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FART 1. GETTING STARTED

The Screen Dump Utility disk _contains three programs:

SD1 Allows dumping text only.

SD2 Dumps text and graphics (excluding players and
missiles).

SD3 Dumps text and graphics (including players and
missles).

The essential difference between Programs SD2 and SD3 is size.
SD3 requires more memory space than SD2. For the purpose of
this part of the manual, we will assume that SD2 and SD3 are
the same and discuss only SD3.
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MAKING A BACKUF COFY '

Before proceeding, it would be prudent to store the
utility disk in a safe place after making a "backup
Here® s how to make a backup copy:

1. Go to DOS.

2. Format a new disk using menu item I.

S. Duplicate the utility disk using menu item J.

4. Save the original disk in a safe place and work
only with the backup copy.

master
cCopYy.
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NLY

TO USE SD1 - TEXT DUMF O

1. Under DOS, copy file SD1 to AUTORUN.SYS using menu item C
=, ke <cure that an Atari printer is properly attached to the
Cunputer and "on-line."

I. BHe =sure that a programming FOM cartridge (BaSIC,
Aesembler, FILOT, etc.) is incerted.

. Reboot the dich: Turn off the computer., wait about =
econds, them turn the computer on again.

n &

=, SD1 is now initialized and will remain in RAM  until the
computer power is turned off.

6. To use SD1, enter or load an application program which
puts something onto the video display. For example, under
BASIC tvpe: ‘

FOR I = 32 TD 90 : FRINT CHR$(I):; : NEXT I <ENTER:>

You should see:

READY

FOR I = 32 T0O 90 : PRINT CHR$(I); : MNEXT I
!"#%Z&’()t+,—./0123456789:;{=}?EABCDEFGHIJHL

MNOPORSTUVWXYZ
READY
7. To obtain immediate hard copy of what 1is currently

displayed, precss
CTRL-F

Mote how ALL text on the screen is printed, including
"READY.," etc.
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8. To obtecan hardcopy  ©f what 16 digplaved UNDER  FEHOGHAM
COnTROL, change RAM address "RUNFLG" (addrece 79527 decimal ) to
NnonN—-ero. tor ciample, enter and run the tollowing program:

10 FRINT" (ESC) (CTRL) (CLEAR) " = REM CLEARS SCREEN

20 FOR I = 22 70 Q0 : FRINT CHRE$(I);

I IF 1T = 81 THEN POKE 7523, 1 : REM SCREEN DUMF AT "0"
A NEXT 1

Note that the printout occurs as soon as the letter o' e
dicplaved, then execution resumes and the remaining characters
are displaved (but not printed).
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*HICS DUMF

1. linder DOS, copy file SDT to AUTORUM.SEYS using menu 1tem C
Z. Ee csure that an Atari printer with graphics capability
(822 ie properly attached to the computer and

"on-lirme."

NOTE: An attempt to use SD2 or SDPT to print
graphics on any printer other than the Atara
22 will result in meaningless char-
acters beinqg printed.

3. Be <sure that a programming ROM cartridge (BASIC,
Resembler, FILOT, etc.) is incserted.

4. Feboot the disk: Turn off the computer, wait about S
seconds, then turn the computer on again.

S. SDT 1is now i1initialized and will remain in RAM until the
computer power is turned off.

6. To use SD3I, enter or load an applicatione program which
puts something onto the video displav. For example, under
BASIC, enter and RUM the following program:

10 GRAFHICS =

20 SETCOLOR ©,8.,4

IO SETCOLOR 1,8,8

40 SETCOLOR 2,8,12
SO COLOR 1
60 COLOR 2
70 COLOR =

REM Register - Hue 8, Luminance 4
REM Fegister - Hue 8, Lumirnance 8
: FREM Register - Hue 8, Luminance 12
PLOT 0,14 : DRAWTO 29,14
PLOT 0,16 : DRAWTO 39,16
FLOT ©,18 : DRAWTOD 39,18

By

The screen will display 3 luminance levels of horizontal blue
lines.
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7. To obtean 1mmediate heardcopy of whiat 1 currently on the
vidoeo dieplav. proecs

CTRL-F

When both keve are releacsed the printer will print:

mumumnmnmumumumnmumumumnmnmnmnmumumumnmumnmnmumnmumumnmnmnmumumu

ProNan

. 3 e »
pervececrbavectd) s oo T blode s X o' aTw -3 e ¢ > - oo o

> 3 X - LR == e P2 pp e we viyog’oe .|

READY

NMote how evervthing on the screen, includinag the "READY".was
prinmnted. Note also how the three luminance levele were
printed 1n different grey =scale patterns.

3. To obtain hardcopy of what 1s displaved under program
control, change RAM address "RUNFLG" (address 75ZI decimal) to
norzero.

For example, add 1line &5 to vour sample program as chown
bel ow:

10 GRAFHICS
20 SETCOLOR
20 SETCOLOR
40 SETCOLOR
S0 COILOR 1 : FLOT 0,14
60 COLOR 2 @ FLOT 0,16
&S FOEE 7523 1

70 COLOR T @

SRR |

.8, 4
.8,.8
.8,12

) @ @

)

DRAWTO 39,14
DRAWTO Z9,16
« REM RUNFLG

FLOT 0,18 : DRAWTO Z9,18

and then RUN it. Note how the hardcopy was obtained after the
tirst two horizontal lines were displaved and that erecution
resumed after the printer was finished. Since the third line
was not vet on the screen when the hardcopy was requested, 1t
was not printed.
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FART II - GETTING DOWN TO DETAILS

Fart I of this manual, vou should now be able

I+ vou have read
using programs SDl, SDL2

to obtain hardcopy of cscreen displavs
or SDI. (SD2 can be run using the same procedure given for

SDZ.) To use these programs to their full potential, however.
learn more about them. This pari ot the manual

vou  ehould
options of each proagram and how to make full

will explain the
use ot them.
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COMMON CHARACTERISTICS

ALl three programs are written 1in &5022 machine code and
decsi1gned to load in and initialize under AUTORUN.SYS. The
amount  of RAM  required is substantially different. but all
three programs beginm at memory location $1DS0 and build up 1n
Memory. The lowest available memory pointer, “"HMEMLO", 1
autematically moved upward to allow room for the utility
program Just below it.

You are provided with a relocatable obiect module and a
relocatable 1load facility. I+ vou wuse thie +aci1lity to
relocate the utility, vou must protect the FRAM <space and
also initialize the utilitvy by doing a Jump to Subroutine at
relative location ORIGIN + &. By entering at this locat:ion,
the utility will NOT move MEMLO.

Imbedding the Utility in User Code

I+ vou wish to add vour own code. just start at “MEMLO", build
up in memory, and reinitialize "MEMLO" above vour code.

If vou wish to append vour program to the utility and then
AUTORUM it, vou MUST:

1. Change RUM ADDRESS ($ZE0) to point to vour program entry.

2. Jump Subroutine to the utility AUTORUN initialization
ertry at location $1DSO.

Uesing thie procedure, when AUTORUN is booted, control is
transferred to the user program, the utility gets properly
initialized, and control returne toc the user program.

Executing the Utility

After initialization, the utilities may be executed in anv of
three wayes:

1. Immediate kevboard control. Preese CTRL-F when wvou wicsh to
print what is on the screen.
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Urnder program control veaeing "RKUMFLGY.

The Ffircst bvte 1n each utilitv proaram 1s  labeled
"RUNFLG". Once the program has been initialized, each
1/760th second intermupt generates a  Jjump into the utility
to test RUNFLG. I+ RUNMFLG is zero, 1t 1¢ igriored, and a
retorn (RTSS) takes place. 1f FUNFL.G 1 non—zero, the
scrcen dump to printer takes place befcre the return. In
this wav, vou can initiate a <ccreen cdump by changinag one
FAM locatiaon. This 1s convenient 1in the higher level
lamguages with a FOKE or in machine code with an  STA.
RUNFLG will be zeroed upon completion of the screen dump.

One word of caution 1in using RUNFLG. The start ot the
screen dump to printer will not take place IMMEDIATELY
upcn execution of the FOEE to RUNFLG. It might take as

laong as 1/&60th second aftter the FOMKE until the next
intermupt occurs and the screen dump takes place. A lot of
code can be exxecuted in 1/560th second! If vou want to be
absolutely certain that the screen does not change betore
the screen dump tales place,. put 1n a test of FUMFLG
before proceeding with vour code. For example, in EBASIC:

S RUNFLG = 7323

19 FRINT "Anvthing"

20 POKE RUNFLG, 1

I0 IF FEEE (RUNFLG) <> O THEM T
40 REM Continue vour program.

Under praogram control using a Jump to Subroutine.

AN alternative to a PFOKE to RUNFILG 1g a direct jump into

the utility &t the appropriate entrv point.

BASIC language users may execute +the utility with the

"USKE™ command to location 7513 decimal ($1DS9 He:).
Example: X = USR (7513)

If another argument is used, it will be used as the

decimal address of a player missgile. This will be explained

in the rnext section. Any additional arguments will be
ignored.

FILOT language users may execute the uvtility with a “CALL"
command to location 7316 ($1DSC He:).

Example: CALL:7516
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frecembly and machine lanquage uesere may also execute the
uti1lity with a Jump to Subroutine at location %10D5C He:t.

Example: JSR $1DSC

Thie entrv point accsumes that the code was previously
initialized elther under AUTORUNM.SYS or 1nitialized with a
call to the "relocatable initialization entry point"
ORIGIN + 6.

In machine code, the Jump to Subroutine i actually
simpler than changing RUNFLG. It also has the advantage of
an IMMEDIATE screen dump to printer and the RUNWFLG test to
resume execution would not be nececssary.
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fARborting

1f vou wish to abort a screen dump once 1t has ctarted, nreaesce
the wvz=cape (ESC) kev. The RREAE Ley will occasionally sbort
the dump, but it is unpredictable and should be avoided. Thie
SYSTEM RESET hkev will always abort the dump,. but 1t has becn
found to occasionally mess up the stack and should be avoided.

Cornflict with DQAS

The precent location of the wuwtility programs is  such  that a
call to DOS may destroy vital entry point jump vectore.
Cornceequently, the user has two options:

1. When the user completes his activity with the DOS Menu., he
muset reboct the disk to AUTORUN the utility.

~<

2. The user mav use the following procedure to avoid having to
reboot the disk:

a. Refore starting the programming cecscsion, a MEM.SAY
file should be created on the working disk as follows:

i} ©Go to DOS

ii) Create a MEM.SAV file with Menu item “N7.

b. Turn off the computer, wait five seconds., then turn
it on again to boot the utility disk.

c. Fesume your programming session. Now whern DOS 1s
called, the utility will be saved in the MEM.SAV file.
When the user completes his activity with DOS by using
Menu item °"B?, the utility will be avtomatically
r?stored by the MEM.SAV file.

d. The utility needs to be reinitialized to restore
needed Jump vectors before it can be executed from the
keyboard (CTRL—-F) or by poking RUNFLG. Reinitialize as
follows:

17 BASIC language users initialize the wutility
with the USR command to location 73507 decimal
($1DST Hex). '

Example: X = USSR (7507)

All other arguments will be ignored.
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131) FILOT lanquage ucsers 1nittialice the uti1laty
with the TCALL” command to location 754 decimal

{(1DS0O Hex).

Example: CAlLL: 7504

111) Recsembly language ucsers
program with a Jump to Subroutine at location

$1DS0O Hex.

iv) If the wuwtilitvy has been
and

imbedded in a user’®s program

initialize

relocated

user will have to reinitialize

locatiorn ORIGIN + &.

The utility will now respond to
and RUMFLAG initiated execution.

the

located
DOS DUF.SYS program will overwrite it,
the

kevboard

the

and 1s
where the
then
utility at

the

(CTRL-P)
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Screen Dump Utility SD1 will print any tent on the <screen when
the proaram 15 invaolked. ARy graphiice on the screen  will bre
1gncred. In EBASIC graphics modes 1 and 2, double size
characters will be approximated on the printer by spacing
between character print positione.

Frogram SD1 requires approximately 1.3k bvtes of R&M and
recsides in locations $1DS0 to $226E.

When using the SD1 screen text dump utility with a 40-caclumn
printer such as the Atari 820 or 822, vou will probably want
to <cuppress the automatic carriage return and line feed
cption. Since the printer does a carriage return and lirne feed
iteelf on line overflow, you will frequently get double 1line
spacing with this option left on. To turn off the auto CR/LF.
change location $1D&7 Hex from O to 1. In BASIC or FILLOT, this
can be accomplished with a TFOKE 7S27,1°. This procedure is
not nececssary with any 80 column printer, such as the Atari
825 . since there is no line overflow.
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SD2 AND SDI TEXT ANMD GRAFRICS

Screen Dump Utilities SD2 and SD3 will print both text and

graphics on an Atari 822 printer. Frinting i1s done
under direct control of the print head on a dot-by—-dot bacic.
The printer character font table is NOT used, = that
printouts of text may look considerably ditferent than
conventional printing. Instead, printoutse of text using SDL2
or SDZ will approximate the font used in the Atari video
generator. In other words, vou will get a hardcopy of what

you see on the screen.

€02 and SDP3 are quite similar, except that SD2 ignores plavers
and missiles, while SD3I can print them if they are handled
properly by the user program. SD2 is approximately Z.7H bvtes
long and resides in FAM locations $1DS0 to $2A%FH. SDZ  1s
approximately 4.6 bvtes 1long and resides in RAM  locations
$1DS0 to $ZETT.

Considerable flexibility in the printout is available with SD2
and SD3X. In particular, you may wicsh to:

1. Increase the size or proportion of the printed image.

2. Frint blaclk on white or white on black.

D Frint in "grey scale" or black/white.

4. Determine grey scale from luminance or color.

S. Print data which has been "fine scrolled.”

b. Frint plavers and misgles (SDZ only)

These options are precset with default values to accommodate

typical requirements for a graphics screen dump, but may be
changed by the user if desired.
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SCALING
The <ire of the printed image may be varied independently in
both horizontal and vertical axes with two variables: YMUDS

and HMODS.

YMODS at  $1D&S is the variable used to set the vertical cscale.
It must bhe an integer less than or equal to 16 and greater
than <. YMODS is the denominator of the fraction:

VYertical length = 1& / VHMODS.

Therefore, as VMODS increacses, vertical length decreaces.
This wvariable is initialized a preacssigned wvalue of 16 when
the program initializes the printer.

HMODS at $1D&& is the variable used to set the horizontal
scale. It must be an integer less than or equal to 186 and
greater than Q. HMODS is the demominator in the fraction:

Horizontal width = 1& / HMODS.

Therefore, as HMODS increacses, horizontal width decreacses.
This variable is also cset to 16 when the program initilizes
the printer.

R the horizontal scale increacses to the point that the imaqge
will nc longer fit on a single strip of paper, the remaining
unprinted portion will carry over and print 1in a second cstrip
below the first strip. In fact, the Atari 822 oprinter
requires a minimum of two strips at the smallest scale. This
is illustrated in Figure 7. These strips may be aligned and
taped together to give an enlargement wider than the printer
paper. As the scale increases =till further, more than two
strips of paper may be required to print the entire screen.
Using this technique, it is possible to enlarge the screen
using an Atari 822tm to approximately eight feet wide by five
feet high with WVMODS = HMODS = 1. This will require
approximately 22 strips, 64 hours, and 110 feet of thermal
paper!
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REVERSE 1MAGE

NMormally  the printer prints black images on a white
baclkground. You can reverse the image to print white on a
black background by simply pressing the Atari ( JIe ) key on
the kevboard. Thie key "toggles." so press it again to return
to "mormal." Figure 8 illustrates ‘"normal" and "reverse"
1mages.
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Figure 8. Normal and Reverse 1mages
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GREY SCALE

Ubviouslv, the screen dump utility program cannot reproduce &
color video display EXACTLY on a printer which has only black

and white capabilitvy. An  approximation of some <sort is
reguired. The program uses eight different dot patterns to
approximate a qgrey escale. Rut how to represent wvarious

"tolore" in the grey scale is itself a problem, since “colar"
consisis of hoth hue and luminance. Should a low 1ntensity
red print the same as a very bright yellow? You can select
whether the grey scale should correspond to luminance OR hue
(but not both). The default is that grey =s=cale corresponds to
lumi nance. What this means is that two areas on the screen
m&y look different because they differ in hue, but they will
print  exactly the same if they have the came luminance
{a=ssuming the default condition). Conversely, 1f grey ccale
is eet according to hue, two areacs on the screen may look
different because af a difference in luminance, but print the
same because the hue is the csame. Figqure 9 1illustrates the
eight grey scale patterns corresponding to either luminance or
hue levels. (Remember, you can celect grey cscale on luminance
OF hue, but not both.)

The user may select luminance or hue for grey scale by setting
or clearing bit 6 in STATUS, a one byte wvariable located at
$1D&67 Hex (7527 decimal). Specifically, grey scale will
correlate with luminance if bit & is zero, or correlate with
hue 1f bit 6 is one. :
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The STATUS
addition to
STATUS bvte

BIT

w

STATUS BYTE

bvte allows user cselection of several options 11
grey scale. Table 1 briefly decscribes these. The
ic located at $1D&7 Hex (7527 decimal).

Table 1. - STATUS Bvte bit assignments

DESCRIFTION OF OFTION (Default = CLFR)

CLR = Freset "random" color reqgicters are used
SET = System color registers are used

CLFR = Usze Luminance for grey cscale

SET = Use Hue for grey scale

CLR = Text prints in Black & White

SET = Text prints in grey scale

CLR = Flavers print in EBlack & White
SET = FPlayers print in grevy scale
CLR = Missiles print in Hlack & White
SET = Misdles print in grey scale
NOT USED

NOT USED

Used only in SD! to determine CR/LF function.

CLR = Carriage Return/Line Feed sent at end of
each line.

SET = Inhibit end of line CR/LF if eractly 40
characters are sent in a line.
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"lRendom" Fatterns

1f the various huese are close to the <same value and the
variouwse luminances are nearly the same brightness, then the
grey scale patterns printed will be verv similar or perhaps
1dentical. This would make 1t difficult to distimguicsh the
different areas of the image. In this case, the user mavy wish
to print the screen using a different set of patterns. A cset
of random patterne has been provided and may be used by
setting "STATUS" Bit 7 on. Now the picture will be printed
using a random cselection of grev scale pattern for each colaor
reqglster. Thise frequently recsulte in a better looking and
more easily discernable printout of the image. A different
set of random patterns 1is used tor hue and for luminance, =0
that the orintout should look different depending upaon the
state of Bit 6. The user may change the "RANDOM" values of
the registers in the same wavy the svstem regicters are
changed. The preset registers are organized in the same arder
using the <came <scheme as the svstem regicsters found at Hex
location $20C3 through $2C8. The preset registers are located
at %1D78 Hex (7544 decimal) through $1D80 Hex (7552 decimal).

Text Grey Scale

If Bit S 1is set, text will be printed 1in the grevy scale
_pattern corresponding to the appropriate color register
setting. Text usually looks best printed in =& ‘'"solid"
pattern, however, so the default for Bit S ignores grey cscale
on text characters.

Player/Missile Grey Scale

Rite 4 and 3T are similar to RBit S except that they select grey
scale or "solid" patterns for Flavers and Micscsiles,
respectivelvy. This i used only in SD3.
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FINE SCROLLING

Lines on the <screen that have been fine scrolled horizontally
or vertically may be accurately printed, provided that the
user updates the program®s scrolling regicsters whenever he
changes the CTIA registeres. Since the Atari computer svyetem
stores fine scroll data in "write-only" registerc. it is
necessary for the user to make this information available to
the screen dump program. The Horizontal Scroll Fegister 1is
located at $1D&8 Hex (7528 Decimal) and must contain the came
value written to the corresponding CTIA Register at address
D404 Hesx. Similarly, the Vertical Scroll Register is
located at $1D&69 Hex (7329 decimal) and must contain the same
value written to the CTIA Register at $D405 He:x.
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FRINTING FLAYERS/MISSILES

Frougrame SD1 amd SDZ2 will
SD>  will
the user updates 14 bvtes
size and location. Since: the
data 1in Twite-only" regicters,

to make this i1nformation

Furpose
1. Flayer—-Missile VYertical Data
BEvte Address (high aorder

bvte only).

2. Horiz. Position of Flaver O
Z. Horiz. Fosition of Flayer 1
4. Horiz. Fosition of Flayer 2
S. Horiz. Fosition of Flaver 3
&. Horiz. Fosition of Missile O
7. Horiz. Fosition of Missile 1
8. Horiz. Fosition of Missile 2
G. Horiz. Fosition of Missile 3
10, Horiz. Size of Plaver O

11. Horiz. Size of Plaver 1

12, Horiz. Size of Player 2

15Z. ‘Horiz. Size of Flayer 3

14, Horiz. Size of All Missiles

1gnore all

accurately print Flavers and
of data
svstem

available
The purpose and location of the needed

relating to
stores

1s necescsary

to the screen dump program.

data

CTIA
Location

$D4O7

SDO0OO0
€£DOO1
$DOO2

SDOOT .

D004
$D0OOS
$DOOG&
$DOO7
$DDO8
D009
<DOO0OA
$DOOKE
sDOOC

Fage

Flaver
Plaver/
for th

as follo

Frogram
Location

$1D&6R
£1D6C
$1D&D
$1D6E
$1D6&F
$1D70
$1D71
$1D72
$1D73
$1D74
$1D75S
$1D76
$1D77

20

Flaver-Micsile Digplave.

Micssiles provided that
Miesesile
Miscsile

e

WeE D
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1+ the user prefers, he may keep these bvtes, the Horizontal
Screll Bvte and Vertical Scroll Byte, in hic program locally
end provide the starting address of these bvtes in one of two

WaVE S

1. Store the =starting address in locations $TE8 and S$SIES (1000
and 1001 decimal).

2. BASIC language users may provide the address as the first
argument 1n the USR cstatement.

Example: X = USR (791Z%,146384)
The utility will get the needed 16 bvtes of data starting at

location 15384 decimal. All other arguments will be igrnored by
the utility.

The user must keep the bytes in the following order:

1. Horiz. Scroll Value

2. Vertical Scroll Value

3. Flaver—-Missile Vertical Data Fointer
4. Horiz. Fosition of Player 0
S. Horixz. Fosition of Plavyer 1
6. Horiz. Fosition of Flayer 2
7. Horiz. Fosition of Player 3
8. Horiz. Position of Missile O
9. Horiz. Fosition of Miscile 1
10, Horiz. Fosition of Miscsile 2
11, Horiz. Pocsition of Missile 3
12, Horiz. Size of Player 0

153. Horiz. Size of Player 1

14, Horiz. Size of Plaver 2

-

15. Horiz. Size of Flayer 3
16. Horiz. Size of All Missilecs

-

These 16 bytese will be written into the LOCAL Flaver miscsile
RAM area in the wutility. program each time the screen print

program is executed. If the user pointer at $3E9 1is cset to
zero, » if no argument is csupplied in & BASIC USR(7513)
statement, no data will be moved. FPlease note that the high
bvte of the wuser pointer ($3E9) must be zero 1f the user
enters the data directly into the 1local utility pIrogram

plaver micssile RAM area; otherwise, this area will be written
over. :



vy

ATART Screen Dump Utility Fage 12

FPRINTER CONSIDERATIONS

The Atari 20 1s a 40~ column dot matrix printer which plugs
into the serixl 1/0 bus. It has no graphics capab:ility and
will work only with SDI1.

The Atari 825 is an BOecolumn dot matrix printer which plugs
into the Atari 830 1lnterface FPlodule. It has no graphics
capability and will work only with SDI1.

The aAtari 822 is a 40-column  thermal printer which plugs into
the <cerial 1/0 bus. In the graphice mode i1t will print a
single row of ZB0 dots on each horizontal pacss. This impliecs
two limitations:

1. Since 1t would require & minimum of I20 dots horizontally
to print all the information on the screen, 1t will require
more thanm one paper width to print the entire image, even at
the minimum scaling.

2. Even though the program uses bidirectional printing with
the Atari 822, it will still take & lot of time to print
graphice. At the minimum scaling, it will take approximately
15 minutes to print the entire screen.
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AFFENDIX K - ERROR CODES

The screen print program may abort erecuticn +for a varietv o+
reasons. The cause 1s indicated in an error code bvte located
at z1Ds54  He:: (732 decimal). The error codes and
correcsponding error ccecnditions are as follows:

Errar Code Cause

1 No error — the screen print program ran
successfully.

128 The BREAK key was pressed during program
execution.

240 The ESCAFE key was pressed during program
execution.

241 The RESET key was precssed during program
execution.

250 GTIA Mode — Text print program SD1 cannot
print GTIA data.

25 No DMA - Video DMA dicabled.

292 The printer failed to open properly.

283 The Serial I/0 Bues is active. The program
will not execute unlecss the Serial Bus is
free.

254 The System Print buffer is not empty,

indicating that the printer is in use.
The program will not execute unless the
printer is not busy at the time the
program is called.

+J

5SS The screen print program has not been
initialized vet. It must be initialized
prior to program execution.






LIMITED WARRANTY ON MEDIA AND HARDWARE ACCESSORIES.

We, Atari, Tic,, guarantee to you, the original retail purchaser, that the medium on

which the APX program is recorded and any hardware accessories soid by APX are free from
defects for thirty days from the date of purchase. Any applicable implied warranties,
including warranties of merchantability and fitness for a particular purpose, are also
limited to thirty days from the date of purchase, Some states don‘t allow limitations on

a warranty’s period, so this limitation might not apply to you. If you discover such a

defect within the thirty-day period, call APX for a Return Authorization Mumber, and then

return the product along with proof of purchase date to APX, We will repair or replace
the product at our option.

You void this warranty if the APX product! (1) has been misused or shows signs of
excessive wear; (2) has been damaged by use with non-ATARI products; or (3) has been
serviced or modified by anyone other than an Authorized ATARI Service Center. Incidental
and consequential damages are not covered by this warranty or by any implied warranty.
Some states don’t allow exclusion of incidental or consequential damages, so this
exclusion might not apply to you.

DISCLAIMER OF WARRANTY AND LIABILITY ON COMPUTER PROGRAMS,

Most APX programs have been written by people not employed by Atari, Inc, The programs we
select for APX offer something of value that we want to make available to ATARI Home
Computer owners. To offer these programs to the widest number of people economicaily, we
don‘t put APX products through rigorous testing. Therefore, APX produts are sold "as is",
and we do not guarantee them in any way. In particular, we make no warranty, express or
implied, including warranties of merchantability and fitness for a particular purpose. We

are not liable for any losses or damages of any kind that result from use of an APX
product.



-




aTlTaPRT PROGEREAM EXCHAINGE

REVIEW FORM

We’'re interested in your experiences with APX programs and documentation, both favorable and
unfavorable, Many software authors are willing and eager to improve their programs if they knaw
what users want, And, of course, we want to know about any bugs that slipped by us, so that the
software author can fix them. We also want to know whether our documentation is meeting your needs.
You are our best source for suggesting improvements! Please help us by taking a moment to fill in
this review sheet. Fold the sheet in thirds and seal it so that the address on the bottom of the

back becomes the envelope front. Thank you for helping us!

1, Name and APX number of program

2+ If you have problems using the program, please describe them here.

2+ What do you especdially like about this program?

4, What do you think the program’s weaknesses are?

% How can the catalog description be more accurate and/or comprehensive?

4, On a scale of 1 to 10, 1 being "poor" and 10 being "excellent”, please rate the following
aspects of this program?

Easy to use
User-oriented (e.g., menus, prompts, clear language)
Enjoyable

Self-instructive

Useful (non-game software)

Imaginative graphics and sound

7+ Describe any technical errors you found in the user instructions (please give page numbers).



2+ What did you espedally like about the user instructions?

%, What revisions or additions would improve these instructions?

10, On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent”, how would you
rate the user instructions and why?

11, Other comments about the saftware or user instructions:

ATARI Program Exchange
Attn! Publications Dept,
P.0. Box 50047

&0 Es Plumeria Drive

San Jose, CA 75150

[seal herel



