


HOW TO LOAD YOUR COCO 2 ON YOUR COMPUTER WITH
CASSETTE RECORDER
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Insert the Joystick Port Adaptor into Joystick Port#1. (Mustbe in at
all times except when playing games or drawing objects with the
Joystick.)

Insert the COCO 2 cassette into your cassette recorder and rewind
the cassette.

Press SHIFT/RUN or type LOAD “COCQO2”, 1.1. Your computer will
say PRESS PLAY ON TAPE.

Press only the PLAY key on the recorder. FOUND COCO 2 will
appear on the screen.

If loaded with SHIFT/RUN, COCO 2 will begin to run by itself after it
is finished loading.

If loaded with the LOAD statement, type RUN.
Press STOP on your cassette recorder when COCO 2 begins to run.

Be Patient. COCO 2 is a big program; it will take several minutes to
load.

WITH DISKETTE DRIVE
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Insert Joystick Port Adapter into Joystick Port #1. (Must be in at all
times except when playing games or drawing objects with the
Joystick.)

Insert your COCO 2 diskette into your drive and close the door.
Type LOAD “COCOZ2", 8,1.
After COCO 2 is loaded type RUN.

WARNING! TURN OFF COMPUTER

BEFORE INSERTING
THE JOYSTICK ADAPTOR



COCO 2

REFERENCE MANUAL

Every effort has been made to ensure that this manual accurately documents
the operation of COCO 2™. However, due to the ongoing improvement and
update of the computer software, ACA cannot guarantee the accuracy of
printed material after the date of publication, nor can ACA accept responsibility
forerrors or omissions. Revised manuals and update sheets will be published as
needed and may be purchased by writing to:

apvantage

ADVANTAGE COMPUTER ACCESSORIES
1020 MEYERSIDE DRIVE, UNIT 8
MISSISSAUGA, ONTARIO
L5T 1J4

Copyright ® 1982 ISA Software (US), Inc.
All rights reserved.
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INTRODUCTION

WELCOME TO COCO 2™

Why is this program called COCO 2™? Because thereisa COCO™. The
first COCO™ teaches computer techniques, computer programming, a
basic language and problem solving.

COCO 2™ allows you to create your own computer games. But COCO
2™ really does much more. By the time you have played and
programmed with COCO 2™ you will have learned:

— Computer Graphics

— Computer Animation

— Real-Time Programming

— Computer-Human Interaction

— Logic

And you thought you were just having fun!

This manual is a very important part of COCO 2™. In it you will find all
you will need to know to use COCO 2™. It is suggested that you read at
least Section 1 before you try to use COCO 2™.

Whenever you load COCO 2™ the sample game will be ready for you to
play. You can play it, change it or erase it and write your own game.

COCO 2™is menu driven. That means that there is a list of things you
can do with COCO 2™; each thing has a number, and you simply select
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