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Introduction & Acknowledgements

IBM FCJr® User's Handbook is meant to serve as a tutorial as well as an

on-going reference guide to the operation and programming of the IBM

PCjr. All of PCyr's important features are discussed including:

Keyboard usage • Communications

BASIC programming • Graphics
DOS usage • File handling
Logo programming

A number of examples are included with the text to illustrate the topics
being discussed. Terms that may be unfamiliar to the reader will be presented
in bold in the text. These terms will be defined in subsequent paragraphs.

Chapter 1 of this book is meant to serve as an introduction to PCyrand
its related peripherals. Both the entry and the enhanced models are discussed.
Topics covered include the system unit, keyboard unit, optional disk drive,
8088 CPU, DOS 2.1, operating system, Microsoft BASIC 2.1, and peripher
als such as printers, joysticks, RAM expansion, and modems.

Chapter 2 details the procedures provided in initially installing the PCy>
as well as its start-up. Keyboard usage and the available peripheral ports are
also discussed in chapter 2.

Chapter 3 is meant to serve as an introduction to programming the PCjr
in Microsoft BASIC version 2.1. The following topics are discussed:

• BASIC start-up • Editing a program
• Program entry • Running a program
• Listing a program • Saving and loading a program
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Chapter 4 discusses data types, operators, and variables in the context of
BASIC programming. Chapter 5 includes additional fundamental BASIC
programming concepts including:

• Input and output • String handling
• Tables and arrays • Program concatenation
• Functions

In chapter 6, the use of files in Microsoft BASIC is discussed. Chapter 7
describes techniques for outputting graphics using BASIC commands.

Chapter 8 includes a discussion of the Logo language. Logo is used
frequently in educational environments, and is expected to be widely imple
mented on the PCyr.

Chapter 9 consists of a detailed discussion of DOS 2.1 usage on the PCyr.
Topics covered include:

• DOS start-up • Erasing files
• DOS keyboard usage • Analyzing the diskette
• Copying diskettes • Copying the operating system
• Copying files • Batch files
• Formatting diskettes • EDLIN
• Backing-up diskettes • SORT
• Listing the diskette directory • FIND
• Renaming files • MORE

Chapter 10 contains a discussion of using the ?Cjr as a terminal to
communicate with other computers using telephone lines as the communica
tions link. Topics covered include:

• Internal modem

• Terminal Emulator program

• Practical example of PCyr communications

A number ofappendices are included with IBM PCyr User's Handbook.
These detail the PCyr ASCII code set, BASIC reserved words, BASIC error
messages, DOS commands, and printer usage with the PCjr.

We gratefully acknowledge Rosemary Morrissey and Jeanette Mahrer
of IBM Corporation for their assistance.

We also wish to thank Ron Hall and Jeff Jones of the HCS Computer

Shoppes for their cooperation and assistance.



I
Introduction to the PCjr

Overview

The IBM PQ'r is expected to reshape the home computer market.

The PQ'r is IBM's follow-up to the tremendously successful IBM Per
sonal Computer. Apparently, IBM intends the PCyr to appeal to the home

and education markets, while the PC and PC XT are targeted at the

business market.

The PCyr is available as two separate models (see figures 1 -1 and 1 -2).
The entry model includes 64K (or kilobytes) of RAM, two slots for
inserting program cartridges, a cordless keyboard, and the Intel 8088
microprocessor used on the IBM PC and PC XT models. The enhanced
model contains an additional 64K Memory and Display Expansion

board, as well as a slim-line 5!4 inch floppy diskette drive which is capable

of storing 360K. The Memory and Display Expansion board increases
user RAM to 128K and allows 80 characters to be displayed on each line

of text on the screen.

11
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a. cartridge slots

Figure 1-1. IBM PQV (Entry Model)

a. cartridge slots b. diskette drive c. keyboard

Figure 1-2. IBM PQV (Enhanced Model)
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The IBM PQr consists of three basic units; the keyboard, System
Unit, and power supply/transformer (see figures 1-3 to 1-5). The System
Unit contains the heart of the PQr, the Intel 8088 microprocessor, 64 or
128K of RAM, the cartridge slots, and the Microsoft BASIC interpreter
in ROM (read-only memory).

The keyboard allows the PCjr user to communicate with the System
Unit. Unlike the PC and PC XT models, the PCjr keyboard does not

necessarily have to be connected to the System Unit with a cable. The
PCjr keyboard is cordless. Communications with the System Unit is
accomplished via an infrared optical signal.

If more than one PCjr is being used concurrently in a room, it is
necessary to connect the keyboard to the System Unit using the optional
keyboard connection cable. Otherwise, the keyboard can be used without
the cable to communicate with the System Unit. The advantage of cord
less communications is especially useful in a classroom situation ~ as the
System Unit can be placed in a central location and the keyboard can be
passed around the classroom. The effective range of cordless keyboard
communications is approximately 20 feet.

The PQr keyboard is powered by four AA batteries. It contains 62
programmable* keys arranged in a typewriter-like sequence.

A display must be added to your PQr in order for it to be a useful
device. The PQr can utilize either a television set, the IBM Color Display,
or a standard video monitor as a display device. Since the PCyr offers
built-in color graphics, a color display device offers the greatest
advantage.

Unlike the IBM PC and PC XT models, the PC/r's power supply is

not built into the System Unit. Rather, the power supply/transformer
(see figure 1-5) is housed in a separate unit which is attached to the System
Unit by a power cord.

Programmable keys allow any letter, number, function, or command to be assigned.
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Figure 1-3. IBM PQ> Keyboard Unit.

Figure 1-4. IBM PCjr System Unit.
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Figure 1-5. IBM PQ> Power Transformer

DIFFERENCES BETWEEN

THE IBM PC and PC XT AND THE PCjr

Since many of our readers are likely to already be familiar with
IBM's PC and PC XT models, it may be helpful to begin our discussion of
the PCjr with a summary of the differences between it and the PC and PC
XT.

First of all, while the PC comes with 128K of RAM on the System

Board and the PC XT includes 256K of RAM, the PCjr includes only

64K of RAM. Expansion up to 128K is available on the PCy> by
incorporating the optional Memory and Expansion board. The PC and
PC XT models allow for RAM Expansion up to 896K.

The keyboard on the PC and PC XT models includes 83 separate
keys, while the PCjr includes only 62 keys. Although the PCy'r's keyboard
contains fewer keys than the PC and PC XT keyboards, nearly all of the
characters available on these two can be generated by the PCjr's key

board. This is accomplished by having a number of keys serve a dual
purpose. For example, the function keys are now located along the top of
the keyboard rather than along the left hand side (as on the PC and PC




















































































































































































































































































































































































































































































































































































