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Whether you’re a student facing a term paper, a busi-
ness professional with frequent reports to write, or an
aspiring novelist, AtariWriter can help you beat those
deadlines—with time to spare. No more tedious typing
and retyping of drafts; AtariWriter lets you edit and re-
organize your copy until it’s just right. And with a wealth
of formatting and printing options at your command, you
can make sure that everything you write will look just
the way you want it.

Quickly and step by step, this guide shows you every-
thing you need to know to use AtariWriter. The first sec-
tion tells you how to load AtariWriter into your ATARI®
Home Computer, and presents an overview of the pro-
gram. The second section gives you a brief text to enter,
edit, and print, along with how-to instructions for each
step; after printing your first AtariWriter document,
you’ll also learn how to store and retrieve what you
write using a cassette program recorder or disk drive. By
working with a longer passage in the third section, you’ll
learn about the advanced editing, formatting, and print=-
ing features of AtariWriter. Finally, you’ll find a com-
plete, alphabetical Reference Guide to all the features of
AtariWriter in the back of the guide.

Also included in your AtariWriter package is a Quick
Reference card that highlights all the major keystroke
combinations used to put AtariWriter through its paces.

If you haven’t already set up your ATARI Home Compu-
ter system, do so now; you’ll find complete setup instruc-
tions in the owner’s guides that came with the various
parts of your system. Make sure that your ATARI Home
Computer is equipped with at least 16K RAM. If your
system includes a cassette tape recording device such as
an ATARI 410™ Program Recorder, be sure to have a
blank cassette on hand. If you have an ATARI 810™ Disk
Drive, you’ll need your ATARI 810 Master Diskette Il and
a data diskette. And don’t forget some paper for your
printer.
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Getting started

Here’s how to load your
AtariWriter word process-
ing program into your ATARI
Home Computer:

1. With your computer turned off,
turn on your television set and, if
you have one, your ATARI 810
Disk Drive; wait for the busy light
on your disk drive to go out. If
you’re not using a disk drive, skip
to step 3.

2. Insert your ATARI 810 Master
Diskette in your disk drive; if you

What’s on the menu?

have a printer driver diskette (see
page 43), insert it in your disk
drive at this point. Close the disk
drive door. (You may also use a
data diskette for this step, provided
that it contains DOS 2.0S files; see
Diskette management in the
Reference Guide.)

3. Insert your AtariWriter cartridge
in the cartridge slot on your com-
puter console (the left cartridge slot
on the ATARI 800™ Home Com-
puter) and turn on your computer.

When the AtariWriter pro-
gram has loaded into your
computer, this menu ap-
pears on your TV screen.
Take a minute now to look over the
entrees available and see what you
can use each one for.

While working with AtariWriter,
you can return to this menu at any
time by pressing the ESC key in the

€ To start writing a new D To erase a file that
you’ve stored on diskette
using a disk drive

text file

ATARTINRITER

BREATE File
BELETE File
EPIT File

[HORMAT Disk

EINDEX of Disk Files
MoAaD File

FERINT File

BAVE File

SELECT LETTER .

upper left corner of your computer
keyboard.

After 9 minutes without a key be-
ing pressed, your ATARI Home
Computer will begin cycling the im-
age on your screen through a ran-
dom series of colors. This is to
protect your TV picture tube. Any
standard keystroke, or pressing the
START button on your computer

E To revise a file that
you’ve just printed or
loaded from a storage
device (cassette program
recorder or disk drive)

F To format a data
diskette for storing text
files you write with
AtariWriter

1 To call up a listing of
the text files on a diskette

L To load a file from
cassette tape or diskette
into your computer

P To print a text file

$ To store a file on
cassette tape or diskette



keyboard, will return the screen to
normal.

Pressing the SYSTEM RESET but-
ton while you’re working with
AtariWriter will reload the program
into your computer; however, any
text currently in your computer’s
memory will be retained.

Yalking to AtarWriter... . and making it run

Print Formatting
Block—displays default
values for file formatting =
and printing (see page 7
24).

— [E12 4 B1 b5 Ne Mie 76 B2 [i1z 1320

Cursor

L i 1 L e S )
/PRESS TO RETURN TO MENU

Message Window
—displays questions,
prompts, and other

information.
TAB stops—default set- c'co"]m""n'm" oo
tings shown (see T7ABS in Al o
the Reference Guide). Screen line g
of cursor.

With the AtariWriter menu | Message Window at the bottom of

before you, type C for your screen.
Create File. Your screen Many of the questions that Atari-
now looks like the one Writer asks you require a yes or no

shown here. Again, take a few | response. You can answer by typ-
minutes to become familiar with it. | ing out YES or N© and pressing
The white underscore line flash- | RETURN, or simply by typing ¥ or

ing near the upper left corner of N and pressing RETURN. Pressing
the screen is the cursor. It shows RETURN alone (or any key other
you where you are while you’re than ¥ and RETURN) will also be in-
working with AtariWriter— terpreted by AtariWriter as no.
whether you’re writing, editing, If AtariWriter finds a mistake in
or responding ta the prompts an entry or command, or detects a

and questions that appear in the problem in your computer system,



it displays an error message in the
Message Window. Many error
messages are accompanied by a
prompt that tells you what to do;
for further information, refer to the
listings under Error messages in
the Reference Guide.

In this guide you’ll find several
instructions such as ‘‘press CTRL P”’

or ‘‘press SELECT ¥.’’ To execute
these keystroke combinations, hold
down the first key while typing the
second. You may already be famil-
iar with this technique; if not,
you’ll soon get the hang of it.
Finally, that blank space below
the cursor is there for you to write
in, of course, so turn the page. . .
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Clean copy in minutes

When they first learn to use
a word processing system,
many people want to tell
their friends about it. So
here’s a letter for you to
type, edit, and print that
won’t just teach you about Atari-
Writer—you can also use the
finished copy to show a friend
what a word processor you’ve
become.

But first, a couple of features of
AtariWriter that you’ll need to
understand to type your letter.

With AtariWriter you don’t use
the RETURN key on your computer
console the way you do on a con-
ventional typewriter. When you’re
typing in a word that will overflow
the right margin of your screen,
AtariWriter automatically moves
the cursor—and the word—to the
beginning of the next screen line.
Press the RETURN key at the end

of each paragraph (you can also
press RETURN when you want to in-
sert blank lines in what you’re
writing). AtariWriter inserts a ¢« at
that point and moves the cursor to
the left margin of the next screen
line.

To mark the beginning of a para-
graph, press €TRL P. AtariWriter
displays a paragraph symbol ()
on a dark background at that point
on the screen.

Now you’re ready to go. Select
Create File from the AtariWriter
menu, if you haven’t already. For
now, ignore the Print Formatting
Block. Just enter today’s date on
the first line, fill in the name of the
person you want to write to, and
type away. And don’t worry about
typos—you’ll be able to fix them in
a jiffy when you edit with Atari-
Writer.




Today’s date RETURN

CTRL P As you can see, I’m not writing this letter on
my old typewriter. Instead, I’m breaking in my new
AtariWriter word processing program, composing
and editing on my TV screen. When I’ve finished
writing, I can print a copy--or dozens of copies--just
by pressing a few keys on my computer console.
RETURN

CTRL P And no more typos--or at least, no more
retyping to get rid of them. I can easily delete or
change letters, words, sentences, or paragraphs. Or
say I use a word or phrase several times in a piece of
writing, and decide later that I want to change it. I
can have the computer automatically search out
every use of it and substitute something different.
RETURN

CTRL P AtariWriter will print the things I write just
about any way I want. I can vary the margins, in-
dent paragraphs or blocks of text, and change line
spacing just as with a typewriter, but more easily. I
can also print pages with justified right margins.
RETURN

Now add a paragraph of your
own if you like, preceded by €TRL
P and followed by RETURN; then
add a closing and press RETURN

again.
Quiick editing with AtanWriter
Now that you’ve created File; you can edit a text file while

your first fext file, you can | still in the Create File mode (select
go back and fix any typos Edit File when you want to revise a
you made. And if you want to text file that you’ve retrieved from
rephrase anything to make it more | a cassette or diskette, as explained
your style—by all means! on page 15).

No need to return to the While editing, you’ll probably
AtariWriter menu and select Edit want to move the cursor quickly

11



around the screen from one prob-
lem area to the next. Refer to your
Quick Reference card for the Cur-
sor movement controls you can use
to do this.

To start editing at the top of your
letter, for example, press SELECT T.
Now you can use €TRL ¥ to scan
quickly through what you’ve typed,
and C€TRL - and CTRL € to move
the cursor to anything you want to
change or correct. When you reach
the last line of text on the screen,
just keep moving the cursor down—
the text will scroll up to show more
of what you’ve written. You can
-also page through your text file, up
or down, by pressing OPTION 4 or
OPTION V¥ .

To correct a typo or replace a
word or phrase, you first have to
delete the wrong characters or
words. Refer to the Delete text
commands on your Quick Refer-
ence card to see how to do this.

After deleting what you want,
Jjust type in your correction or
change. AtariWriter automatically
makes room for as much new ma-
terial as you want to add. To insert
a whole new sentence, paragraph,
or more, just position the cursor
where you want to add text and
type in the new material.

Whenever you delete text, the last
character, line, or block deleted is
retained in the failsafe text buffer
of your computer. To restore the
deleted text, press START INSERT.

From screen to paper

You’re now ready to print
your clean, edited letter.
Make sure that your printer and (if
you have one) interface module are
on. Press the ESC key to return to
the AtariWriter menu, and select
Print File. If this is the first time
you’ve selected Print File since
beginning your work session with
the program, AtariWriter offers
you this Printer Selection menu:

ABTAORTITHRITER

BREATE File
BELETE File

[EDIT File

[FORMAT Disk

EINDEX of DisKk Files
MoAD File

[ERINT File

BAVEFile
ATARI 1025 ATARI 820
ATARI 825 ATARI 822
SELECT NUMBER and PRESS IR

(If you have a printer other than
the ATARI models listed, and load-
ed a printer driver diskette—see
page 43—when starting your work
session with AtariWriter, the
Printer Selection menu will not
appear.)

Enter the appropriate response,
followed by RETURN. If you have a
printer other than the ATARI
models listed, select 3.




When specifying the type of
printer you have from the Printer
Selection menu, always take special
care to enter the correct number. If
you specify the wrong printer,
you’ll have to reload the Atari-
Writer program—first saving any
file currently in your computer’s
memory (see page 14)—and repeat
the Print File procedure in order to
specify the correct printer.

Now AtariWriter asks, PRINT
WHOLE DOCUMENT, Y/N? Type ¥
and press RETURN. Finally, Atari-
Writer prompts you to enter the
NUMBER OF COPIES you want.
You can ask for up to 99 copies;
but since you’ve addressed your
letter to one person, type 1 and

press RETURN. AtariWriter takes it
from there, first formatting and
then printing your letter.

To halt printing at any time,
press the BREAK key on your com-
puter keyboard.

You can also print selected pages
Jfrom a text file of several pages.
To do this, type N and RETURN in
response to PRINT WHOLE DOCU-
MENT, Y/N? Then tell AtariWriter
the starting and ending page num-
bers of what you want to print.

You may have to experiment a
bit, adjusting the paper in your
printer before printing your files, to
get the correct top margin on your
printed pages. The top margin on
your letter should be one inch.

How much can you write with AtariWriter?

How much text you can
enter into your computer
before it becomes over-
crowded depends on how
much free memory it has
available, which in turn
depends on how much RAM (Ran-
dom Access Memory) it’s equipped
with.

While creating or editing a file,
you can check how much free
memory you have left at any time
by pressing OPTION F. If you like,
try this now: press ES€ to return to
the menu, if necessary, then select
Edit File and press OPTION F.
AtariWriter gives you the answer,
expressed in byres, in the Message
Window on your screen. One byte
equals roughly one typed character.

You can figure on about 1500 bytes
for each standard double-spaced
page. It’s a good idea to leave
yourself an adequate margin of free
memory in every file you write,
just in case you want to add to a
file later on.

When your computer’s free
memory will accommodate only
about one more screen full of
characters, AtariWriter alerts you
by displaying the message 512
BYTES OF FREE MEMORY RE-
MAIN. When this happens, it’s a
good idea to stop writing—you’ll
need a margin of free memory if
you decide to revise or add to the
file later on. Save the file and start
a new file to continue the document
you’re working on.
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To save a text file

If your ATARI Home Com-
puter system includes a re-
cording device such as an
ATARI 410 Program
Recorder or ATARI 810 Disk
Drive, you can store your
text files as needed and
call them up at will for fur-
ther editing or printing.
You can save a file before or after
printing it.

Here’s the procedure for saving a
text file. Try it now with the letter
you’ve written about AtariWriter.

First return to the AtariWriter
menu and select Save File. Atari-
Writer prompts you to enter the
SAVE DEVICE:FILENAME. How
you should proceed from here
depends on whether you’re working
with a cassette program recorder or
a disk drive.

With a cassette program re-
corder, always make sure that it’s
loaded with enough blank tape to
accommodate the file you’re saving
(see Cassette management in the
Reference Guide). Rewind the tape
to its beginning, if necessary, then
advance it to where you want to
begin recording. Next, type €:
followed if you like by a file-
name—files to be saved to cassette
don’t have to have filenames (for
details on filenames, see With a
disk drive, on this page).

Finally, press RETURN on your
computer keyboard. When your
computer beeps twice, press both
PLAY and RECORD on your program
recorder, then RETURN on your key-
board.

For future reference, don’t forget
to write down the beginning and
ending tape counter numbers for
every file that you save to cassette.

Refer to your program recorder
owner’s guide if you have any

questions about storing files on
cassette.

With a disk drive, insert a data
diskette formatted to DOS 2.0S (if
your diskette isn’t formatted, you
can have AtariWriter format it for
you—see Format Disk in the Refer-
ence Guide). Then type D: followed
by a filename for your text file.
Filenames may be up to eight char-
acters in length, optionally fol-
lowed by a period and an extender
of up to three characters. For ex-
ample, you could give your letter a
filename such as ATARIWRI or
ATARIWRIL.LEY. The letters A
through Z and the numbers 0
through 9 are the only characters
that can be used in AtariWriter
filenames. The first character of a
filename must always be a letter.

If your computer system includes
more than one disk drive, you must
type the number of the drive you
want to save to immediately after
D, then the colon, filename, and
extender—D2:FILENAME, for exam-
ple (if no drive number is
specified, AtariWriter will auto-
matically save to drive 1). After
entering the filename, press
RETURN.

If while saving a file AtariWriter
finds that there’s not enough space
on your diskette to accommodate
the file, the program gives you the
prompt DISK FULL, LOAD NEW
DISK, RE-ENTER.

If you want to lock a text file that
you’ve saved to diskette, see Lock-
ing files in the Reference Guide.

It’s always a good idea to make
a backup copy of every diskette you
store files on—just so you’ll have a
duplicate in the event that some-
thing happens to your original disk-
ette. To copy a diskette, use the J
option from the ATARI Disk



Operating System (DOS) II menu
(after finishing your work session
with AtariWriter); see An Introduc-
tion to the Disk Operating System
or the Disk Operating System II
Reference Manual for complete in-
structions.

For more information on using
diskettes with AtariWriter, see
Diskette management in the Refer-
ence Guide.

Long documents—anything that
will more than fill your computer’s
memory—must be created and
saved in segments, with each seg-
ment assigned a different filename.

Yo load a text file

This is where the filename extender
comes in handy. You can tie to-
gether the various segments of a
long piece of writing by giving
them all a common filename, and
use the extender for each segment
to keep track of their proper order.
As you saved each segment of a
document named REPORT, for ex-
ample, you could name successive
segments REPORT.001, REPORT.002
and so forth. With a disk drive,
you can easily print the various
segments of such a document in
any order you wish; see Chaining
print files in the Reference Guide.

Using AtariWriter to load a
text file from a storage
device (cassefte program
recorder or disk drive) into
your computer’s memory is
much like saving a file. You
just move the file in the opposite
direction. Here’s the procedure; try
it now with your letter about
AtariWriter.

Though you’ve just saved the let-
ter, it also remains in your com-
puter’s memory. If you want to see
it load back in from your storage
device, first return to the
AtariWriter menu and select Create
File. AtariWriter asks, ERASE FILE
IN MEMORY, Y/N? Type ¥ and
press RETURN. AtariWriter erases
the letter from your computer’s
memory and presents you with a
clean slate.

Now go to the menu again and
select Load File. How you should
proceed when AtariWriter prompts
you to enter the LOAD DEVICE:
FILENAME depends on whether
you’re working with a program
recorder or a disk drive.

With a cassette program
recorder, rewind your tape, if
necessary, then advance it to the
beginning of the text file you want
to load. Type €: and RETURN on
your computer keyboard. When
your computer beeps, press PLAY
on your program recorder and
RETURN on your keyboard.

With a disk drive, insert the
data diskette containing the file you
want to load. Then type Bs fol-
lowed by the complete filename
and extender for the file you want
to load—if you’re loading from a
disk drive other than drive 1, don’t
forget to specify the drive number
after the D. Finally, press RETURN.
If while loading a file AtariWriter
comes close to overflowing your
computer’s free memory, the load-
ing process is halted and the
message MEMORY FULL, IN-
COMPLETE LOAD appears on your
screen. However, that part of the
file that has been loaded prior to
this message remains in memory
for you to work with as you like.
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A word processing wonderland

To show you more of what
you can do with Atari-
Writer, this section gives
you another text file to
, odit, format, and
nt. You may recognize it.

Go to the menu and select
Create File. If there’s a file in your
computer’s memory, AtariWriter
asks, ERASE FILE IN MEMORY,
Y/N? Type Y and press RETURN to
erase the file from your computer’s
memory.

Again, ignore the Print Format-
ting Block at the top of your screen
for now—you can experiment with
various formats after you’ve typed
and edited the text file. Just type
the passage on the next page as
shown (except for the paragraph
numbers— they’re for ease of
reference during the editing you’ll
do later on). Before you begin typ-
ing, here’s a tip and a reminder.

To underline a word or more of
text, press the J\ key on your
keyboard before typing the material

to be underlined. The characters to
be underlined appear in inverse
video (dark characters on a white
background) on your screen. When
you’ve finished typing what you
want underlined, press the J\ key
again.

You can also underline words
that you’ve already typed, or cancel
the underlining of words you’ve
entered as underlined. Just position
the cursor under the first character
of what you want to change, then
press €TRL U until you’ve changed .
as much text as you want either to |
inverse video or vice versa.

Unless you have an ATARI 825™
80-Column Printer, your printer
may not underline text when print-
ing. Check the manual that came
with your printer to see if it has
underlining capability.

Don’t forget to mark the begin-
ning of each paragraph by pressing
CTRL P, and the end of each para-
graph by pressing RETURN.




1 “Why,” said the Dodo, ‘“‘the best way to explain it is to do it.”
(And, as you might like to try the thing yourself, some winter
day, I will tell you how the Dodo managed it.)

2  First it marked out a race-course, in a sort of circle, (‘‘the ex-
act shape doesn’t matter,”’ it said,) and then all the party were
placed along the course, here and there. There was no “‘One,
two, three, and away!”’ but they began running when they
liked, and left off when they liked, so that it was not easy to
know when the race was over. However, when they had been
running half-an-hour or so, and were quite dry again, the
Dodo suddenly called out, ‘“The race is over!”’ and they all
crowded round it, panting, and asking, ‘‘But who has won?’’

3 This question the Dodo could not answer without a great deal
of thought, and it stood for a long time with one finger pressed
upon its forehead, (the position in which you usually see
Shakespeare, in the pictures of him), while the rest waited in
silence. At last the Dodo said, ‘‘Everybody has won, and all
must have prizes.”’

““But who is to give the prizes?’’ quite a chorus of voices asked.

5 *‘Why, she, of course,” said the Dodo, pointing to Edith with
one finger; and the whole party at once crowded round her,
calling out, in a confused way, ‘‘Prizes! Prizes!”’

6 ‘‘But she must have a prize herself, you know,’’ said the Mouse.

7  Edith had no idea what to do, and in despair she put her hand
in her pocket, and pulled out a box of comfits (luckily the salt
water had not got into it), and handed them round as prizes.
There was exactly one a-piece, all round.

8 ““Of course,” the Dodo replied very gravely. ‘“What else have
you got in your pocket?’’ it went on, turning to Edith.

9 “‘Only a thimble,”’ said Edith sadly.
10 ‘‘Hand it over here,’’ said the Dodo.

11 Edith thought it rather absurd to give away her thimble just so
the Dodo could give it back to her. But she handed it over,
just to humor the old bird.

12 Then they all crowded round her once more, while the Dodo
solemnly presented the thimble, saying, ‘“We beg your accep-
tance of this elegant thimble’’; and, when it had finished this

short speech, they all cheered.
19
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Advanced editing with AtarWriter

If you recognized the pas-
sage you just typed—it’s
from Lewis Carroll’s whim-
sical Alice in Wonderland—
you may be aware that it
contains some errors. Here

are some AtariWriter
techniques for putting it in
order. Each of these major
editing functions is also
highlighted on your Quick
Reference card.

: ine by line. In your
assage from Alice in Wonderland,
for example, paragraph 11 doesn’t
belong there and should be deleted.

To delete a block of text, posi-
tion the cursor under the first char-
acter of the passage you want to
delete—in this case, under the para-
graph marker before ‘‘Edith
thought it . . .”’—and press CTRL X.
AtariWriter places an X on a dark
background at that point on the
screen.

Next, move the cursor down to
the end of what you want to
delete—in this case, under the para-
graph marker at the beginning of
paragraph 12 (in order to include
the ¢ at the end of the passage you
want to delete)—and press €TRL X
again. AtariWriter places another X
on a dark background at that point.

To erase the text block, press
OPTION DELETE BACK S. Just to be
sure, AtariWriter alerts you with a

warning beep and asks, BLOCK
DELETE - ARE YOU SURE, Y/N?
Answer by typing Y and RETURN—
AtariWriter deletes the specified
block of text. If you change your
mind about deleting a block of text,
type N and press RETURN. You
must then manually delete the X’s
you’ve inserted.

When marking the beginning and
end of a text block to be deleted,
always be sure to enter the second
CTRL X below (or if on the same
screen line, to the right of) the first
CTRL X. And always be sure that
the cursor is positioned outside the
block you’ve marked off before
you press OPTION DELETE BACK S.

When you delete a large block of
text—more than about 30 screen
lines—you run the risk of over-
flowing your computer’s failsafe
text buffer (see page 12). If this
happens, AtariWriter alerts you
with the message FAILSAFE BUF-
FER OVERFLOWED. Only part of
the deleted text can be recovered
by pressing START INSERT.



Moving blocks of text

There’s also a paragraph in your
passage that’s out of place—the
Mouse’s remark in paragraph 6
should follow paragraph 7. Te
put things in order, you
don’t have to delete the
out-of-place paragraph and
refype it where it should
be. AtariWriter will move a
block of text for you.

The procedure for moving a
block of text is much like that for
deleting a block of text. Press
CTRL X at the beginning of what
you want to move and again at the
end—again, be sure to enter the
second €TRL X below the first.

AtariWriter places an X on a dark
background at each point.

Finally, place the cursor where
you want to reposition the text to
be moved—in this case, under the
paragraph marker that begins para-
graph 8—and press OPTION M.
AtariWriter deletes the specified
text block from its old place and
inserts it where it belongs.

Never try to move more than
about 30 screen lines of text (the
capacity of your failsafe text buf-
fer) in a single block. If you want
to move a block of more than 30
lines, do it in segments.

Search and replace with AtarWriter

In your passage from Alice in
Wonderland, the girl who hands
out the prizes is of course not
Edith, but Alice herself. But with
AtariWriter, you don’t have to go
back and change each use of Edith
to Alice. AtariWriter will
search out and replace any
specified string of up to 25
characters, wherever it ap-
pears in a text file.

To use this search-and-replace
function, first position the cursor at
the top of your text file, then press
SELECT S. When AtariWriter
prompts you to enter the SEARCH
FOR: string, type in the word Edith
and press RETURN.

AtariWriter moves the cursor to
the first appearance of Edith in
your text file (paragraph 5) and
asks, REPLACE STRING, Y/N?
Type Y and press RETURN.

At this point AtariWriter prompts
you to enter the REPLACE WITH:
string, which may be up to 22
characters in length. Type in the

word Alice and press RETURN.

Now AtariWriter asks, REPLACE
GLOBAL, Y/N? You can replace
Edith with Alice on a case-by-case
basis or globally—throughout your
text file all at once.

To proceed case by case, you
would type N and press RETURN.
AtariWriter would then replace
only the first occurrence of Edith
and ask, CONTINUE SEARCHING,
Y/N? If you typed Y and pressed
RETURN in response to this, Atari-
Writer would find the next occur-
rence of Edith and let you choose
again; if you typed N and pressed
RETURN, AtariWriter would stop
searching.

Since in this instance you want to
replace every use of Edith, answer
the question REPLACE GLOBAL,
Y/N? by typing ¥ and pressing
RETURN.

When AtariWriter has replaced
every specified string in your text
file, it displays the message END-
OF-FILE in your Message Window.
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Notes on search-and-re-
place. When you enter a SEARCH
FOR: string, you must type it exact-
ly as it appears in your text file.
When the string is a single short
word, like son, that might appear
in your file as part of longer
words, it’s a good idea to type in
blank spaces before and after it. If
you do this, however, be sure to
include the same blank spaces
before and after your REPLACE
WITH: string; and keep in mind
that AtariWriter will not recognize
occurrences of such a SEARCH
FOR: string that are immediately
preceded or followed by punctua-
tion marks.

You can also use the search-and-
replace function as a search-and-
delete tool. To do this, simply
press RETURN when AtariWriter
asks for a REPLACE WITH: string.
AtariWriter will delete the SEARCH
FOR: string and close up the re-.
sulting blank space, whether you
proceed with a case-by-case or
global search.

To stop a search-and-replace
operation at any time, press the
BREAK key on your keyboard. If
you then want to specify a new
SEARCH FOR: string, press
SELECT S and type in the new string;
but remember that AtariWriter will
search only from the initial position
of the cursor to the end of your
text file.

Getting your text files in shape

With AtariWriter you can
print what you write in just
about any shape you want
by using a variety of for-
matting commands. Some of
these commands, entered in the
Print Formatting Block at the top
of your screen, control the overall
formatting of your text file. Others,
entered within your text file while
you’re creating or editing it, are
used to specify variations from the

overall format. Others still are used
to specify some special formatting
features of AtariWriter.

In the next several pages, you’ll
find instructions for using all the
formatting commands, along with
some suggestions for using most of
them to shape up your passage
from Alice in Wonderland. The for-
matting commands are also outlined
on your Quick Reference card.

HWhy,'*' said the Dodo,
do it.'* (aAnd, as you might
some winter day, I will tel

First it marked out a
{the exact shape doesn't m
Party were placed along the
no one, two, three, and aw
they liked, and left off wh
easy to Know when the race
been running half-an-hour o
the Dodo suddenly called ou

all crowded round it, panti
won7z'>*

FILE:ALICE
PRESS EXT-TNI YO CONTINUE



Print preview

As you experiment with
various formatting com-
mands, you might want to
print several copies of your
text file, formatted in
various ways, to see the
results on paper. You can also
use print preview, at any time
while creating or editing a text file,
to examine the formatted file on
your screen.

For a print preview of your pas-
sage from Alice in Wonderland—
(formatted according to Atari-
Writer’s default values—see page
24), first press OPTION P. If this is
the first time you’ve given either a
print preview or print command
during your current work session
with AtariWriter, you’ll have to
specify the kind of printer you have
from th