
















































































































































































































































































































































































53766 
53767 

53768 

Player Collisions / 167 

Pitch of voice 3 
Distortion and volume of voice 3 

Pitch of all voices 

Note: before using pokes to create sound, initialize the sound system 
with: 

POKE 53768,0 

POKE 53775,3 

(Or simply code: SOUND 0,0,0,0) 

Location 53768 can be used to control the quality of sound. For example, 

you can filter out certain frequencies or combine two channels to improve pitch 
range and accuracy. See the book De Re Atari for details. (Available from Atari 
Program Exchange.) 

Missile Collisions 

Memory Location 

53248 
53249 

53250 
53251 

53256 
53257 

53258 
53259 

Player Collisions 

Location 

53260 
53261 
53262 
53263 

53252 
53253 
53254 
53255 

Shows: 

Missile 0 to playfield collision 
Missile 1 to playfield collision 
Missile 2 to playfield collision 
Missile 3 to playfield collision 

Missile 0 to player collision 
Missile 1 to player collision 

Missile 2 to player collision 
Missile 3 to player collision 

Collision Shown 

Player 0 to player 
Player 1 to player 
Player 2 to player 
Player 3 to player 

Player a to playfield 
Player 1 to playfield 
Player 2 to playfield 
Player 3 to playfield 



168 / Appendix 

Location 53278, Hit Clear Register 

To clear all collision registers, poke a 1 into HITCLR (location 53278). 

Location 623, Priority Register 

Display Priority 

All players in front of all playfields. 

Players 2 and 3 behind playfields; 
players 0 and 1 in front of 
playfields. 

All playfields in front. 

Players in front of some play­
fields, but behind others. 

Value to Poke into 623 

2 

4 

8 

Suggestion: Experiment! Move your players over various playfield objects 
to discover the effect of various priority settings. 

Other Options for Location 623 

Pick the desired options and add up the va lues. Poke the total into location 623. 

Option Value 

Combine missiles to make a 5th player. 16 

Overlap players to make a third color. 32 

Graphics Shape Registers 

Player Number 

a 
1 
2 
3 

All missiles 

Location 

53261 
53262 
53263 
53264 
53265 
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A 
Animation 47, 65 

B 
Binary numbers 10 
Boundary 

One K 21 
Two K 109 

C 
Chords 79 
Clearing strings 28 
Collisions 

Detecting 137 
Registers 117 
Multiple 120 
Player 123 

Missiles 125 
Reading 119 

COLOR 1 playfield 121 
Colors, selecting 136 

D 
Decimal numbers 15 
Designing images 8 
Diagonal movement 50 
DMACTL 38,156 

Double line resolution 20 
E 

Error routine 101 
Errors, trapping 73 

F 
Filler code 22 

Five players 153 

G 
Game Programming 135 
Garrett, B. B, 

on execution speed 118 
GRACTL 39 
GRAFP.SAV 157 
Graphic shape registers 155 

H 
Highlighting text with PMG 157 
Horizontal movement 49 
HPOSPO 40 

Images 

Defining 65 
How stored 6, 67 

J 
Joystick control 51, 53 

L 
Lasers 139 

Leemon, Sheldon 

Index /171 

article on using strings 19 
Legs, making move 65 

M 
Machine language 131 
MAZEDUEL,SAV 142 
MISSCOL,SAV 126 

Missile 

Horizontal position 92 
Image 89 
Move routine 93 
Size register 103 

Moving two players 138 
Multicolored players 43 

o 
One K boundary 21 
ONSCREEN,SAV 43 

P 

Pixel 6 

PM data, look at 61 
Priorities 55 

R 
Random numbers 

in a game 139 
missile size 104 

Reading collisions 119 
S 

Seyer, Dan 
collision detection 
routine of 137-138 

Shadow register 55 
Simplified PMG setup 157 
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