a save-game feature, and with no idea 
where to go or what to do, I guess I’ve seen 
enough of Monsters and Magic. For what it is, it’s 
not a bad game. It’s a style of game that holds up 
much better than most of my others. 
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Snow Fight 
T&D Subscription Software #81 – March 1989 
Use your joysticks to maneuver your men. 
Push the joystick down to pick up a 
snowball. Push the joystick button to 
throw the snowball. Hit your opponent in 
the back or on the face nine times before 
he hits you to win. 

RUN"SNOFIGHT 

   

   
The last game on this first disk is a two-player 
snowball fight. It was published on T&D issue 
#81, the same one as Monsters and Magic. 

My brother Charley helped with this game. 
He’s about 8 years younger than me, which 
would have made him 8 or 9 years old at the 
time. This must have been something fun we 
did together, with the end result being a game 
we could play against each other, requiring 
two joysticks. 

Moving around is straightforward, but you 
have to aim down and press the fire button to 
pick up a snowball. Well, since I’m the only 
one here, the player on the right is a sitting 
duck. Take that, player two. It looks like the 
first person to score 9 hits wins the game. 

The hit zone seems very small, so I could see 
this being a frustrating game. Although, if you 
could land a hit anywhere other than the 
other player’s head, it would probably hand a 
win to whichever player can pick up and throw 
snowballs faster. Like real life, I suppose. 

Let’s Play - Disk #2 

Dungeon Maze 
T&D Subscription Software #82 – April 1989 
You are pledging to a university frat 
house. In the last part of the initiation, 
the fraternity brothers have blindfolded 
you and dropped you off in a dungeon. You 
must find your way out. This adventure is 
somewhat 3 dimensional. Go through doors 
and move forward. Can you reach the exit 
in this two level dungeon? 

RUN"DUNMAZE 

   

    
I feel like it was a bad idea to start the player out 
at a dead end, where the only exit is to the south. 
Ordinarily there would be a door ahead (up) or to 
either side (left and right) indicating an exit, with a 
solid blue line at the bottom (down) only if that 
direction was blocked. To a first-time player, I bet 
this starting room looked open, and trying “down” 
may not even have occurred to most of them. 

If this is really just two levels without any 
enemies, difficult mini-games, or time limits, I bet 
it’s solvable by just mapping out the maze. 
Overclocking the CPU in the emulator settings is a 
good idea with this one. Yes, much faster now. 

This maze looks to be pretty big. I’m certain 
there’s no big payoff for completing it, though. 

Fun fact: somehow this game was also published 
again on issue #98 (August 1990) with a slightly 
different “pick your poke” intro. Otherwise, it seems 
identical. I have no idea how that happened. 
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Blaster 
T&D Subscription Software #82 – April 1989 
Use your right joystick to fire at the 
small scout ships that the mother ship 
lets out. You get bonus men for certain 
scores as you shoot down the aliens. You 
must maneuver your ship to fit in between 
the broken laser field that the mother 
ship emits. You can also shoot at the 
mothership. 

RUN"BLASTER 

   

   
For some reason, the fire button isn’t working. 
The instructions don’t say anything about 
there being a trick to it. I have my F1 key 
mapped to the fire button in the emulator 
(VCC) and it worked for other games. Okay, I 
changed it to the SPACE BAR. Now it works. 

This isn’t very fun, though. I can’t remember 
what arcade or computer game inspired this. 
A game called Mothership, maybe? I forgot. 

It’s a little better after getting the hang of it. 
That descending line with a gap in it is like 
what I did in Chambers of Krid. Sometimes it’s 
too far away to fit under in time, but shooting 
the W-shaped scout ship resets it, which is at 
least a fallback option. 

That’s tough too, though, because instead of 
moving around the screen, it stays in one spot 
just long enough to sometimes fire off a shot 
at me before warping immediately to a 
different random spot on the screen. 

Tiler Tex Two 
T&D Subscription Software #82 – April 1989 
Use your right joystick to control the 
action in this game sequel. You must first 
get a broom from the lighter blinking 
helper and then clean up the floor. Next, 
you must touch the darker blinking helper 
in order to lay down the tiles. You can 
switch from the broom to the tile layer by 
touching them. Try to collect the diamonds 
as you avoid the moving security light. 
You have three lives in which you must 
sweep and tile 16 rooms. 

RUN"TILERTWO 

   

   
When I put together these disks of all my games 
taken from across the various T&D issues, I’m not 
sure why I decided to put Tiler Tex Two on a disk 
before Tiler Tex. It might have been nice to even 
have them on the same disk. In fact, I should have 
done that with the Police Cadet series. I did group 
the Doctor Who games together (they’re all on 
disk 8), but we haven’t gotten there yet. 

That loading screen sure took forever. Hey, no fair! 
That enemy can float through the walls but I’m 
confined to the maze? It looks like the trick is to 
lure it towards me in a way that gets it in a bad 
position to follow me when I make my move. 

There are 16 rooms in this game and only 3 lives. 

This is sort of a double Pac-Man maze concept. 
You don’t just clear the board. You clear it twice 
by activating “sweep mode” (from a little orb that 
moves around) and “tile mode” (from a different 
roving orb). You could end up going back and forth 
between them to clear the board. It’s kind of cool. 
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Dream Tunnel 
T&D Subscription Software #82 – April 1989 
Use your right joystick to maneuver your 
spaceship as you fly thru the perilous 
tunnel. You can fire your laser by 
pressing the joystick button. You can 
also move up, down, forwards and 
backwards with the joystick. 

RUN"D-TUNNEL 

   

   
This one forgoes the lengthy musical title screen 
often seen in my other CoCo games, with only a 
simple text title screen that lets me get right into 
the game. It only takes a moment to draw the top 
and bottom of the cave, and then it’s a side-
scroller that seems to work pretty well.  

Movement and scrolling are a little slow, but it 
seems to work in the player’s favor, since this 
would be far harder if you were zooming through 
those tight spaces. Overlocking (a little) helps. 

A short ways in, it becomes impossible. The 
spaces are too tight, but you have to fit through 
because hitting a wall is a no-no. However, there 
are enemy orbs that track and follow you and 
seemingly can’t be destroyed. What the heck? 

Was this inspired by Vanguard? I remember 
playing that game in an arcade for the first time 
(possibly at a student lounge at some college 
campus when I was there for an interscholastic 
meet in high school) and being really enamored 
by it. This is no Vanguard, but I wouldn’t doubt if 
that’s what inspired it. But wait; I thought it was 
Vanguard that inspired my game Mount Death? 

Mount Death 
T&D Subscription Software #84 – June 1989 
Your mission is to fly into Mount Death in 
order to map out the mountain for the 
Airforce. Use your right joystick to 
maneuver up, down, fast, and slow. Avoid 
the walls as you go through the levels and 
try to get through. 

RUN"MNTDEATH 

   

   

   
No, this one definitely doesn’t resemble 
Vanguard (well, maybe a little, just without all 
the extra stuff), so maybe it was Dream Tunnel 
that I was remembering. I really thought there 
was some arcade game that inspired this one 
too, though. It wouldn’t have been Scramble, 
because that looks more like Vanguard. 

In Mount Death, the little ship constantly 
moves to the right, but slowly. You basically 
have to maneuver it up or down (or faster to 
the right, if needed) without colliding with the 
tunnel walls. This was probably a lot harder 
with one of those cheap black TRS-80 
joysticks I used while making it, because they 
weren’t self-centering and games like this 
relied heavily on precision. 
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Terron 
T&D Subscription Software #84 – June 1989 
In this graphic game you must shoot down 
the regenerating laser proof test ships. 
You must also avoid the rays from the 
land cruiser and avoid the ship which 
looks like an equal sign. 

RUN"TERRON 

   

   
It’s another arcade-style game, although not 
one based on anything I can remember. 
There’s a lot going on in this one, but it doesn’t 
seem like it offers any depth or surprises 
beyond just this single gameplay loop. 

You move the triangular ship around in any 
direction. A box-shaped enemy at the bottom 
moves back and forth and will sometimes fire 
a beam upwards. It’s best to just avoid being 
above it for more time than it takes to 
reposition yourself. Lose a life if you’re hit. 

You shoot at the circle ship that moves around to 
score points (it’s OK if you collide with it; nothing 
happens), bump into the red and blue squiggly 
box-like ship that moves around (this also scores 
points) and simply avoid touching the ship that 
looks like an equal sign (it’s deadly). The ships 
move diagonally around the area in predictable 
patterns, and the “land cruiser” just goes back 
and forth at the bottom. 

It would have been nice if I had made a way to 
save your high score to disk. I’m not sure any 
of my arcade games did that, unfortunately. 

Maxomar’s World 
T&D Subscription Software #77 – November 1988 
As a bounty hunter you must bring the 
escaped prisoner, Maxomar, back to our 
world. He has stolen a device from one of 
the leading scientists. Use two word 
verb/noun combinations such as throw rope 
or climb rope. Use N,S,E,W for North, 
South, East and West. 

RUN"MAXOMAR 

   

   
This is another of the impossible-to-solve text 
adventure games I wrote back then. It’s not a 
good sign when the game presents you with a 
shovel you can pick up, but the command DIG 
isn’t recognized. 

Actually, this first puzzle is interesting. You’re 
forced to focus on the task at hand: getting 
out of this pit you start in. The solution is that 
you also have a rope in your inventory (which 
you won’t know unless you check “INV” for 
inventory, although that’s standard in all text 
adventures), which you can tie to the shovel. 
Oddly, the game wants you to throw the rope 
itself, not the shovel, which kind of defeats the 
purpose of making this crude grappling hook. 
Oh well, it worked. 

If I had all the time in the world, it might be fun 
to try solving some of these text adventures, 
even if it meant peeking at the BASIC source 
code. Well, fun for me, maybe. I can’t imagine 
anybody else getting anything out of them. 
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Police Cadet II - The Haunted Carnival 
T&D Subscription Software #77 – November 1988 
In your second police cadet mission you 
must investigate the ghost sightings at 
the carnival. This adventure requires 32K 
of memory and starts you out in a parking 
lot. Use verb-noun combinations to do 
things such as get book, look can, and 
climb cage. Use N, S, E, and W for north, 
south, east and west. 

RUN"CADET#2 

   

   
Interesting. I took the simple title theme song 
from the first Police Cadet and did a trick with 
the volume of each note so it sounds a bit 
more, I don’t know, organic, maybe. Then, I 
added a fun little outro flourish at the end. 

As I became better at programming in BASIC 
and started using a variety of techniques to 
make my games better on a technical level, it 
would have been nice if I had evolved the core 
gameplay of these text adventures too. The 
main room/game display in this one is nice, 
but behind the scenes it’s still just a crude 
system that expects very specific commands 
and a limited set of actions it can understand. 

I was able to roam around a bit without 
making much progress, eventually opening 
the door to a mobile home and going inside. 
The games ends with me being captured and 
killed as an intruder, accompanied by a few 
simple notes of Another One Bites the Dust. 

Starship Showdown 
T&D Subscription Software #77 – November 1988 
Two players battle it out in this game. 
You can shoot left and right with your 
joystick as you try to hit your opponent. 
Hit him five times to win. The fueling 
stations are in the corners. You must 
travel back and forth between them to 
collect shots. Avoid the three traps and 
the deactivator in the middle. 

RUN"SHOWDOWN 

   

   
Oh cool, another two-player deathmatch 
game I wrote as a way to spend some time 
with my youngest brother, Charley. This one 
seems a lot more complicated than the other 
one (Snow Fight) and I barely remember this 
game at all. That rapid flashing the title screen 
does at the end was probably a bad idea. Was 
I trying to give people seizures? 

Something is a little wonky with the emulator 
joystick mapping. When I press no key at all, 
my guy still moves downward. 

I remember CoCo joystick positions being 
accessed by actual X and Y positions, so I 
must have coded “down” as a Y-axis point that 
wasn’t actually dead center on the joystick. 

It looks like your shots are lasers that go the 
full width of the screen in the direction you 
shoot (left or right only), while you and your 
opponent are confined to the gameplay grid. 
This was probably fun for a few rounds. 
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Police Cadet III - The Gadget Factory 
T&D Subscription Software #78 – December 1988 
In this continuation of the Police Cadet 
Adventure, you must go into the 'Gadget 
Factory' and find the Solar Powered 
Perpetual Motion Energy Center. This 
adventure requires at least 32K of 
memory. Use verbs such as get, drop, 
examine, look, inventory, open and one 
special verb; compile, along with nouns. 
Use N, S, E, and W for North, South, 
East, and West. 

RUN"CADET#3 

   

   
Once again, the theme song gets a makeover. 
There’s a little of that original tune here, but I 
really riffed on the melody through most of it. 

Looking back on these Police Cadet text 
adventures, I wonder what I was thinking. It 
doesn’t seem likely that a trainee would be 
sent on these wild, silly, life-threatening 
missions. Also, why am I getting orders 
directly from the chief of police? Also, is any 
of this actually stuff that would fall under the 
purview of the police anyway? 

Great. Instant death just by looking at the 
“new improved gumball machine.” Let’s try 
this again. Hey, wonderful, here’s a whole 
room called the “instant death chamber”. 

These games might not be so bad if there was 
a way to save, or even just to undo a move. 
Starting from scratch and replaying whatever 
you figured out previously is just a pain. 

Crazy Chemist 
T&D Subscription Software #85 – July 1989 
All of the labels have fallen off your 
chemicals! First you must mix the 
chemicals together. Then, mix them with 
powder, heat the mixture, mix it with acid 
and test it. What kind of result can you 
get? 

RUN"CHEMIST 

   

   
Although nothing like Monsters and Magic, 
this is another game where I decided to try 
something completely different from my usual 
go-to of text adventures and arcade games. I 
described it as a “simulation” game. 

I’m able to consistently mix the four base 
chemicals together in pairs three times, 
reducing them down to a single mixture. After 
that, though, the second step (mixing in a 
powder from a set of colors) results in either a 
mixture that vanishes, or one that explodes. 

Oh no! That time, the whole world exploded!  

To do that, I mixed yellow + blue, then green + 
black, then charcoal + red, followed by the 
orange powder. The same thing with blue or 
purple powder results in a stable compound. 

I have the option to heat it for 1 to 3 minutes. 
With the blue or purple powder, it seems that 
this compound explodes no matter what. 

This is just a simplistic trial-and-error puzzle, 
from what I’m seeing and what I remember. 
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Journey Up 
T&D Subscription Software #85 – July 1989 
Jumpin Joe is looking for treasure. Use 
your right joystick to control him as he 
tries to jump to higher levels. Press the 
button to make him jump but beware, some 
platforms are not strong enough to 
support him. 

RUN"JOURNEY 

   

   
This is more puzzle than platformer, and it’s 
actually not half bad. I mean, there’s the usual 
frustration of having only three lives, no way to 
save or continue, and starting over from the first 
stage each time, but I’m kind of impressed by my 
younger self’s design and concept with this one. 

You move Joe left and right by a full tile each 
time. He can jump high (as best I can tell, about 
25% of the screen), and will try landing on the 
first platform in range above him. 

The puzzle is figuring out which platforms he can 
land on, and which ones he’ll fall right through, 
because they all look the same. The answer may 
not be a straight path up to the exit orb. It might 
be a round-about path of jumping up to a specific 
square on the ledge above (the others are fakes), 
walking off to land on a platform below, and then 
from there, jumping to an even higher platform 
that was out of reach from the previous one. 

If not for the descending bat, which seems to be 
impossible to avoid at times, this is pretty clever. It 
does require some memorization or note-taking to 
use in advancing through subsequent runs. I wonder 
why I opted not to have a fancy musical title screen. 

Sub Mania 
T&D Subscription Software #85 – July 1989 
As a submarine captain you must pilot your 
sub through the perilous water. You 
control your sub with the right joystick. 
Shoot down the mines in front of you and 
catch the positive energy that falls into 
the water. You must also shoot down the 
mountain base or you will be destroyed. 

RUN"SUBMANIA 

   

   
The title song in this one seems mostly an 
original creation, but a few notes in there are 
almost certainly a nod to The Last Starfighter. 

You can move the submarine around as the 
screen scrolls from left to the right. This is the 
opposite of most side-scrollers, where you 
move to the right as the screen scrolls left. I 
guess I was trying to mix things up a bit. 

There’s a lot going on here, and the game 
looks kind of cool as a “hi-res” CoCo 2 game 
with 4-color artifacting. The difficulty in the 
gameplay is horrible, though, with no thought 
given to balancing or overall fairness. Moving 
around to avoid or shoot red mines and avoid 
black mines is fine, but you have to catch the 
occasional falling “plus sign” (else you lose a 
life) and shoot the red mountain bases which 
can only be done by rising near the surface 
(and missing one of those loses a life too). 

I may have been pretty good at it at the time, 
but I bet I was the only one. It’s not very fun. 
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The Genesis Project 
T&D Subscription Software #70 – April 1988 
Genesis Project is a text adventure game. 
You must take the travelers and the 
rocket to the launch pad. Use two-word 
commands (like 'get food') to try to 
solve the game. This program requires 32K 
or more memory. 

RUN"GENESIS 

   

   
My second disk ends with another of my many 
text adventures. This must have been one of my 
earliest ones, given that the title screen shows a 
1997 copyright (even though it wasn’t published 
by T&D until later, in 1988). 

I really thought I was good at this, at the time; 
so much so that I even wrote an “adventure 
game writing tutorial” which will show up 
later, on disk #4. In my own mind, I was the 
king of text adventures, making these epic 
masterpieces that people were bound to play 
and love. At least the delusion kept me going. 

This one seems like wish fulfillment. At the 
start, I’ve found hundreds of dollars on my 
coffee table and a Porsche in the garage. I 
also walked outside naked and got arrested, 
but I’m not sure that was part of the wish. 
In my own defense, these games were kind of clever. 
They worked like big puzzle boxes with a variety of 
things to pick up and use to make progress and 
ultimately reach your goal. They just lacked polish 
and playability (too much “guess the command”) 
which are supremely important in text-based games. 

Let’s Play - Disk #3 

Tiler Tex 
T&D Subscription Software #79 – January 1989 
Use the right joystick to move your man 
from the upper left corner of the screen. 
As you move you will drop diagonal tiles. 
To win you must tile all 15 levels while 
avoiding Fifi, the guard dog. 

RUN"TILERTEX 

   

    
At least the title screen is short and sweet; not 
something I was typically known for with these. 
The gameplay board looks more appealing than 
the one in Tiler Text Two (from disk #2, earlier). 

If I recall, the CoCo 2 had a standard graphics 
mode where you could select (maybe “palette”) 
four colors from a selection of 9. The downside 
was a lower resolution, but in retrospect, I think 
that was a better choice than the higher-res mode 
where you had black and white, with red and blue 
available only as “artifact” colors that came with 
the unfortunate necessity of making players hit 
their RESET button if the CoCo happened to boot 
up with the colors swapped. It seemed random. 

The gameplay is also simpler. A single enemy 
tracks you, but it wasn’t coded to actually 
navigate the maze on its own. If a wall is in the 
way, it simply waits there until you move, and 
then advances only when it finds a gap to use. 
You can kind of lead it around and even trap it 
temporarily that way; far easier than Pac-Man. 
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Police Cadet IV 
T&D Subscription Software #79 – January 1989 
This graphic adventure was written 
originally on a tape system. It requires 
at least 32K of memory to work. Disk 
users: You cannot use the directory 
program to run this program but must 
enter RUN "CADET 4". If you get an SN 
error in line 0, simply type RUN again. 
Play goes like most two-word Adventures. 
A special verb 'SCREEN' is used to toggle 
the screen color. The plot is to recover 
the five pieces of evidence that can be 
used against a soviet spy. Disk users, if 
you need more memory, you can save this 
program onto tape, unplug the disk 
controller and CLOAD the program back up. 

RUN"CADET#4 

   

   
What the heck was that short title song? That 
wasn’t the catchy little Police Cadet ditty I 
know and love. For that matter, why isn’t there 
a title screen at all? The intro just plays over 
an all-white screen. Did all those graphic 
“draw” commands for the various locations 
use up all the memory I had to work with? 

It seems like I forgot a lot of stuff. There isn’t 
even an intro story to explain what’s going on 
this time (aside from a single sentence mixed 
in with the general instructions in that brief 
text about the game on the T&D cover sheet, 
included above). 

I played this just long enough to explore a bit, 
get my screenshots, and find the first pieces 
of a few puzzles. It’s a typical adventure. 

RoboCrook 
T&D Subscription Software #105 – March 1991 
You are trying to find the robotic menace 
in this 32K adventure. You might run into 
Spuds M., Freddy K., or Norman B. in this 
thriller. Use standard adventure syntax 
like N,S,E,W for North, South, East, and 
West. Use also standard adventure verbs 
like look, go, drop, inventory, etc. 

RUN"ROBO 

   

   
Well, this certainly seems like it’ll be a hoot. The 
intro screen says I’m going to meet people such 
as Pee-Wee H. (Herman?), Tom C. (Cruise?), and 
Spuds M. (Mackenzie? The Bud Light mascot from 
way back then? That’s a dog, not a “person”). 

Going west twice from the start puts me on a 
bridge that collapses, leading to an instant game 
over. Of course. What would my text adventures 
be without instant game overs? 

A tip learned the hard way: don’t pick up the gas 
can when going south before going south again to 
give the guy a “light” (a match that starts out in 
your inventory). It ends poorly. 

Why, as a teenage high school nerd, was I 
even writing beer into this game? To this day, I 
don’t even like beer. I guess I wouldn’t have 
known that at the time, though. 

This seems to be “80s Pop Culture: The Text 
Adventure Game”. I also managed to find the 
Ghostbusters firehouse and Kitt from Knight 
Rider. If I had more time, I would totally see if I 
could figure out how to finish this goofy game. 
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Ghost Hunter 
T&D Subscription Software #104 – January 1991 
Put on Egon's ghost suit and go in after 
Slimer in this graphic game. Use your 
right joystick to maneuver into each of 
the different scenes. There are 
additional instructions in the program 
but the author wants you to figure the 
program out for yourself. 

RUN"GHOST 

   

   

   

I had no concept of copyright infringement. 
Between this, my series of Doctor Who games, 
and my Smurfs platformer, it must have been the 
wild west for amateur indie game developers like 
me in the 1980s. It even starts with a one-channel 
rendition of Ray Parker Jr.’s famous theme song 
from the first movie. At least I didn’t just call this 
Ghostbusters. This was probably inspired as 
much by The Real Ghostbusters cartoon as the 
movies, if not even more so. 

Hey, cool, even though it’s just a throw-away 
line at the start of the instructions, I made a 
point to say players can be Peter or Janine. 

According to the instructions, you start on the 
same level after a game-over, which isn’t the 
player-unfriendly decision I usually made. 

The gameplay is a bit like that classic anxiety-
inducing kid’s game, Operation; the one where 
touching the sides makes the whole thing 
buzz. Why did we even play that as kids? 

In Ghost Hunter, expertly navigating the maze 
would have taken nerves of steel and a steady 
hand when using a non-centering classic 
CoCo joystick. In this emulator, with my arrow 
keys mapped to the joystick, it’s nearly trivial. 

The second stage is a bit tricky to figure out, 
and it introduces a time limit. It took me a 
moment to realize I could move down the far 
left side to get the key even with a wall there, 
and even longer to realize I needed to use the 
fire button to open the gate in the middle to 
touch what I guess is a circular switch that 
opens a path to the zig-zag tunnel at the upper 
right. At least the space for movement in that 
zig-zag area looks a bit wider than the maze in 
the first stage, so that’s no problem for me. 

After this, though, I have no idea what it wants 
me to do. It takes most of the time limit to get 
there, leaving very little remaining for 
experimentation. I’m glad I decided to let me 
start again from the same stage. Oh, there we 
go. After picking up that U-shaped thing at the 
right, I need to go back out of the zig-zag area 
and over to the upper left, then press the fire 
button to open that small area. 

The third and final stage is timed as well. It’s 
more of the same: grab the key from the top, 
use the fire button to open the white gate on 
the left side, grab the two white gems then the 
red one that appears in the left wall, then 
book it out to open the white gate at the upper 
right and escape the area to find Slimer. 

At the end, I’m given a score based on how 
many times I played and replayed levels; the 
lower the better. The ideal score, apparently, 
is 3. My score was 21. I don’t know if my end-
screen comment “you could do better next 
time” is encouraging or insulting. Thanks, me. 
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Search for the Lost Treasure 
T&D Subscription Software #108 – June 1991 
You start out in the woods searching for 
the lost treasure of famous King Erik. 
Watch out for snakes and Wizard's and 
other characters. Use standard adventure 
syntax like N, E, S, and W for moving 
north, east, south, or west. Use other 
verb/noun combinations like get, hit, 
examine, look, etc. 

RUN"TREASURE 

   

   

   

This one is co-credited to LeRoy Cooksey, 
probably one of the nicest and most kind-
hearted kids I ever met. It shames me to no 
end that I was kind of a jerk to him at times, as 
kids tend to be. Of the many things I’d do with 
a time machine, kicking some sense into my 
younger self would be somewhere on the list. 

I think he designed this game himself, based 
on the way I designed mine (which probably 
wasn’t a good thing). I did the programming, 
and I might have made some tweaks to what 
he came up with, but I remember this being 
mostly the game he had intended. 
This seems like any other typical 1980’s amateur-
made text adventure, instant death and all. 

Snak Shak 
T&D Subscription Software #108 – June 1991 
As the owner of your very own concession 
stand, you must make the decisions on how 
much popcorn to stock, how many cups of 
ice to make, as well as how much coffee to 
make. Try to make as much money as 
possible before the football game ends. 

RUN"SNAKSHAK 

   

   
The inspiration for this one probably came from 
working at the concession stand at football 
games a time or two during my senior year of high 
school. I think it was always the seniors who did 
it, as part of the fundraising efforts for a senior 
trip. Wait, no. I was in the marching band. I 
wouldn’t have been working at the concession 
stand, would I? There’s no way. 

That’s a long title screen. Frayne gets a co-credit 
there, so maybe this was his idea, and he was the 
one working at the concessions stand? If so, then 
it definitely wasn’t run by the seniors. 

It’s another “simulation” game, which might 
hold up better today than my arcade games 
and text adventures. This doesn’t seem like 
the kind of game I enjoyed myself; a further 
clue that maybe this was Frayne’s idea. 

There’s a real-time element if you sit and do 
nothing, but time goes faster when you take 
various actions. The gameplay isn’t deep, quickly 
becoming more boring than actually working at a 
real stand, where at least you could chat and 
socialize. At least we tried something different. 
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Destination: Unknown 
T&D Subscription Software #109 – July 1991 
Use two word commands to control your 
movement in this exciting text adventure. 
You find yourself stranded on the 
highway. If you are lucky, you can fix 
your car or perhaps, get a new one. You 
can use N, S, E, W for north, south, east 
or west. Watch out for spiders, 
scorpions, or vampires. 

RUN"DESTIN 

   

   
I mentioned Kandi and her game in the first 
section, before I started writing about each of 
these games, and here it is. What I didn’t 
remember is that Frayne and LeRoy are also 
credited for helping with some part of it. 

This intro music is not from the song by Missing 
Persons; further proof that I must not have 
realized it was a song, at the time. If I had, there’s 
no way I would have passed up the opportunity to 
make my own bleep-bloop version of it. If Kandi 
knew, which I assume she must have, she should 
have clued me in. Maybe it was coincidental? 

There’s an option to skip the title screen. That should 
have been standard in all of these text adventures. 
Okay, let’s explore a bit. Oh no; as I did in RODOC, I 
spelled “giant” with a “j” in one of the forest locations. 

I remember this fence south of the highway, and I 
think I remember you’re supposed to climb over 
it, but that doesn’t work. Oh, right, I figured it out. 
I needed to go back, open the car’s trunk to get 
the wire cutters, and then cut the fence to go 
south. Still, I’m getting nowhere fast in this game. 

The Silence Syndrome 
T&D Subscription Software #111 – September 1991 
The West Front isn't the only thing that's 
quiet in this text adventure. You find 
yourself in an outdoor cafe, but the world 
seems to be totally without sound. It is 
your mission to solve the mystery and 
bring back the sound. As with most text 
adventures, it is run by typing two word 
commands, such as "get pencil" or "buy 
pencil". You can also type N, S, E, W for 
moving North, South, East or West. 

RUN"SILENCE 

   

   
I’m 100% positive I didn’t write the intro text 
for the T&D cover sheet (seen here, just above 
the screenshots). I wouldn’t have known the 
phrase “all quiet on the western front” or that 
it was the title of a novel about World War 1. 
Now that I think about it, most of those blurbs 
don’t sound like me at all. That must have 
been something Tom put together himself. 

Of all the concepts for stories in these games, 
this seems like one of the most interesting. 
Suddenly, the world is devoid of all sounds! 
The only one that might beat it on concept is 
The Entity (which is on the final disk, so we’re 
still quite a ways from getting to that one). 

As usual, I would probably need to spend a lot 
more time with this game or peek at the BASIC 
source code to make any real progress. Some 
of them probably could be solved and finished 
with some patience, but I don’t have it in me. 
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Crionaut Warrior 3 
T&D Subscription Software #113 – November 1991 
In this CoCo 3 only graphics game, you 
are trapped in a building with 468 rooms. 
Unfortunately, there are some killer 
robots trapped with you. Can you exit the 
building before they kill you or the 
timer runs out? Use your arrow keys to 
control your journey through the building 
and the space key for firing. 

RUN"WARRIOR3 

   

   
How did this CoCo 3 game end up on disk #3, which 
I’ve designated as all CoCo 2 games? 

Wait no, this is a CoCo 2 game! Did Tom just think it 
was for CoCo 3 because I called it Crionaut Warrior 3 
- a designation he tended to use himself, kind of like 
“64” for Nintendo 64 games? The title screen even 
says “Crionaut Warrior Part 3” so now I’m confused. 

But hey, what happened to part 2? Was that one of my 
few games T&D rejected, or did they buy it and it just 
fell through the cracks somehow? 

For whatever reason, this one features a first-
person maze, not the 3x3 tile maze like the 
original Crionaut Warrior. This is more like my 
Dungeon Maze game (mentioned earlier as the 
first game on disk #2), but with a little mini-game 
you sometimes have to play, like in my Chambers 
of Krid game from disk #1. 

This one apparently has a time limit, but I haven’t 
seen it yet. Maybe it’s a “turn” limit. The mini-game 
seems easy. You just line up the dots on the X and Y 
axis in the tiny box at the top right, then SPACEBAR to 
fire at the other dot. It doesn’t seem to happen often, 
so it’s not a big distraction from exploring the maze. 

Flying Saucer 
T&D Subscription Software #97 – July 1990 
You must sneak on board the flying saucer 
in your quest to become a famed astronaut. 
Use commands like N, S, E, W, U, D, to 
move around. Use verbs like get, examine, 
look, drop, or leave followed by a noun. 
Overcome the robot as you try to find the 
secrets of the universe. 

RUN"SAUCER 

   

   
It’s yet another text adventure. This one looks 
like a game I would have written much earlier 
than the summer of 1990, when it made its 
way to T&D issue #97. I’m doing volume 
modulation in the music, though, which was 
one of my later go-to gimmicks. The little 
spaceship block graphic gets drawn at the top 
of each room, which slows it down – one of my 
earlier gimmicks – so who knows. 

Going south ends the game (you leave the 
area), but I found a rock to the west and was 
able to HIT ROBOT with it to the east. THROW 
ROCK wouldn’t work. A quick LOOK at the 
robot now reveals a clue for how to get inside 
the saucer. Nice! 

I made it on board, but I died by getting into a 
defective sleeping pod. Okay. Starting over.  

Oh, cool, it let me go north right from the start 
and SAY OPEN to drop the ladder leading up 
into the saucer. Nice! I figured I’d have to hit 
the robot and read the clue again first. 



The Video Game Generations Newsletter  -  VGGN Issue #13  -  August 2, 2025 

Page 30   ] 

 

Mower Madness 
T&D Subscription Software #97 – July 1990 
Mow all ten areas of the robot factory in 
this high resolution game. Use your right 
joystick to maneuver your lawn mower. 
Make sure you avoid the robots or you 
will have to start over. 

RUN"MOWER 

   

   
I’m glad I read the in-game instructions. The 
music at the title screen is a short, annoying 
loop that doesn’t end the way most of them 
do. You need to hold the fire button to break 
out of the title screen and start the game. 

The title screen itself takes a while to appear, 
but it’s with an interesting effect where the 
little lawn mower goes back and forth across 
a full screen of grass, revealing it line by line 
from the top down. 

The premise must have been based on my 
own summer job of mowing lawns, but on my 
website, I’ve described the gameplay as a mix 
of Pac-Man and Robotron. I’m not sure how 
accurate that is. You’re not really in a maze, 
and the robots don’t target you. They just 
randomly move around by one full tile at a 
time, much the way the enemies do in one of 
my later games, Eldus. At the moment, a 
bunch of them are kind of clustered up near 
the top in a way that prevents me from 
mowing up there. Wait, where did they all 
come from? I don’t remember that many. 

Hey, this time there are only three of them. I 
bet those others were a display glitch caused 
when one robot enters the same tile as 
another. That probably explains why some of 
them weren’t moving last time. Yeah, it seems 
a bit buggy, with collisions (even from the 
mower) leaving pieces of sprites behind. 

Yeah, this is about as much fun as mowing a 
lawn for real, but at least then, you usually 
don’t have to avoid any robots. 

Those phantom robots are a real problem 
though. I can tell which ones are glitches 
because they don’t move, but they’re also 
blocking that tile on the game board, meaning 
I can’t mow it. That probably makes the game 
unwinnable, at least on this run. 

How did I let this game go out like this? Sure, I 
didn’t have beta testers (I may not have even 
realized that having somebody else test the 
game was a thing you should do) and it was a 
miracle any of my CoCo games were fully 
playable, but this seems especially egregious.  

The instructions say I just need to mow most 
of the lawn, so maybe I just have to be fast 
enough to outpace this display glitch? 

Oh no! Game over sends me back to the title 
screen with that long draw-in sequence all 
over again. Why, past self, why? 

 
This concludes disk #3, with only a few more CoCo 2 
games coming up next (and then one straggler on a 
later disk). The CoCo 3 introduced 16-color graphics 
where you could select from a palette of 64 colors. 
First, though, a few more CoCo 2 games remain. 

Mower Madness, as envisioned by AI. 
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Let’s Play - Disk #4 

Speed Games 
T&D Subscription Software #91 – January 1990 
Speed Games is a 32K program which 
includes 7 action games in one. They are 
as follows: 1. Missile Smasher, 2. 
Maneuver, 3. Ghost Catcher, 4. Jewel 
Snatching, 5. Ball Saver, 6. Bar Fire, 
and 7. Frogger. If you want instructions 
for any of these programs, simply enter I 
for instructions. 

RUN"SPEEDGAM 

   

    

   

    
I came up with generic but original names for 
the first six games in this “7-in-1” pack, but I 
decided to just call the last one Frogger. Oh 
yeah, I remember this. Instead of using a 
graphics mode, do all 7 of these games use 
text blocks in text mode? I was experimenting. 

The one called Frogger is certainly based on Frogger. 
To make it run faster, the pink “logs” in the top half 
don’t start moving until your block (the frog) reaches 
the middle, at which point the yellow block “cars” 
stop moving. It looks like colliding with something 
simply sets you back at the bottom, rather than a 
game over. It’s called Speed Games so maybe my 
score is simply based on a gameplay timer? 

This is another where I must not have coded the 
joystick’s true center correctly, because when I press 
no arrow keys at all (mapped to the joystick in this 
emulator), the frog block still scoots downward. 
Shoot. That makes it a bit impossible to play without a 
real analogue joystick, possibly on real hardware. 

How do I get back to the main menu, since there isn’t 
a game over screen in this one? It must expect me to 
reach the top and then loop me back to the game 
selection list, but I can’t reach the top with this 
controller issue. 

The old-fashioned way it is, then: the RESET button 
(F9 twice, for this VCC emulator). 

The first game listed is Missile Smasher. Ah, so it’s 
basically my take on Defender, and for this one, it 
does use a low-res graphics mode, not just text 
blocks. In a surprise twist, if I set my joystick mapping 
to mouse mode, this one actually works! The mouse 
position translates exactly to the X/Y joystick position, 
and I can move the reticle freely. Actually targeting 
and hitting a missile seems finicky, though, since 
there isn’t a splash damage effect in this game. 

In Maneuver King, I’m a yellow-eyed block at the top 
and the screen scrolls up at me, sort of like that Snow 
Ski game I made (disk #7). 

Ghost Catcher is in text block mode too, with what 
seems to be tricky controls for catching “ghosts” and 
delivering them to the black box. 

For Jewel Snatcher, it’s back to low-res graphics, not 
text mode. You just need to move around the bottom 
and shoot all the jewels at the top. 

Ball Saver is a text-mode Breakout or Arkanoid with 
your choice of four different boards. I would later do 
this again (twice, and with actual graphics) with the 
B.E. Break-in games. 

Finally, we have Bar Fire. You shoot double blue lasers 
up at the enemy going back and forth at the top. There 
are a few rules involved in how your stage score timer 
is calculated, and the meter at the top slowly 
vanishes to indicate a time limit for the stage. 
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On Target 
T&D Subscription Software #86 – August 1989 
How good of an aim do you have? Use your 
light phaser to shoot the black objects 
as they appear on the screen. You must 
hit about 15 black objects on each level 
to advance to the next level. You only 
have a little bit of time to zero in on 
the black objects so before the computer 
shoots for you, shoot the open white area 
on the screen. 

RUN"ONTARGET 

   

   
I kind of like that little intro song. To get more 
than one channel music in CoCo 2 BASIC, you 
had to use a machine language library. I didn’t 
do that here, but it’s still a fun little tune. 

The instructions describe a gameplay design in 
which I’m using the full analogue X and Y axis 
range of the joystick to exactly position the on-
screen reticle. If that’s the case, this might 
translate well into mouse mode if I change the 
joystick type to “mouse” in VCC. 

What gives? It’s built in a way that you have to 
target the black spot quickly and shoot it, else 
it auto-fires for you and you lose one of your 
three given “misses” (lives, basically), even if 
you’re targeting the black object when it does. 

Okay, where in the code is that 3-miss limit? 
Maybe it’s MN=2 at line 35, if it’s 0-inclusive? I’ll 
try changing that to 9999. Nope. Oh wait, that’s in 
“retry” code, so it only takes effect after the first 
game over. That’s fine. That does work.  

Nothing about this is fun, even with all the 
extra lives. At least you can continue from the 
most recent stage, but that’s a moot point if 
you’re stuck on the first one. This was a game 
made for people with robotic reflexes, I guess. 

Country Club Adventure 
T&D Subscription Software #107 – May 1991 
You are dying to get out to the golf 
course. You have a twelve o'clock tee-off 
time. Someone stole your club pass card! 
What will you do? Use standard adventure 
syntax to do things such as open door, get 
card, etc. in this 32K-required adventure. 
You only have so much time so do not waste 
it. Good luck! Maybe we will see you at 
the club house. 

RUN"COUNTRY 

   

   
Here’s another text adventure with a long title 
screen that can’t be skipped. 

Someone “stold” my club country club pass, 
eh? How could I have been a tech-savvy high 
school programmer, who wanted to be a 
writer before I discovered programming, and 
still be so bad at grammar and spelling? 

Oh hey, this supports saving and loading 
games! I don’t remember ever doing that in 
any of them. This disk is full, and I don’t feel 
like testing it out anyway, but if it works, that’s 
already worth big bonus points for this one. 

This one doesn’t seem to have a story hook; 
nothing along the lines of RoboCrook, anyway. 
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Time Trap 
T&D Subscription Software #86 – August 1989 
As the protector of a time tunnel you 
must destroy the time jumpers with your 
powerful death beam. The jumpers will 
grow in the tunnels as you try to destroy 
them before they become full grown. You 
have three men to accomplish your task. 
You also have different levels of play. 

RUN"TIMETRAP 

   

   
The small town where I grew up didn't have 
chain restaurants (or much else of note, for 
that matter), but it had an ice cream shop (or 
maybe a flower shop, or maybe some shop 
that was both at once), and they had a 
Tempest arcade cabinet. 

Much like my fascination with Vanguard when 
I played it, I wanted to create my own version. 

The result is Time Trap, and it has another 
feature I wasn’t typically known for: a way to 
change the difficulty between Easy, Medium, 
and Hard (expressed as settings 1 through 3). 

It looks like you just rotate a line around the 
six-sided “tunnel” and press the FIRE button 
to destroy whatever is growing in that lane. 
You’re penalized a life by shooting at an empty 
lane, or if an invader grows to full size. Even 
“easy” mode seems difficult in this game. 

I don’t know. For an amateur little CoCo 2 BASIC 
game, it has a certain charm to it. I wouldn’t want 
to play much of it, but it’s fun for a few minutes. 

Shadow World - The Future 
T&D Subscription Software #118 – April 1992 
In this text adventure you must find out 
why all the animals you sent in a time 
travel experiment died. To move type the 
letter you want in the direction to move. 
Also, you can use verbs to do activities, 
for example: pull rope, open door. Good 
luck in finding the animals and watch your 
back at all times. Hint: The first part 
contains a stumper for some beginners. 
Make sure that you open the door, pull the 
rope and turn on the light to avoid the 
angry mob. 

RUN"SHADOW 

   

   
From what I can tell, this is the last of my 
games published by T&D before their final 
issue (#121) later that year. The cover sheets 
begin to mention a lack of software coming in 
for consideration. By this point in 1992, I was 
probably in full “college life mode” and wasn’t 
sending much in either, if anything. 

I wouldn’t doubt if their subscriber base also 
began to dwindle, as even the CoCo 3 was 
declining in popularity due to the rise of more 
affordable DOS-based home PCs. There may 
have been a few of my games they bought but 
never published, like Gnome Quest III. 

I’m not sure animal cruelty was the best 
opening premise for this game, but otherwise, 
it’s a typical text adventure. I probably had 
something epic in mind, but that doesn’t 
translate well into 32-character all-caps lines. 
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Rahul’s Quest 
T&D Subscription Software #117 – March 1992 
This CoCo 3 adventure requires the use of 
a joystick. The object of the game is to 
search for the secret letter of love, use 
the fire button to jump, the joystick to 
control movements and to climb up and 
down the ropes. There is an instructional 
program called RAHINST which should be 
run first. To load this ML program, enter 
LOADM "RAHUL". Enter EXEC to run. To save 
type SAVEM "RAHUL",4096,32185,4096. 

RUN"RAHINST / LOADM"RAHUL":EXEC 

   

   

   

   
The first CoCo 3 game I’m writing about is 
actually one of the last ones I created, and the 
second-to-last game of mine ever published by 
T&D. In disk order, Adventure Tutorial comes 
before this, but this one needs to fit a full page. 

Rahul was a friend I met during my first year in 
college. He was studying to be a pilot, and he 
lived on the same floor in our dorm. His family 
was from Bangladesh or India (I wish I could 
remember for sure), but he grew up in or 
around New York City. His accent was pure 
comedy gold for us uncultured Oklahomans. 

The graphics were probably inspired by games 
like Castlevania or Blaster Master. Around that 
time, I was a big fan of block shadows, which 
made scenes like these really pop. 

Just from a visual perspective, these later 
games were a big step up from the constraints 
of the more limited CoCo 2 graphics modes. 
The CoCo 3 hi-res screen was 320x192 pixels, 
with the ability to display 16 colors at once 
from a palette of 64 colors. 

This platformer is moderately playable, but 
jumping and latching onto ropes (by pressing 
UP on the joystick) seems bit tricky. A single 
random enemy (including one that looks like 
Pac-Man) often descends from above, and 
your only option is simply to avoid it. It’s nice 
that they only appear when I’m lower on the 
screen. It would be unfair otherwise. 

If not for the difficulty of grabbing ropes, and 
the tendency of an enemy to spawn above me 
while I’m climbing (presumably it’s random, 
but they move faster than Rahul can climb), I 
would probably be able to finish this game. 

I’m not redrawing Rahul unless he moves, 
which helps avoid the constant flickering that 
happened with player-controlled sprites in my 
earlier games. This was also BASIC compiled 
to machine language (I used a compiler called 
CBASIC3, if I remember right), so it ran faster 
and smoother than my earlier games. 

This isn’t a side-scrolling game. Each screen’s 
self-contained. Walking to either edge or going 
up or down a rope causes a fade-to-black 
effect while it loads the adjacent room. The 
transition takes about three to four seconds, 
which is far better than some of my others. 

If I wasn’t trying to play and write about my 
entire portfolio, it might be fun to try beating 
this game, with a screenshot of every room 
that I could stitch together into one big map, 
like I did for Monster Mash a few months ago. 
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Adventure Tutorial 
T&D Subscription Software #73 – July 1988 
This isn't an adventure, nor is it an 
adventure processor. It is a tutorial, 
designed to teach one method of writing 
adventures. A menu lets you choose which 
part you want to study. Each section must 
be read several times to really 
understand what is being taught. A sample 
adventure is also enclosed. This will be 
automatically loaded when you enter '10' 
on the menu option. 

RUN"ADVTUT 

   

   

   

I briefly mentioned this one earlier. Even though it 
describes a system for constructing and 
programming these text adventures in a very 
inflexible way, it is thorough in explaining how it 
was done, or at least how I was doing it. 

I have to think that gamers back then were 
just used to this kind of simple two-word 
guess-the-verb system, even with much 
better commercial games out there from 
Infocom and others. You would learn the 
lingo, so to speak, which might have made 
some of the difficulties of playing them today 
less of an issue back then. There isn’t much 
use for my Adventure Tutorial in 2025 though. 

Name This Tune 
T&D Subscription Software #86 – August 1989 
This coco3 only program allows up to 4 
players to play. Players take turns 
spinning a spinner and uncovering the 
squares on a grid. If you can guess the 
song, you will win the points. When all 
the squares are removed, the player with 
the most points wins. 

PCLEAR1:RUN"NAMETUNE 

   

   
This was most likely one of my first few games 
for CoCo 3, since it’s just BASIC without being 
compiled into a machine language binary. 

According to the instructions, answers should be 
abbreviated like an acronym, but I wonder how 
much of a stickler it is for exact matches. The 
example I give is “SWOT” if you think the tune is 
Somewhere Out There but does that mean I 
thought “Somewhere” was two different words, or 
does it mean separate syllables count as multiple 
words? It also says to put “theme” if the song is 
from a movie, such as “OGP THEME” if it’s the 
theme to “On Golden Pond”. Really? That was my 
example? I don’t even remember that movie. 

Each “tune” is just a few notes, but I recognize 
some of them, so that’s nice. That one was the 
theme song from The Monkees, so the answer 
was “M THEME”. That one was the stage start 
theme in Pac-Man, but just “PM” worked as an 
answer. That one was the theme from Mission: 
Impossible, so “MI THEME” worked. No idea 
what that next one was. 

I wonder how quickly the game runs out of 
new tunes to play, and how obscure they get. 
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Virus-D 
T&D Subscription Software #88 – October 1989 
This is a Coco3 only game played on 
Advanced circuit boards. There are five 
levels of play. The instructions are 
included in the program. Before loading 
this program, enter a PCLEAR 1 directly 
from the keyboard. 

PCLEAR1:RUN"VIRUS-D 

   

   
More spelling errors: I wrote “equipted” 
instead of “equipped” in the instructions. 

To play, it looks like I need to stay away from 
that little spark thing (the “Whizzer”), which 
floats through obstacles even though my little 
“bug” thing can’t. The instructions describe 
multiple levels. Let’s see if I can at least make 
it to the second one. 

It seems I can only grab those five little yellow 
“chips” if I approach them from the right-hand 
side. Did the instructions tell me that? This 
enemy “Whizzer” is a pain, but as with Fifi in 
Tiler Tex, I can lead him away then make my 
move. The difference here is that “Whizzer” 
doesn’t get trapped by any obstacles, so the 
relief is only short-lived. 

Stage 2 is another circuit board, but now there 
are two enemies that move up and down from 
either side, while slowing moving inward 
toward where I am. Well, that didn’t last long. 

This game looks kind of cool, at least. I also like 
my optimism in the game’s story, which predicted 
a CoCo 5 would be marketed in the year 1997. 
This might have been a fun game back in 1989. 

Let’s Play - Disk #5 

Food Factory 
T&D Subscription Software #95 – May 1990 
This Coco 3 only program involves moving 
your man around trying to catch as many 
cans as possible. When you catch enough 
cans, you will be allowed to do battle 
with the Burgermen. Since this program is 
written in ML, you must enter 
LOADM"FACTORY" from disk or 
CLOADM"FACTORY" from tape to load. Then 
enter EXEC instead of RUN. 

LOADM"FACTORY":EXEC 

   

     

What I remember most about writing this game is 
Steven Crady, the nephew or grandson of a neighbor 
from up the street who was in town for the summer. 
He must have been in middle school. He was 
interested in games and computers, and so I showed 
him what I was up to with mine. Together, we worked 
on this little Food Factory game. His go-to saying 
when frustrated was the funny and wholesome 
“cheese-ola” which drove me nuts after a while. 

Weed monsters pop out of the holes, then 
disappear after a few seconds leaving cans 
behind. You can press FIRE to do battle against 
three gray burger monsters at any time, but it’s 
best to collect several cans as ammunition first. 
That seems to be the whole gameplay loop, and 
you’re playing to get a high score. 

Aside from the flickering sprites (due to how I 
coded movement in the main game loop), it’s not 
a horrible game. It’s simple, and those weed 
monsters sometimes pop out and get me while 
I’m trying to collect a can (which is kind of the 
point), but it’s fun in its own way. 
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B.E. Break-in 
T&D Subscription Software #90 – December 1989 
Break into the base on Demarus 9 in this 
Coco3 machine language only program. Use 
your right joystick to bounce the orbs at 
the shield power containers. Every third 
level is a bonus round where you try to 
catch falling energy pods. To load this 
program, enter CLOADM for tape or 
LOADM"BREAK-IN" for disk. To run, enter 
EXEC. To save this program, enter 
(C)SAVEM"BREAK-IN",4096,23842,4096. 

LOADM"BREAKIN1":EXEC 

   

   
I’ve always had a fascination with Breakout 
and Arkanoid and other brick-breaking ball-
bouncing games of the sort. I don’t know why. 
Maybe they just look cool, and it’s a simple 
enough style of gameplay that was easy 
enough for me to copy. I haven’t really enjoyed 
playing games in the genre, although I was a 
big fan of AlphaBounce on the DS. 

I was sure the “B.E.” in the title stood for 
“Biware Enterprises” (the “company” I formed 
with friends in high school), but the game’s 
instructions say it’s “Blast Earth”, some alien 
organization trying to destroy us. 

This uses the full X-axis of the CoCo joystick, 
which works well in the VCC emulator if 
switching joystick settings to mouse mode. 

Properly over-clocked (I’m running it now at 
about 20Mhz in the emulator), it plays well. 
The bounce physics are far from perfect, but 
it’s a pretty competent no-frills one of these. 
Without overclocking, it runs a bit too slow. 

B.E. Break-in 2 
T&D Subscription Software #106 – April 1991 
You have been sent to stop the aliens in 
this Coco3 only game. Watch out for the 
Whammy and the rows of advancing blocks in 
this machine language program. There are 
additional instructions inside the 
program. To load, enter CLOADM for tape or 
LOADM"BREAK2" for disk. Enter EXEC to run. 
To save this program, enter (C)SAVEM 
"BREAK2",4096,21380,4096. 

LOADM"BREAKIN2":EXEC 

   

   
George Aftamonow was a CoCo enthusiast or 
a fellow indie developer or something. I never 
met him, but he found me through my games 
from T&D and reached out with ideas for a 
sequel to B.E. Break-in. This version 
introduced a row of blocks that would 
gradually descend, and a yellow “whammy” 
that would jump from block to block and 
destroy your ship (the paddle) if you hit an 
affected tile three times. 

Those seem like bad additions, in hindsight. You 
don’t really have much control over the ball (now 
a blue comet-like thing), so clearing lower rows 
before they come too far down or running afoul of 
the whammy are just random systems that only 
serve to frustrate players. It’s generally less fun. 

The game also ran slower, or at least it seems a 
little more sluggish than the first game, which 
wasn’t George’s fault since I programmed it. The 
game board, with its plain gray tiles, lacked the 
colors and patterns that differed between levels 
in the first game. All in all, I’ve always considered 
this one a step backwards. 
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Gnome Quest 
T&D Subscription Software #112 – October 1991 
In this CoCo 3 only graphics game, nobody 
"gnomes" the trouble you'll see! You are 
the prince of the gones, and as such, it 
is your duty to rescue the three 
treasures of the gnomes that were stolen 
by an evil wizard. But beware, a journey 
through a treacherous mountain filled 
with spirits is required. While in the 
mountain, use the joy-stick to manipulate 
your gnome from stone to stone, pushing 
the button to jump. But remember you only 
have three lives! For more information 
run the "manual" program. 

LOADM"GNOME1":EXEC 

   

   

   
The command above the screenshots will 
launch the game, but the instructions are a 
separate program accessed by typing: 

RUN"MANUAL 

At some point in the late 80’s, the three of us 
(me, Kandi, and Frayne) decided we might be 
better off making royalties from our games 
rather than selling them outright for such 
small amounts to T&D. I discovered a place 
called SPORTSware in Rainbow Magazine, 
and they were looking to publish games. 

The royalty paid to development partners was 
only 25% (at least, that was the deal they 
made with us), which seems kind of low now. 

Maybe it wasn’t, though. They were doing all 
the marketing (including expensive ads in 
gaming magazines like The Rainbow), making 
the physical copies (including a printed 
manual for each), and doing the distribution. 

Gnome Quest was the second of only three 
games of mine they published before going 
out of business. Ultimately, this one sold 
fewer than a dozen copies. Once our deal with 
them ended, I submitted it to T&D where it 
was eventually published in October 1991. I 
didn’t update the game’s title screen, so it still 
shows the SPORTSware copyright line. 

Eventually my little company would try self-
publishing some of my last games, but that 
yielded poor results and was short-lived when 
things fell apart with me away at college. 

By the time I made Gnome Quest, my games 
at least looked more professional. This one 
has an intro title screen with a catchy theme 
song, followed by an attract mode that toggles 
back and forth between an alternate title 
screen and a top 10 high score board. 

This is among my personal favorites from this 
collection. It controls moderately well, there 
are no enemies (unless I introduce some later, 
but I don’t think so), and it’s really just about 
pure platforming. There’s something satisfying 
about jumping to each blue platform and the 
click it makes when it turns green. There isn’t 
a time limit. There’s a challenge in that the 
gnome can’t jump high or far, some jumps can 
be tricky, and losing all 3 lives means starting 
over completely, but I still really like it. 

The graphics are simple. Most likely, the look 
of the pillars and platforms was inspired by 
pillars in the NES game Rygar, which is one of 
my all-time favorites for that console. 

This is one of only a few of my games from that 
era I can point to with a measure of satisfaction. 
It’s not an amazing or innovative game by any 
means, but it holds up better than most others. 
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Lord Silvercape 
T&D Subscription Software #93 – March 1990 
Find Lord Silvercape and free him from 
the spell placed on him by an evil witch 
in this graphic adventure for the Coco3. 
Use standard adventure syntax like get, 
drop, and examine. There is a graphic 
window on the top right of the screen and 
a compass on the left. The middle two 
boxes will tell you your inventory or the 
objects in the room. Good luck! 

PCLEAR1:RUN"SILVCAPE 

   

   
Technically this is listed before Gnome Quest 
on disk #5, but I needed a full page for that. 

The more I tried to make my text adventures 
visually appealing with graphics and a custom 
UI and special graphics-mode fonts, the more 
difficult they became to play. All of that just 
slows down the game, making it painful to 
watch as any action causes the screen to 
draw in over the course of several seconds. 

In the VCC emulator, I can over-clock the CPU 
so that speed is a non-issue, but there’s still 
something less than ideal about a custom 
font that still makes the text harder to read. 

Oh, this is the game with a fence you can 
climb – not Destination: Unknown. After that, 
I’ve already encountered three instant death 
scenarios. Make that four. Now I’m up to five. 
This game really doesn’t respect the player. 

I finally managed to find a bottle to pick up, but 
not much else. It can hold water, but I drown if I 
go near the lake. This seems like a particularly 
tough one of these, even by my standards. 

Let’s Play - Disk #6 

Smurf Quest 
T&D Subscription Software #105 – March 1991 
Use your right joystick to control Hefty 
Smurf in this machine language game for 
the Coco 3 only. Pushing the stick upward 
and pressing the fire button will cause 
him to jump. Pushing the stick left and 
right will cause him to walk. Up and down 
makes him go up and down ladders. There is 
additional instructions for this program 
found in the instructional program called 
SMURFINS. To load the ml program, enter 
LOADM "SMURF" for disk or CLOADM "SMURF" 
for tape. Enter EXEC to run. 

LOADM"SMURF":EXEC 

   

     

The command above will launch the game, but the 
instructions can be accessed by typing this first: 

RUN"SMURFINS 

I was much too old for The Smurfs by this point, but I 
wanted to make a game based on the cartoon I had 
enjoyed as a kid; one that maybe other kids might 
enjoy. The title screen plays the show’s theme song, 
and I didn’t even bother to call it “Smoof Quest” or 
something. It’s just a clear Smurfs rip-off. 

I have it playing background music by playing a single 
ultra-brief note at every step of the way through the 
main gameplay loop. This makes it super annoying. 

This is a pure platformer (no enemies), but the 
controls are abysmal. You have to aim up while 
pressing FIRE to jump. The green background was a 
mistake, too. You get but a single life. I made this 
game after Gnome Quest (it’s the same gnome sprite 
with a palette swap), yet it’s somehow a far worse 
game, as if I had regressed. This one is best forgotten. 
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Cavern Quest 2 
T&D Subscription Software #91 – January 1990 
This Coco3 only game is similar to the 
popular 'PITFALL' game. As Jumpin' Joe 
Davis you must search for the lost 
treasure of the Baldana Civilization. 
There is an instructional program which 
precedes this called 'QUESTINS'. 

RUN"QUESTINS"  or  RUN"CQUEST2" 

   

   
What happened to Cavern Quest 1? It must 
have been one of the few games that was so 
bad, T&D wouldn’t publish it. 

I can’t imagine it being much worse than this. 
Cavern Quest 2 must have been one of my 
earliest attempts at writing a CoCo 3 game. I 
know my first game was Gopher (up next), but 
it wouldn’t surprise me if this was the second. 
It had to be fairly soon after I moved up from 
CoCo 2 to 3, because it isn’t compiled to ML. 

It looks decent enough (aside from the character 
you control, a stick man), but the controls are 
weird. When jumping, there’s a long pause and a 
bunch of clicks, as if I made the game evaluate 
the trajectory of your jump before actually 
animating it. It also lacks any swinging vines. 

On my site, I describe this as a poor-man’s Pitfall. 
Even that much might be too generous. It’s slow, 
but that works to its advantage in this emulator. 
With arrow keys mapped to the joystick, it’s 
probably a lot easier than it was. 

With patience, it doesn’t seem like a difficult 
game. At the same time, it’s not very fun. When 
over-clocked to about 18Mhz, it plays faster and 
smoother, but it also becomes a bit tougher. 

Gopher 
T&D Subscription Software #111 – September 1991 
I've heard this Coco 3 only game described 
as a cross between Pac-Man and Dig-Dug, 
and that has to be the best description 
that I can come up with. You are a hungry 
gopher trying to eat red proteins and 
roots while staying away from the deadly 
snake. As a gopher, you can dig through 
the earth, but watch out. There is a limit 
to the number of times this can be done. 

PCLEAR1:RUN"GOPHER 

   

   
My friend Frayne got a CoCo 3 before I did, so I 
stayed over at his house for a weekend, from 
Friday evening until late Sunday, reading the 
updated COLOR BASIC programming manual 
and figuring out how to use all the cool new 
features available to us. 

The result was a marathon two-person game 
jam that saw the creation of my first CoCo 3 
game, Gopher. We were in the zone, coming 
up with great ideas like the ambulance that 
drives across the top when the gopher dies, 
the roots you could only “eat” by coming 
directly up to them from below, the falling 
jewel you could try to catch for bonus points, 
certain walls that you could dig through to 
open enclosed areas, the Pac-Man like 
underground gameplay, and a single snake 
enemy that was easy to lead away, trick, and 
trap, just like Fifi in Tiler Tex. 
I couldn’t put the finishing touches on it until I got 
my own CoCo 3 later, but it was mostly made that 
weekend. To some extent, this game still holds 
up, at least compared to some of my others. 
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Gnome Quest II - FireSpire 
T&D Subscription Software #115 – January 1992 
It's in! The sequel to Gnome Quest is in! 
Gnome Quest was one of the best CoCo 3 
disk only games we had seen for quite 
awhile, and the new version is even 
better. In the first game, you were told 
that an evil wizard had stole three 
powerful weapons from the gnomes. The 
second game takes place after you have 
succeed in retrieving the Spirit Sword 
from the wizard, and are now ready to go 
after the FireSpirit, second of the 
gnome's great weapons. Unlike the first 
game, you now have the power of the 
Spirit Sword on your side. For a complete 
description of the game and the 
instructions, RUN "Manual". To load the 
program, enter LOADM "GO". To run the 
program, enter EXEC. The ML file GO will 
automatically load and execute three 
additional files called 2.BIN, 3.BIN, and 
4.BIN. Have fun! 

LOADM"GNOME2":EXEC 

   

   

   

   
Or, to run the instruction program first: 

RUN"MANUAL 

The second game in the Gnome Quest trilogy 
was also marketed by SPORTSware at first. 

The title screen features a purple box behind 
the word “FireSpire” that fades in and out, 
with one of the eyeball enemies zooming 
across the screen over and over. 

The game starts out with an annoying bat 
enemy with a back-and-forth zig-zag flight 
pattern that makes even the first few minutes 
of the game a bit frustrating. It’s even able to 
block the path forward once it settles into its 
back-and-forth routine on a ledge but leaving 
the room and coming back resets it. 

After finding the right “window” to jump into, 
the scene switches to an interior with the 
eyeball enemy frequently flying across from 
right to left. It’s often on a direct path with me, 
and I don’t have a weapon yet, but I already 
figured out a cheat. If I pause and bring up the 
status screen (SPACE bar), it resets the enemy 
but not my gnome when I un-pause. 

I remember at least one of the windows you 
can enter being below you, with no platform to 
land on. Quite a few windows are like that, but 
most don’t lead anywhere, so it’s instant 
death if you fall off the screen. That means at 
least one required path is a leap of faith and 
trial-and-error in a game where you get limited 
lives and only three continues. 

Oh wait, I do have a weapon. I just have to be 
pressing down and forward at the same time 
to use it, and it has a very short range. 

I meant for this to feel like an epic adventure, 
the way some games I played on the NES did 
(Zelda 2, Faxanadu, Rygar, Battle of Olympus 
and a few others). The screen doesn’t scroll; it 
just fades out and back in as you move from 
room to room. The instructions describe other 
types of areas and different items and 
upgrades to find along the way, but it would 
take some commitment to make progress. 

Some emulators probably allow full save states, 
though. MAME might, for instance. This would 
probably be a decent game with save states. 
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Let’s Play - Disk #7 

Snow Ski 
T&D Subscription Software #98 – August 1990 
You are stuck on a treacherous mountain 
loaded with trees, rocks and telephone 
poles. Use your right joystick to guide 
your skier down the hill. You have three 
chances to make it down the hill, scoring 
points as you go. 

RUN"SNOW-SKI 

   

    
The last CoCo 2 game in my collection is the 
proverbial odd man out on a disk of CoCo 3 
games. Back when I put those disks together, I 
must have overlooked this game or simply ran 
out of room on the earlier all-CoCo 2 disks. 

I may have been getting lazy when I made this. 
The title screen is just simple plain text. It looks 
like I was experimenting with vertical scrolling, 
although even opting to use the high-speed 
“poke” for CoCo 3, it’s very slow.  

Without it, I’m seeing maybe 1 frame per second 
(or one “game state update” per second, which 
might be more accurate).  

Over-clocking the VCC emulator to around 10Mhz 
gets it running at what feels like a proper pace, 
but that exposes the design flaw of the skier not 
being nimble enough to move side to side in time 
to avoid far too many oncoming obstacles that 
litter the ski slope. 

Fun fact: I’ve never gone skiing for real in my life. 

Aliax 
T&D Subscription Software #101 – November 1990 
This Coco3 ML game involves controlling a 
Robot as you dig from one room to the 
next. There are two zones with eight rooms 
in each to explore. There are also 
instructions built into the program which 
will tell you more. This program is in 
machine language. To load this program, 
enter CLOADM "ALIAX" for tape or LOADM 
"ALIAX" for disk. Enter EXEC to run the 
program. 

LOADM"ALIAX":EXEC 

   

   
Two things caught my attention as I played a bit of 
Aliax. One, it doesn’t have title screen music at all. It 
simply loads, and you’re ready to start. Two, it shows 
the date I finished programming it: July 14th, 1990 – 
just a month before I left for college. 

At a glance, it probably seems like Dig Dug 
was the inspiration for Aliax. I don’t think I had 
ever played Dig Dug at the time. Instead, I took 
inspiration from the digging you could do in 
Super Mario Bros. 2 on the NES. For being the 
proverbial odd man out from that original SMB 
trilogy (it wasn’t even originally a Mario game 
when it released in Japan), SMB 2 is probably 
the one I’m most fond of. 
To play, aim DOWN + FIRE to dig and UP + FIRE to 
jump. You can dig up enemies to get rid of them 
for a moment, and you can move left and right on 
an underground game board that wraps around.  

You have a moment of invincibility when taking a 
hit (that was nice of me), although the sprites are 
always flashing, making it hard to tell. 

With limited room to maneuver and a time limit on 
each screen, it’s tough to make it very far. 
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Police Cadet V - The Badge of Power 
T&D Subscription Software #88 – October 1989 
This Coco3 only adventure involves 
finding the criminal who stole your badge 
of power. Some of the commands available: 
N,S,E,W, GET, PICKUP, LEAVE, DROP, TAKE, 
READ, LOOK, EXAMINE, SAY, UNLOCK, OIL, 
PUT, and KILL. 

PCLEAR1:RUN"CADET#5 

   

   
Once again, I riffed a bit on the Police Cadet 
theme song. Thankfully, it’s still short and I’m 
into the game fairly quickly. 

When T&D published this, it had a major bug, 
which may have been game-breaking. Instead 
of starting out in the transporter room like 
you’re supposed to, you’re in an east-west 
hallway somewhere else instead. I must have 
been doing some last-minute testing before I 
submitted the game. 

When I started collecting my old games, 
before they could all be found easily in the 
T&D section of the TRS-80 CoCo Archive, I 
was able to fix the bug by referring to the 
original design map. I have a few other design 
maps for text adventures I never got around to 
making, but this is the only one for a finished 
game I still have. The version available in my 
own zip archive has been updated to start out 
in the correct room, location 23, possibly with 
a few other flags or items moved to their 
appropriate starting positions too. 

With all this info (pictured to the right), it 
might be possible to solve and finish this one. 

I really shouldn’t have tried to be so different with 
the font in this game. Something simpler with 
lowercase letters would have helped a lot. At any 
rate, with guidance from the design map and a bit 
of high over-clocking in VCC, this one is playable. 

 

 

https://www.cocoquest.com/msnyder.zip
https://www.cocoquest.com/oldmaps/pcadet5.html
https://www.cocoquest.com/oldmaps/pcadet5.html
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Eldus 
T&D Subscription Software #106 – April 1991 
You must find the "Pool of Life" in this 
Coco3 only game. This disk only machine 
language program takes up exactly half 
the disk! To load, simply type RUN 
"ELDUS". Eldus will automatically LOADM 
and EXEcute four ML files. To play: 
Control King Ralum with the right 
joystick. You must collect keys, jewels, 
fires, and the sword. There are doors and 
caves that will take you from section to 
section. Be sure to avoid the Wrelnins at 
all cost. You only have three lives, each 
having four hearts. There are over 100 
screens! 

LOADM"ELDUS":EXEC 

   

   

   

   

   

Or, to run the instruction program first: 

RUN"ELDUS 

The instruction program auto-launches the game 
itself upon completion, which saves some time. 

No joke, this is a quote from the instructions: 

“This is a VERY difficult game to win. It even took 
me six months of trying, and I made the game!” 

Initial thoughts: I like the title music in this 
one, but the little guy (King Ralum) sure 
flickers a lot. My amateur way of handling the 
game’s main update loop causes that. 

This is an elaborate maze game disguised as 
an action RPG. It’s about collecting  a bunch 
of items without losing all your hearts (lives) to 
the white bat-like Wrelnins. 

They don’t follow you or target you, though. 
Instead, some rooms are full of them, and 
they simply take turns moving one tile at a 
time in a random direction – up, down, left or 
right, even over walls and obstacles. Their 
sequence is predictable, but their movement 
is not. This leads to frustrating situations 
where you need to pass through gaps or 
tunnels and simply hope that luck is on your 
side and one of them doesn’t randomly come 
back in your direction. 

If I had made a way to save your progress, it 
might have been a game that would hold up 
today, for nostalgia, if nothing else. I don’t 
know why I rarely built a save system into my 
games. I either thought it would trivialize the 
experience and make it too easy to finish, or I 
didn’t really know how, or I was just lazy. 

If I made this now, I might allow saving at 
specific “save points” on the map, or maybe 
anywhere, but with the caveat that you’d 
always start at the beginning of the room 
instead of your current position. 

I don’t have it in me to play much of this. I 
remember it being a long game to finish, with 
much of the time spent just waiting in one 
spot on an enemy-infested screen while the 
gods of randomness took their sweet time in 
opening up a path for me. 

This was certainly ambitious, if nothing else. 
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Galaxy Q 
T&D Subscription Software #87 – September 1989 
The mini galaxy is infested with planets, 
star bases, weapon dealers, moons, suns, 
and more. Use you right joystick to 
maneuver your spaceship in this Coco3 
only machine language game. You may touch 
planets, bases, zoos and weapon dealers. 
Since this program is in machine 
language, you must enter LOADM"GALAXYQ3" 
or CLOADM (if using tape) to load. Enter 
EXEC instead of RUN. 

LOADM"GALAXYQ":EXEC 

   

     

Instructions for Galaxy Q appear on the first 
screen upon launching the game. I’m told to 
score points by touching planets, bases, zoos, 
and weapon dealers while avoiding moons, 
asteroid belts, suns, and three different 
galaxy guardians. Will these things be visually 
distinctive? Or will I just have to guess? 

The guardian is easy to spot. It’s the flashing 
box-thing that stalks my little blue ship. I also 
saw game sprites draw in at the start (I hadn’t 
yet figured out how to set up on the game on a 
hidden screen or start out with every palette 
color set to black), so a couple of those do 
seem like they’ll be easy to spot. 

The instructions also call out the very slow 
scrolling. Rather than going room to room like 
many of my games, it simply shifts over by 
one tile when you reach the edge. This ends 
up giving a pursuing guardian an advantage. 

I’m going to crank up the CPU over-clocking in 
VCC and see if it’s any better that way. 

The sweet spot seems to be about 8Mhz. Any 
slower and there’s not enough improvement 
to the scrolling, but any faster and I don’t have 
time to react to and run from the guardian. 
“Run” might not be the right word. You can’t 
outrun them. You just have to move far 
enough away to the side so that they go past 
your ship without hitting it. I figured that out 
after losing several times by trying to outrun 
them instead. You can’t. 

Why does the spaceship move at half-speed 
until the guardian appears? Usually, adding 
another moving sprite to the screen slows the 
game down. I have no idea what I did there. 

Why is the hitbox on those little pink moons 
the full size of the black tile it’s on? I explode 
not from running into one, but just from being 
too close to one. 

Why does it reset me to the upper-left corner 
of the space map when I explode? I can sort of 
understand it doing that after a Game Over, 
but I have three lives. Why can’t I continue? 
The various things (planets and so forth) that I 
touched/collected are remembered, but still. 

I’m going to chalk this one up as impossible 
and irredeemable. I couldn’t even make it far 
enough in any given direction to find a zoo or a 
weapon dealer. If I was trying to play this for 
real, it would be maddening; rage-inducing, 
even. This is a remarkably bad game. 

The trick seems to be that you need to stop 
immediately when a guardian enters the 
screen, moving only if you’re not in a good 
position to dodge it. Wait for it to get close but 
not too close, then slide out of the way like 
you’re a bull fighter. When waiting to dodge 
out of its path, you have to make sure you 
don’t move too close to the edge to avoid 
triggering a screen transition, because that 
tends to throw everything off and put you even 
closer to the guardian, or directly on top of it. 

Even knowing all that, I can’t make it very far. 
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Let’s Play - Disk #8 

Doctor Who - Deadly Alliance Part 1 
T&D Subscription Software #93 – March 1990 
Based on the British TV series, this ML 
game for the Coco3 involves helping the 
Doctor travel through time. There are 
four levels in this game. Once you 
complete a level, you do not have to go 
through it again. When your score reaches 
500, you get to advance to the next 
level. You must enter LOADM"WHOPART1" and 
EXEC instead of RUN. This program 
requires the use of the right joystick. 

LOADM"WHOPART1":EXEC 

   

   

   

In the 1980s, Doctor Who was syndicated on 
PBS here in the states. I absolutely loved the 
show and only knew of Tom Baker (as the 
fourth doctor). I thought his name was Doctor 
Who (I know now it’s just “The Doctor”). 

This one, oddly enough, seems to have no 
instructions included at all. What is this so-
called “deadly alliance?” What is RU, and why 
am I trying to escape from it? Big questions. It 
does have a single-channel rendition of the 
show’s theme song, though. 

Each of the four games in this series has an 
entirely different style of gameplay. This first 
game has four different stages as well. 

The first stage isn’t bad. You just have to move 
around and shoot at the white ship, while 
making sure not to stay too long between the 
blue things at the top and bottom (they move 
back and forth as a pair) because they shoot 
at a regular interval. If you’re caught between 
them, it’s Game Over. 

The problem is, the more you score (or maybe the 
longer the stage lasts), the faster the pair of blue 
things shoot, meaning the chance to pass from 
one side to the other between them gets shorter 
and trickier. 

I had a run where I did pretty well, but then 
suddenly exploded without being hit. At least, 
I think that’s what happened. Is the stage on a 
time limit as well? My score that time was 
325. That’s significantly shy of the 500 points 
needed to advance to the second stage. If it 
really is on a timer, that’s just mean. 

Oh, okay, no, I exploded because one of the white 
enemy ships made it past me all the way to the 
opposite side. I guess that’s not allowed. That’s 
good to know. Why didn’t I include instructions? 

This stage is kind of fun, and there’s a certain 
rhythm to it. If those blue things didn’t speed 
up their attack cycle, I could probably make it 
to the second stage. Unfortunately, it’s Game 
Over at a single hit. If I did make it to stage 2, I 
could start from that level after a Game Over. 

I got up to 400 points that time. I just need to 
shoot 20 of these goobers to advance. I may 
be imagining it, but it seems like those little 
white ships start moving faster too. 

Oh cool, the “P” key pauses the game. Nice! The 
fire button (I have it mapped to the ALT key) un-
pauses. I just noticed that the stars in the 
background blink a bit too. That’s cool. 

Why do the controls become unresponsive? 
It’s hit or miss if my ship will actually start 
moving or will fire a shot when I tell it to. Is 
something wrong with my keyboard? I don’t 
remember this game being that way before. 
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Finally! Okay, now in Stage 2 I move the TARDIS 
back and forth under a gap in a descending gray 
line. It’s like the mini-game in Chambers of Krid.  

With every 125 points (5 successful maneuvers 
through the gap), it speeds up. After the second 
time that happens, I’m at the mercy of the 
random number generator. If a gap is near one 
side and the next gap is over on the other side, 
there simply isn’t enough time to move under it. I 
bet substage 4 is even more impossible without a 
lucky run. The gap also shrinks. This is just unfair. 

Ah, substage 4 is actually slower, but the gap 
moves back and forth, making it harder to line 
up under it without being hit from the side by 
the gray line. I’m going to try that again. 

Stage 3 has the TARDIS shooting a triangular 
missile at an erratic white bug. Since when did 
the TARDIS get missiles? The missile moves 
slowly, making it impossible to time the shot to 
have any chance at hitting the bug on purpose. I 
did it two or three times by pure luck, but after 
several seconds, the bug hits me with a lock-on 
beam of some kind for an instant Game Over. 

Oh wow, through persistence and blind luck, I 
managed it. Each substage required just a 
single hit, so four hits in total. I’m actually to 
the final stage now! Am I actually going to 
beat this game? 

In this stage, I’m still controlling the TARDIS at 
the bottom, and I can still shoot a missile, but 
the idea seems to be that I need to hit the two 
descending saucers without either of them 
reaching the bottom. Hitting one spawns 
another to descend from the top. 

I did it! That last stage was probably the 
easiest of the four, even with multiple sub-
stages that caused the saucers to speed up 
and even stop descending at the same speed. 
I actually did it, and got the first password, 
which is SPECTRUM. In the final game, there’s 
a password system that lets you skip ahead to 
other levels. I guess I’ll get a refresher on how 
that works soon, as I now move on. 

Doctor Who - Deadly Alliance Part 2 
T&D Subscription Software #95 – May 1990 
In this 2nd episode you must find the 
Daleks who are hiding on the island. Use 
your right joystick to move around 
searching for clues. This is a Coco3 only 
program. Since it is written in ML, you 
must enter (C)LOADM instead of (C)LOAD. 
Enter EXEC instead of RUN. 

LOADM"WHOPART2":EXEC 

   

     

What happened to the intro music? I guess I 
opted not to include any this time. There’s a 
short song when I lost the game and got 
kicked back to the CoCo command prompt, 
though. I didn’t remember this game even 
having a Game Over. It’s still the chill island 
exploration experience I remember, though. 

As “Doctor Who” (I really wish I had known 
that wasn’t his name), you travel the island (as 
a little guy on-screen), go directly below any 
house, and press the FIRE button to knock. 
There’s a cool swirl-in for the little black 
dialogue box that appears, and a cool swirl-
out when you click the FIRE button again. 

With no enemies and such a small character 
sprite, the game is plenty fast without any kind of 
emulator trickery. Even the transition from screen 
to screen isn’t bad, with a tile-based view that 
quickly fills in and doesn’t fade out first, giving 
players something to watch instead of just a 
black screen. 

The only reason I lost the first time is that I 
stumbled upon the house where the Daleks 
are hiding, and I “wasn’t prepared” for them. 
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I found a house where the resident gave me a 
red coin, and another where I was given an 
orange coin. I forgot what these are for, but 
presumably I just need to explore the whole 
island this way until I find what I need. 

I see no way to check my inventory, though. 
The instructions didn’t mention it either. I 
guess you just have to keep track. I’m also 
making a map as I go, just in case. 

Most of these houses either ignore me, or 
nobody is home. Still, I’ve been given a few 
items and I’m making progress. 

Ah, it’s a series of fetch quests. At least some 
of these clues tell me pretty much where on 
the island I need to go next. From what I can 
tell, if nobody answers, the house isn’t 
important. If somebody answers at a house 
but says they can’t help, they can help, but 
not until you reach that part of the quest chain 
(ex: somebody tells you to deliver a book to 
that person, or some person). 

At this point, I think I’ve visited every house 
and had every “I can’t help you” person end 
up helping me. If my notes are correct, I now 
have a gun and an invisibility ring. Am I ready 
to take on the Daleks now? If not, it’s Game 
Over and I’ll have to do all this again. 

Well, here goes. I’ll give these notes one more 
review to see if there’s a house I marked as “I 
can’t help you” without any additional notes. 

Success! The Doctor spares the Daleks in 
exchange for information about The Master, 
who is on Earth in the year 2945. The 
password at the end is RADIATION. 

A game like this holds up far better than any of 
my arcade games or text adventures. There 
wasn’t much to it, but I can honestly say it 
was kind of fun to play and re-solve this. 

Now that I’ve solved it, I can’t just not create a 
full map and walkthrough for it. The map isn’t 
large, at just 4x4 locations (16 in total). 

 
CTRL+CLICK the map above or RIGHT-CLICK 
and “open in a new tab” to view the full map. 

Walkthrough 
Get a [RED COIN] from [B]. 

Get an [ORANGE COIN] from [L]. 

Get a [NECKLACE] from [K]. 

Get a [SILVER COIN] from [O]. 

Get a [TROPHY] from [I]. 

Get a [GUN] from [E]. 

Give the [NECKLACE] to [D] to get a [WATCH]. 

Get five [MAP PIECES] from five [Q]s. 

Give the [WATCH] to [K] to get a [NOTE]. 

Give the [NOTE] to [J] to get the [MAP CLUE]. 

Give five [MAP PIECES] to [H] for a [TROPHY CLUE]. 

Give [TROPHY] to [G] to get the [KEY]. 

Give [KEY] to [P] to get a [GOLD BAR]. 

Trade the [GOLD BAR] to [A] to get an [ORB]. 

Give the [ORB] to [N] to get a [BOOK]. 

Give the [BOOK] to [F] to get a [CARD]. 

Give the [CARD] to [C] to get a [BLUE COIN]. 

Trade all four [COINS] to [A] to get a [POTION]. 

Give the [POTION] to [M] to get an [INVISIBILITY RING]. 

Locate the Daleks at [X] to [WIN THE GAME]. 

You can find the Daleks at any time, but you’ll lose 
and have to start over if you haven’t obtained the 
invisibility ring and the gun. Also, the quest chain 
starting with the Necklace (then Watch, then Note, 
then Map Clue) can be skipped and you’ll still get both 
of the required items, but apparently if you miss 
getting that Map Clue, you’ll still lose the game. 

http://www.cocoquest.com/Who_Part2_FullMap.png
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Doctor Who - Deadly Alliance Part 3 
T&D Subscription Software #96 – June 1990 
The instructions for this Coco3 only 
program are available from the machine 
language program itself. To load this 
program, enter LOADM "WHOPART3" if you 
have a disk based system or CLOADM 
"WHOPART3" if you have a tape based 
system. 

LOADM"WHOPART3":EXEC 

   

     

Here, I have a game screen set up kind of like 
Aliax, with the title panel on the left and the 
game screen on the right. Per the instructions, 
there are 135 sectors. A “sector” is just your 
position on the screen. Each time you shoot a 
meteor, it advances up by a single row, which 
counts as a “sector”. I think this means that to 
beat the game, you must shoot 135 meteors. 

To get the final password, you have to finish the 
game and score at least 1500 points. Your 
progress doesn’t reset if you get hit or one of the 
meteors gets past you. It’s Game Over, but you 
continue right where you left off. The bad thing is, 
your score resets, which makes it more difficult 
(and eventually impossible) to score the requisite 
points. Fewer points gets you the “bad” ending. 

You get more points the farther up on the screen 
you are, but that’s risky because it gives you less 
time to react and position yourself under the 
meteor in time to shoot it. What worked for me is 
staying roughly in the center of the screen, then 
taking shots from up there if the meteor was 
close to the middle, otherwise quickly backing up 
and moving into position to at least not miss the 
meteor with a lower-scoring shot. 

The meteor flickers like mad, making it really 
difficult to see it sometimes. That’s probably 
the main reason this is a difficult game. It’s 
also easy to get in a hurry and miss the meteor 
with your shot. When that happens, you won’t 
get a second chance. The missile will travel up 
the screen by itself while the meteor either 
hits you or goes past you. 

If you do manage to get a high score of 1500, 
you’re set. You can mess up over and over at 
that point and still reach the end, carrying that 
high score along the way. 

Some stationary items along the way can be shot 
for 100 or 200 points each, which helps. 

With a high score of 1927, I managed to finish the 
game and get the final password on my second 
attempt, after an initial failed run up to Sector 
135. The third and final password is MUTATION. 
That unlocks an additional level in my final Doctor 
Who game. 

What would have been fun is if I had gone all 
in on Doctor Who fan fiction with this. It was a 
missed opportunity. Without much written 
about the game’s story at all, it’s up to a 
player’s imagination to decide what’s going on 
with “The Deadly Alliance”, why The Doctor 
was escaping from “RU” in the first game, how 
he ended up on an island in the second game, 
why the TARDIS was able to transform into a 
space ship in the third game (the “chameleon 
circuit” was canonically broken, I think), and 
what’s even happening in the last game. 

 
The seven Doctors from the classic era. Tom Baker  (the 
Fourth Doctor) unofficially stars in this game and is the 

one wearing a hat in the middle. Image found online here.  

https://bahasa.newsbytesapp.com/news/entertainment/5-hal-yang-perlu-diketahui-tentang-doctor-who/story
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Doctor Who - Deadly Alliance Part 4 
T&D Subscription Software #99 – September 1990 
This Coco3 only machine language game has 
4 stages. When you win one stage, you can 
play the next. Also, you can enter codes 
to make things easier. If you beat any of 
the first three episodes, you are told a 
password. Although they are not necessary 
to play, people who have won episode 1, 
2, or 3 can enter passwords to gain 
access to higher stages without playing 
the lower stages first. To load the 
machine language file, enter LOADM 
"WHOPART4". Enter EXEC to run. 

LOADM"WHOPART4":EXEC 

   

   

     

After two games without any title music, this 
one plays a CoCo BASIC version of Doctorin’ 
the Tardis from The Timelords, instead of the 
actual Doctor Who TV show theme song. 

From the prior three games, I have all the 
passwords. They’re optional, though. Each of 
the four stages can be unlocked by finishing 
the one before it. I wonder if that means you 
just need to finish the final level to beat the 
game. If so, can I enter the three passwords 
and not play the first three stages at all? 

The three passwords, which can be entered in 
any order or not at all, are: 

SPECTRUM   /   RADIATION   /   MUTATION 
After that, typing QUIT loads the main menu. 

The first stage is a maze game on a strict time 
limit. It’s solvable, but it takes a few attempts. 

The second stage is one I like a lot. It’s my 
simplistic take on the classic arcade game 
Moon Patrol. There are no enemies to shoot. 
You simply have to jump the gaps, which isn’t 
too difficult (at least early on) since you can 
move the car (presumably the TARDIS 
morphed into a car as it morphed into a space 
ship earlier, given that it’s tinted blue, but I 
don’t know that for sure since there is no story 
or instructions) back and forth even while 
airborne. I’m not sure what the goal is, though, 
other than to just keep going. 

I don’t know what part of the car counts as 
hitting a gap, but it seems to be the middle, 
between the wheels. It seems OK when I get 
to the narrow rocks as long as I land on one 
with the center of the car. At least it puts me 
back where I left off until I run out of buggys. 

I was so inconsistent with features. I allowed 
pausing with the “P” key in the first Doctor 
Who game, but not in this one. 

The buggy flashes and a short chime plays at 
seemingly random times, accompanied by an 
increase in my score. I don’t know what that’s 
all about. After some time, my JUMP number 
goes up, seemingly increasing how high the 
buggy jumps. I’m not sure what “SR” is, but it 
seems to increase once in a while as well. It 
might be a “sector” or “substage” counter, like 
in Part 1 and Part 3. 

That stage wasn’t too hard after realizing I can 
simply line up over a landing spot during my jump 
and then move backwards in time with it so as to 
land safely and immediately jump again. That’s 
helpful in a few sections where the gaps are wide 
and the safe spots to land are very narrow. 

Oh boy. Stage 3 is a text adventure. Please, 
past self, please tell me it’s a very simple and 
short one. I suppose even if it isn’t, I can just 
skip to the final stage anyway. 
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This one already seems a bit buggy. I went 
east, opened a door (to the south), went 
south, and it tells me there’s another door (to 
the south), but I can’t open it or even look at 
it. Maybe there isn’t a door there at all. 

I managed to find a shovel, dig in the mud, go 
down underground, and find a key. While 
looking around to see what I could do with the 
key, I “ran out of time”. Is this on a true timer, 
or did it limit me by the number of turns? 

On the next attempt, I found that I can go 
south in the room with the phantom door (I 
guess it was a real door after all) because 
OPEN DOOR actually works if I have the key. 
Well, OK. I still ran out of time though. Oh, it 
seems to do that after turn #41. 

This is very bare bones. LOOK doesn’t show 
me the room description again, and actions 
only work in the right context (making me 
think, for instance, that a door didn’t exist). 

That took a while, and a small round hole in 
the wall underground must have been a red 
herring. From the start, the solution is: 

E, OPEN DOOR, S, S, W, LOOK RACK, 
GET SHOVEL, E, N, N, E, DIG, D, E, GET KEY, 
W, U, W, S, S, OPEN DOOR, S, LOOK COMP, 
GET CARD, N, N, PUT CARD, W, W, 
LOOK VENT, PULL CHAIN, U, W. 

The only real sticking point, aside from the 
confusion with the doors, was PUT CARD to 
open that particular door; some egregious 
guess-the-verb at work there. 

This last level seems to require precision 
analogue joystick control. I’ll switch the VCC 
emulator to mouse mode. A goofy little yellow 
alien drops blue “pods” and I have to catch 
them all with the TARDIS or it’s Game Over. 

After a few attempts, I managed to catch 50 
and win the game. I’m congratulated by an 
ending screen that plays some weird music. 
This was quite an adventure, I suppose. 

River Raid 
T&D Subscription Software #92 – February 1990 
This Coco 3 only program involves running 
your Raidboat up the perilous river. Use 
your right joystick to maneuver the boat 
and the button to fire at the obstacles. A 
map will show you each of the five stages. 
This program requires disk and is 19 
granules long. There is an instructional 
program called RIVERINS. The ML program 
'RIVER' uses a data file called 
'RIVROOMS'. 

LOADM"RIVER":EXEC 

   

   
Or, to run the instruction program first: 

RUN"RIVERINS 

Much like when I wrote Space Ace, I didn’t know 
there was already a well-known game called River 
Raid. I just thought these were cool-sounding 
names and went for it. 

This game becomes quite a bit easier when you 
realize you can shoot any of the moving enemies, 
except the ones that pace up and down from the 
outside to shoot inward. 

Any given stage (there are five) might take a few 
attempts, but you can continue from the most 
recent stage. Each stage is only a few screens, so 
losing and starting over doesn’t make it feel soul-
crushing like, say, Monster Mash, Gnome Quest 
or Eldus. At worst, your score resets. 

It controls well and runs at a good speed with no 
over-clocking required. It pays to go slow, except 
when avoiding enemies. You can pause with the 
“P” key. Several different enemy types keep things 
interesting. The stage progress map at the left 
was a nice touch. All in all, this is one of my best. 
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Let’s Play - Disk #9 

Monster Mash 
Self-Published 
N/A – Wasn’t distributed by T&D Software. 

LOADM"MM":EXEC 

   

   

   

The title song is a simple little version of the 
theme to Phantom of the Opera. 

If any game in my CoCo portfolio might be 
considered my magnum opus, it’s this. The 
honor might go to Space Ace (inspired a bit by 
Metroid) or maybe Gnome Quest III, but both 
of those are forever gone into the ether. 

After appearing on episode 342 of the CoCo 
Nation podcast in December 2023, I spent a 
good many hours playing Monster Mash. 

The controls aren’t wonderful, because it isn’t 
good about detecting diagonal stick positions 
(which would seem like a necessity for what’s 
essentially a platformer), but I used a Joy2Key 
utility that allowed me to connect with a 
console controller (an Xbox One controller 
using Bluetooth) and map buttons to actions 
that are otherwise clunky to pull off (UP+FIRE 
to jump and DOWN+FIRE to shoot). It made 
the game far more playable and controllable. 

As I went, I made a hand-written map and 
notes, which I then turned into a full-sized 
graphic of the entire game world, complete 
with a top-level walkthrough for the quickest 
path through the game, a legend that also 
explains the scoring and controls, and lines 
that show connections between each door. 

I linked to the map much earlier in this issue, 
but it doesn’t hurt to provide that link again: 

https://www.cocoquest.com/MonsterMap.png 

 
I wasn’t able to beat the game, although not 
for lack of trying. Even with my work-around 
for better controls, there were times when it 
just failed me and a jump didn’t register, or I 
got incredibly unlucky with one of the bats. 

The sliding pumpkins are also a pain and 
make for some of the hardest rooms in the 
entire game. Successfully shooting one only 
causes it to spawn immediately from its 
starting position, and jumping over them takes 
precision and steady nerves. 

Still, I did well to make it almost to the final boss 
room two or three times before my luck ran out 
and all my hearts were gone. My journal from the 
time (when I made the game back in 1990) makes 
it sound like you don’t have to do battle against 
the boss, but rather, the game ends with a silly 
cut-scene instead. If that’s true, or if I changed my 
mind and did code in a final boss battle, I have no 
idea. Maybe someday I’ll give it one more try. 

The graphics were inspired by Castlevania. 
The title screen says Frayne helped make it 
too, but I think that was only by way of the top-
level concept and a few general ideas. 

https://www.youtube.com/watch?v=4FlXJT0A5gw
https://www.cocoquest.com/MonsterMap.png
https://www.cocoquest.com/MonsterMap.png
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Let’s Play - Disk #10 

The Entity 
Self-Published 
N/A – Wasn’t distributed by T&D Software. 

LOADM"ENTITY1":EXEC 

   

   

   

Usually when I wrote text adventures but put 
them in a graphics mode, they were painfully 
slow. Part of that came from drawing the UI 
and the room scene images, but The Entity 
actually plays fairly fast. It probably didn’t 
need to be done in a graphics mode, since I 
only made use of it for the frame around the 
text area (and, of course, the animated intro 
leading into the title screen). 

Room descriptions seem to load faster in the 
VCC emulator than in XRoar Online, but I 
think that might be because of faster virtual 
disk access or something. To save on 
memory, I think it loads text from a file. 

The colors are wrong on the screenshots I took 
for my website several years ago. I must have had 
VCC set to emulate an RGB monitor but I chose 
CMP in the game, or vice-versa. The pipes around 
the text, for instance, are supposed to be gray 
with green lines, and the spaceship is supposed 
to be gray. The images above look as intended. 

Certain city-wide events happen after taking a 
few turns, which leads to a Game Over. With 
no way to save, this is one of the most 
frustrating things about The Entity. Instant 
death that comes from things you can learn to 
avoid next time are one thing, but here, you 
have to keep starting over (there is no saving) 
just to try to figure out what you’re supposed 
to do before reaching any of those fail states. 

I can see why Mike Shay, the reviewer on this 
game for The Rainbow (magazine), seemed at 
his wit’s end when he reached out to me for 
help in finishing the game. 

Even though it’s difficult to play and figure out, 
I did put more thought into the design for this 
than any of my earlier adventure games. You 
play as an “entity” (probably an alien, based 
on the title screen), and you have to take 
control of humans (ex: ENTER GUARD and 
then later LEAVE GUARD) to interact with 
things in the game world. Also, you aren’t 
there to cause mischief or mayhem. Instead, 
you’re supposed to help as many people as 
possible by doing a series of good deeds. 

In the Rainbow review, Mike Shay pointed out 
my poor spelling. Yes, dictionaries existed and 
I probably even owned one, but here’s the 
paradox. You have to know that you don’t 
know how to spell a word, else why bother 
looking it up? I was completely confident that 
my spelling was right, hence all the mistakes. 

Thank goodness that spell-checking is built 
into everything these days. I need it far less 
(it’s mostly helpful now for fixing my typos), 
but back then, I was at the mercy of my own 
misguided confidence. 

I was probably too harsh on this game when I 
added it to my site and wrote about it in March 
of 2009. It was challenging on purpose (as 
many adventure games were back then) and if 
I had more time, I’d try solving it and writing a 
full walkthrough. Maybe someday I’ll do that. 

 

https://www.cocoquest.com/#COCONEWS
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Digging Up Rainbow Reviews 
Thanks (again) to the TRS-80 Color Computer 
Archive, I was able to find several issues of 
The Rainbow (magazine) that published 
reviews for a few of my games. I also found 
two brief mentions of my games as part of 
their reviews for T&D Subscription Software, 
but I’m not going to include those here. For 
reference, though, they mention Virus-D and 
Police Cadet 5 in the May 1990 issue (page 76) 
and then RoboCrook and Smurf Quest in the 
September 1991 issue (page 56). 

As best I can tell, Eldus was the first to be 
reviewed. It was originally published by 
SPORTSware, and they would always send a 
copy of every new release to the magazine. 
The review was published in the March 1990 
issue on page 108. 

Somehow, I didn’t find a review for the first 
Gnome Quest (also SPORTSware-published). I 
was positive it did get a review, but I went 
through the “product reviews” list in the table 
of contents for all issues in range (twice) and 
couldn’t find it. I may be remembering the ads 
that ran for it and other games instead. 

 
 

 
 

However, Gnome Quest II, was reviewed by 
George Aftamonow in the November 1990 
issue on page 78. If you’ve read this entire 
issue (and if so, you’re a real trooper), you 
may have seen that name when I wrote about 
B.E. Break-in 2. Maybe this was how he got in 
touch with me. I think he did one of my other 
reviews in The Rainbow as well. 

Following that, The Entity got a review in the 
December 1990 issue, on page 76. Our little 
Biware Enterprises company had no budget 
for advertising, but we figured out that we 
could get free publicity in The Rainbow by 
sending our self-published games for review. 
There was a multi-month turn-around 
between submitting a game and it actually 
appearing in the magazine, but that was the 
only way we had of getting the word out. 

I received this letter (below) from Mike Shay, 
who wrote the review for The Entity. I must 
have responded (although I don’t remember), 
since the review did indeed appear. 

 

From a SPORTSware ad in Rainbow, August 1990, page 75. 

From SPORTSware Rainbow ad, December 1989, page 41. 

https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2009%20No.%2010%20-%20May%201990.pdf#page=78
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2011%20No.%2002%20-%20September%201991.pdf#page=56
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2009%20No.%2008%20-%20March%201990.pdf#page=108
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2010%20No.%2004%20-%20November%201990.pdf#page=78
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2010%20No.%2005%20-%20December%201990.pdf#page=76
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Rainbow Reviews - Continued 
In the January 1991 issue, on page 72, there is 
a review of Space Ace. This is one of my long-
lost games. At this point, I hold little hope that 
it will ever turn up. I don’t remember how 
many copies we sold (if any), and even though 
T&D later purchased it (at least I think so), it 
was never published there either. This might 
be the only concrete proof that this game ever 
existed and isn’t just a story I made up. 

The last review to appear was Monster Mash. 
It was published in the October 1991 issue on 
page 55. If not for this review (and the review 
for The Entity), we wouldn’t have sold a single 
copy, and they wouldn’t have made their way 
back to me years later from somebody who 
either bought it or ended up with a pirated 
copy from somebody who did. 

If only the same had happened with Space 
Ace. The reviewer really seemed to enjoy it. I 
found two or three Space Ace/Race games at 
the CoCo archive, but none of them are this. 

In fact, none of these reviews were overly 
negative, aside from some much-deserved 
criticism for The Entity. I’ve probably been 
harsher on these games in my previous 
comments now, than these reviewers were 
then. Maybe I’ve been too harsh on them? 
Even the bulk of my collection, the stuff 
originally sold to T&D, must have had some 
merit back then, else why would T&D have 
kept accepting them? 

The reviews I’ve included here are from the 
page scans (linked earlier) from the TRS-80 
Color Computer Archive. I thought about 
transcribing them, but I’m days away from my 
self-imposed deadline for releasing this issue, 
and there just isn’t time. Maybe I could have 
OCR or AI do it for me, but there’s something 
more authentic in just including images taken 
from those page scans. 

Eldus 

 

https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2010%20No.%2006%20-%20January%201991.pdf#page=72
https://colorcomputerarchive.com/repo/Documents/Magazines/Rainbow,%20The/The%20Rainbow%20Vol.%2011%20No.%2003%20-%20October%201991.pdf#page=55
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Gnome Quest II - FireSpire 
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The Entity 
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Space Ace 
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Monster Mash 
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============================ 

Other than Highlights for Children, The 
Rainbow was my first magazine. I was of 
course more interested in games than utilities 
and hardware, but there was a lot to like in 
every issue. I loved seeing the ads for various 
games from Sundog Systems, because they 
looked amazing – better than anything I was 
doing, anyway. I couldn’t really afford or 
justify buying anything I saw advertised (aside 
from a compiler later), but I always wanted to. 

They published programs (games and various 
utilities) with source code printed directly in 
the mag. Typing them in took a long time and 
would often end up with bugs or errors due to 
typing them wrong, but it was still fun to do. 
They also offered “Rainbow on Disk” (no need 
to type) but that was more expensive, I think. 
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The Final Stage 
I’ll be the first to admit it. I went overboard 
this week. I went more overboard than I have 
with any of the prior topics I’ve featured. This 
should have been split apart over a series of 
issues or included bit by bit as an extra add-on 
feature for several weeks. It sort of spiraled 
out of control, with more and more added to 
the feature as the week went by. 
I had initially planned to just write a few 
sentences about each game. Then, I wanted 
to start with the backstory of how all these 
games were made. Then, I discovered the 
XRoar Online emulator at the Archive and 
spent a while building the links to open each 
individual game. Then, I remembered that 
some of them were reviewed in The Rainbow, 
so I spent an evening sifting through scans of 
those issues to find and include them here. 

This certainly isn’t normal, and it’s a good 
indicator that I need to scale back going 
forward; at least, back to the scope of some 
prior issues (last week’s, for instance). I just 
wanted to centralize all of this into one spot. 

Meanwhile, I haven’t touched South of 
Midnight (on Xbox) much in days, I’ve been 
putting in late nights this week, with 2AM to 
3AM bedtimes, then work the next day, in an 
effort to make sure I didn’t need to change 
course and put together some other topic 
while wrapping this one up for a future issue. 

And you know what? It was totally worth it. 

Writing about these games has given me the 
urge to get back into game development more 
than writing about my interactive fiction or 
BBS games did. I probably won’t, but thoughts 
like “what if I did something dumb like cashing 
out my retirement savings to fund it and also 
quitting my day job” were ever-present in my 
mind as I absorbed myself in the nostalgia. 

My list of future feature topics is ever-growing. I 
tend to look it over as I’m deciding what to focus 
on next time, and I face a paralysis of choice. I 
defer some of them because there are certain 
games I still want to play first (ex: at least one 
Police Quest and the recent release of The 
Precinct before I write about police in video 
games, or Quern, Obduction, and maybe Eclipse: 
Edge of Light before I write about first-person 
adventure games, or Shadows of Doubt before I 
write about detective games). 

I defer others because the topic seems really 
broad (DS games, Vita games, PSP games), and 
others because I haven’t decided on a way to 
make it fun or interesting, or because I simply 
lack a good angle to approach the topic (ex: 
modern games with a retro style, souls-likes, 
modern shovel-ware, or a topic I’ve tentatively 
called “ode to cats”). 

I think I’m ready to write about WEIRD games, 
though. Weird doesn’t necessarily mean bad. 
Some of my favorite games and my best gaming 
experiences fall into that category. 

What makes a game weird, or at least weird to 
me? Join me next week to find out. 
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