













































































































































































CHAPTER 13
TAKING IT FROM HERE

Whether you're doing a little on-screen doodling or pursuing a serious
programming endeavor, we hope the discovery process of creating graphics
with S.A.G.E. and your ATARI Home Computer has been an enjoyable one.

You will find that the longer you work with S.A.G.E., the easier the
“operation rhythm’ will become. First-time users who often take a minute or
more to enter the information to perform a two-color Fill may expect, with a
little practice, to find themselves leaping through the same procedure in a few
seconds’ time.

Here are a couple of tips to consider:

PUT IT ON PAPER FIRST

Just as an architect blueprints a new house before a single nail is driven, it
is likewise a good idea to plan your next masterpiece on paper. Sketching out
an idea gives you the freedom to change things around before too much time is
spent entering commands.

YOU CANT SAVE TOO MUCH

It's a sober fact that power surges and outages are the bane of computer
users everywhere. Don’t fall victim to one of these indiscriminate killers! Get
into the habit of saving a picture in progress as often as time permits. If you
save your picture every 10 minutes, you'll only be out that much time should an
accident occur.

TECHNICAL SECTION FOR ADVANCED USERS

Finally, ATARI users with a good working knowledge of BASIC and/or
machine language will find the technical information listed in the appendices
helpful. You will find complete information on how to interface S.A.G.E. with
both BASIC and machine-language programs, and additional facts on how
S.A.G.E.'s commands are set up.
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APPENDIX A
CREATING A BACKUP DISK

Prudence dictates that a minimum of one extra copy of your original

S.A.G.E. disk be mastered and safely stored away. The importance of having a

~— backup copy cannot be overemphasized. Dust, magnetic fields, heat, physical
wear, and the family dog: Disk hazards abound everywhere.

FORMATTING A DISK

Before S.A.G.E. can be copied, you'll need to format a blank disk. The
formatting process will place an electronic filing system onto the blank disk so
that S.A.G.E. can be written onto the disk. Follow the formatting instructions
below closely.

1) Your ATARI should be “ready to go”': The BASIC cartridge installed,
and the video monitor and disk drive(s) turned on.

2) Insert the S.A.G.E. disk into Drive 1 and turn on your ATARI.

3) When the READY. prompt appears, type [J[J§ and press [AILL. The
DOS Menu will appear as shown below.

DISK OPERATING SYSTEM Il VERSION 2.0S
s . COPYRIGHT 1980 ATARI
A. DISK DIRECTORY I. FORMAT DISK
B. RUN CARTRIDGE J. DUPLICATE DISK
C. COPY FILE K. BINARY SAVE
D. DELETE FILE(S) L. BINARY LOAD
E. RENAME FILE M. RUN AT ADDRESS
F. LOCK FILE N. CREATE MEM. SAVE
G. UNLOCK FILE O. DUPLICATE FILE
H. WRITE DOS FILES

4) Remove your S.A.G.E. disk from Drive 1 and insert your blank disk.
5) Type [. The screen will show: WHICH DRIVE TO FORMAT? Type [J.
6) The screen will show: TYPE Y TO FORMAT DISK 1. Type .

7) The blank disk will be formatted at this time. When the formatting
. process is complete, the screen will say: SELECT ITEM OR RETURN TO
MENU.

DUPLICATING A DISK

Now that the formatting is complete, we can copy S.A.G.E. onto the
formatted disk. Here’s the procedure:



1) Follow Steps 1 though 3 under FORMATTING A DISK above.
2) Remove the formatted disk from Drive 1 and insert the S.A.G.E. disk.

3) Type [] for “J. DUPLICATE DISK” from the DOS Menu. Press [Ji['I.
The screen will read: DUPLICATE DISK SOURCE, DEST DRIVES?

4) One-drive system owners: Type [J}[] then press (AL Two-drive system
owners: Type [JJB, and press (AL

5) The screen should now display: INSERT SOURCE DISK. Make sure that
the S.A.G.E. disk is properly inserted into the drive and the drive door is
secure. Press [JA[UL.

6) The screen will read: INSERT DESTINATION DISK AND PRESS
RETURN. Replace the S.A.G.E. disk with your formatted disk and press
RETURNS

7) One-drive system owners: “Swap” the formatted disk and the S.A.G.E.
disk according to the screen prompts. Two-drive system owners: The ATARI
DOS will automatically create a backup without any disk exchange. The
backup process usually takes about 8 minutes.

When the DOS Menu reappears, the backup process will be complete.
Don't forget: Store your original S.A.G.E. disk safely away.
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APPENDIX B
CREATING A DUPLICATE TAPE

Making an extra copy of your S.A.G.E. tape is simply a matter of loading
the program into your computer and dumping it back out onto an extra
cassette. Follow the instructions below.

1) Load either the tape or disk version of S.A.G.E. into your ATARI's
memory. This includes both the machine-language and BASIC programs. Use
the loading instructions in Chapter 2 for reference, if necessary.

2) Load the Multi-Palette. If you're loading from tape, the Multi-Palette
follows the BASIC program. If you're loading from disk, the file name is: [{J13].

3) Place a blank cassette into your Cassette Player. Rewind if necessary.

4) The screen should show the Multi-Palette and Editing Bar. If so, press:
fi- The Editing Bar will say: READY TO WRITE TO CASSETTE? Press [f for
Yes.

5) Immediately press the PLAY and RECORD keys at the same time on
your Cassette Player.

6) Press [[3[IL]] on your ATARI.

The machine-language program, the first program recorded on the tape,
will load onto your tape at this time. You will hear a high-pitched sound as the
data load. After the program has loaded, the sound will stop and the cursor will
begin to blink on the Screen Canvas.

7) Press on your ATARI. The Editing Bar will say: STOPPED AT
LINE XXX. Type: §SEE. Press (ALY twice.

The BASIC program, which is the second program recorded on the tape,
will load onto your tape at this time. After it loads, the READY prompt will

appear. When it does, type: @ULHE SHEEL Press ALY The Editing Bar will
revert to its normal mode (as illustrated in Figure 4 of this manual). When it

does:
8) Press §

9) In answer to WHAT NAME TO USE? message, type: BNAME
Press T[T twice.

The Multi-Palette will now be saved onto your tape.
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APPENDIX C
PROGRAM COMMANDS: TECHNICAL INFORMATION

1) All of S.A.G.E."s commands are three bytes long. They may be broken
down as follows

Byte 0 Bit's Name
3 Most Significant Bits = CMD # 0-7
5 Least Significant Bits = B0

Name
Byte 1 = B1 (Normally X)
Byte 2 = B2 (Normally Y)
2) CMDS (0-7)

0 — End of Buffer
1 — Wait BO seconds if BO 0
If BO=0 Then Do V Command
Change all Color 1 lines to Color 2
Z — Quick Clear entire screen
BO, B1, B2 not used
4 — New Line B1=X, B2=Y
5 — Draw Line to Here B1=X, B2=Y
3

— Set Color

BO = Line Color
B1 = Fill Color 1
B2 = Fill Color 2

6 — Fill Boundary
BO = Fill Type
B1 = X to Start
B2 = Y to Start

7 — Fill
BO = Fill Type
B1 = X to Start
B2 = Y to Start

FILL TYPE (Color Patterns)
0 - SOLID
1 - DIAMOND

2 - HORIZONTAL LINES
3 - VERTICAL LINES
4 - CHECKERBOARD
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APPENDIX D
USING S.A.G.E. IN YOUR PROGRAMS

I. MACHINE LANGUAGE (Disk Only)

S.A.G.E. can be interfaced with your own machine-language programs.
You will need the ATARI Assembler Cartridge (available from your ATARI
dealer), and a blank, formatted disk onto which you can store the assembled
files. '

Please note that this procedure is for advanced users who are comfortable
with machine language.

1) Insert the ATARI Assembly Cartridge into your computer. Place the
S.A.G.E. disk into the drive and turn on the system. The screen will read:
EDIT.

2) Type: [UUEEEEAEELILUALEM Press [ The screen will read:
EDIT.

3) Place the blank, formatted disk into your drive. Type:

AS{ML1#{D}:|GIED]TI0}.|O]BL LS LEIRETURN]

4) Repeat Steps 2 and 3 above to load all of the modules listed below. In Step
3, you will drop the ASM suffix and append with OBJ.

GEDIT 1. ASM - Artificial Instruction Set
GEDIT 2. ASM - Jump Table

GEDIT 3. ASM - Screen and Interrupts
GEDIT 4. ASM - Main Graphic Routine

5) To load each of the assembled files into memory, type:

IEREEREEEEIUNARSA Press [AILT. Substitute 1, 2, 3, or 4 for 0 in the

LOAD statement for each module.

The assembler files above compose the machine-language part of the
program and the screen memory. They are stored in the ATARI Assembler
Cartridge format.

Program resides from:
5BA3 to 6E93
Screen resides from:
7000 to 9FFF

See GEDIT 3. ASM (above) for screen setups

TECHNICAL INFORMATION ON SCREENS

What you see on your screen is achieved by flickering between two
screens every vertical blank. The two screens are in BASIC 7% Mode or
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ANTIC 14 Mode. Each screen uses 12 lines on the display and 4K of memory
for a total of 8K. A text window is set up to interface with BASIC's Graphic 7
screen, leaving only four lines of text. The remaining four lines are used to
display the Primary Palette.

The source can be modified, at your discretion, to allow twelve lines of
picture and twelve lines of text.

The text normally resides from 9F60 - 9FFF.
The palette resides in screens 9000 - 95FF and 9600 - 9BFF.

Il. BASIC

Let's assume that you've written a program called Acme Coupon
Manager. ACM is a text program, but you want to insert a flashy title screen at
the program'’s beginning to break up the monotony of all that text. Here’s how
you would set it up:

1) Draw your title screen using S.A.G.E.

2) Save the title screen to tape or disk. Disk users: Type [JALILAE and
press (AL Tape users: Type @ALILIE and press NI

3) Load the S.A.G.E. machine-language file from your tape on disk. On
the disk version, it's AUTORUN.SYS and loads automatically when the
program is first run. On the tape version, its the first program recorded on the
tape.

4) Disk users: When the READY prompt appears, type: [HR[E

BEBEENEAEEEE and press [ Tape users: Carefully type in
PROGRAM 1 listed below.

5) PROGRAM 1, below, may be entered as a subroutine in your own
program (our theoretical Acme Coupon Manager). Therefore, you may change
the program numbering to fit your own program.

6) Disk users, change Line 40 to: 40 OPEN #1,4,0,”D:TITLE"” Tape users,
change Line 40 to: 40 OPEN #1,4,0,”C:TITLE"

7) Change Line 450 to RETURN. This assumes that you used a GOSUB
to enter PROGRAM 1. If a GOTO statement was used, use another GOTO to
return to your program.

8) Type [ and press [JALIY

9) Disk users: Make sure the disk you saved your title screen to is in Drive
1. Tape users: The cassette onto which your picture was saved should be
ready. After [J[J[] is typed in Step 8 above, a “beep’ will sound; press PLAY
on your cassette player. The picture will load into your program and appear on
the screen.
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12@
138
148
15@
168
178
190
EAD
198
191
192
193
194
el 1)
21l
22@
221
238
249
z58
260
z51
7@
280

PROGRAM 1

Ef (0} 1993 SCOTT ADAMS INC.
EM CLEAR SCREEN (ESC,CRTL-CLEAR)
H}H
EM CHECK IF MACHIME LANGUAGE IS
EM IN MEMORY.
IF PEEK (258561< 3162 THEN 7 “MACHINE LANSUA
PROGRAM NOT LOADED"::END
DIM BUFFR$ (4050) .NAMES$ (15)
REM BUFFR$F IS DUR VARIABLE NAME
FEM BUT YOU CAN USE YDUR OWN.
OFEN #1.4,8.%C:NAME"
BET #1i,L:BET #1,K
GIZE=K#25&+L
REM SIZE IS THE SIZE OF THE
REM PICTURE TO LOAD. NEXT WE
REM TRANSFER THE FRIMARY PALETTE
REM THAT IS IN OUR PICTURE.
FOR K=C TO 9
GET #1,L
FOKE 258&62+K,L
NEXT K
REM WE USE A& HIBH SPEED READ FOR
REM THE REST OF THE PICTURE.
K=USR (24754 ,ADR (BUFFR%$) ,SIZE,7)
IF ¥:3% THEN PRINT “I/0 ERROR":STOP
BUFFR$(SIZE+1)=""
CLOSE #1
IF ASC{(BUFFR$(SIZE,SIZE))<>@ THEM PRINT "
FILE”:STOF
REM ONCE A& FICTURE IS IN THE
REM BUFFER WE CAN DRAW IT.PUT THE
REM FOLLOWING AT THE START OF YOUR
REM PROGRAM.
REM OPEN UP & BRAPHICS 7 SCREEN.
G=23472
BRAPHICS 7: I=USRK (25859)
REM SET HIMEM TO BOTTOM OF MACHINE
REM LANGUAGE PROGRAM.
I=G-14
POKE 741, I-INT(I/256) %254
POEE 742, INT{I/256)
REM DO THE FOLLOWING TO SETUF THE
REM PICTURE.
J=ADR (BUFFR%$)
POKE G+3,J—INT (J/254) #256
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298
zoe
i@
320
33O
340
4p@
418
420
422
425
426
427
440

POKE G+4,IMNT (J/256)
J=d-1+517E

FOKE G+5,J-INT (J/256) #256
POEE G+&, INT{(J/2558)

REM NOW DRAW IT!!

I=USR{G)

b | FRESS RETURN TO CONTINUE®
DIM AF(S)

INFUT A%

REM THIS FUTS THE SCREEN BACHK

REM INTO GRAPHICS MODE @
FOKE S428646,8:FOKE 546 ,FEEK (26@025) : FOKE 54

7 .FEEE (2&A26) : FOKE 542846,1%2: GRAPHICS @

You will note that there is ample room for text at the bottom of the screen

— four line's worth. You may clear this area for your own text (example: JOHN
JOHNSON PRESENTS — ACME COUPON MANAGER) by placing PRINT
statements at the appropriate point in your program. DO NOT use a Graphics 0
command once your are in Graphics 7 above to clear the graphics screen.
Instead, re-execute program lines 160 through 250 above.

You may use the above procedure to enter pictures at any point in your

program. After each picture appears, the screen will read: PRESS RETURN TO
CONTINUE. Press [ to continue execution of your program.
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APPENDIX E
THE COLOR GENERATOR

Once the standard Color Palette has been modified, you will want to find
out which textures and patterns do-and do not flicker.

The Color Generator lists values for Color 1, Color 2, and Fill type, and
places a test bar on the screen that can demonstrate all possible combinations
of patterns and textures. You may then inspect the test bar for flicker as well as
for aesthetic value.

LOADING THE COLOR GENERATOR - Disk Users
1. Insert the S.A.G.E. disk into Drive 1 and press §HIII [{Hi].

2. When the screen says, READY, type: QULEEEAERIUNERELEH and
press [T

3. When the screen says, READY, type: I IEEHEAEEEEEAS0EIDand
press (T[T

4. When the screen says, READY, type: Q][] and press AL
5. The FILE NAME? message will appear. When it does, press [JI{I[IJ.

6. When the Screen Canvas appears, use the [§ command to get the Palette
you wish to test.

7. Press [[JIYI. The screen will say: STOPPED AT LINE XXX.
7. Type: BEGE BOTE and press [EILL}

Your screen should now resemble Figure 14 below. The horizontal test bar
is at the top of the screen; at the bottom are three numbers spaced several
inches apart. From left to right, the numbers represent:

1. Color 1
2. Color 2
3. Fill Type

VIEWING A TEST COLOR OR FILL TYPE

To examine the various color and Fill combinations, just press [JA[ILI.
Each time [l is pressed the test bar steps through a color or pattern
change, beginning with patterns first, and then Color 2 and then Color 1. When
you find a pleasing combination, make a note of the three numbers listed at the
bottom of the screen. The numbers may be entered later when you use your
new-found color scheme in a picture.
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STOPPED AT LINE XXX
GO TO 8000
0 1 1
20 | |
L T
Register Color 1 Color2

FIGURE 14

LOADING THE COLOR GENERATOR — Tape Users

A little additional work will be required of tape users. Here's what you'll
need to do:

1. Follow instructions 1-7 under LOADING THE 48K VERSION OF S.A.G.E. in
Chapter 2. You will be loading the Machine Language and Basic programs at
this time.

2. When the READY message appears, type the Color Generator program
listed below.

PROGRAM 2

@ REM (C) 1983 5COTT ADAMS INC.

1 REM WRITTEM BY PAT HENMDERSON

& REM CiEAR SCREEN (ESC,.CRTL-CLEAR)
7 ';:h 1 3_ i1

8 REM SEE IFf MACHINE LANBUAGE IS 1IN
F REM MEMORY.

i IF PEEE{Z2585&)<x162 THEN 7 "MACHIME LANGUA
GE PROGRAM NOT LOADEDY; : END

2@ DIM BUFFRE (4567 NAMEF (15

3@ REM BUFFR# IS OUR VARIABLE NAME
21 REF BUT YOU CAN USE YOUR OWN.

33 7 "HWHAT IS YOUR PICTURE'S NAME"
346 7 "{(EX: D:FICTURE, D2:ROOM.FPIC}*™
37 INFUT NAaMEF

48 OFEN H#1 .45, MAMES

S5 GET #1.,1l :6ET #1,K

&8 SIZE=K#256+L

78 REH SIZE 15 THE SI1ZE OF THE
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LR
72 R
73 R

EM PICTURE TO LOAD. NEXT WE
EM TRANSFER THE PRIFARY PALETTE
EM THAT IS5 InN OUR PICTURE.

88 FOR K=@ TO 9
9B GET #1,L

100
110
120
130
140
150
16@
178
180
BAD
190
&0: B
IN{(@
192
193
195
197
198
199
200
21@
220
230
268
CHMD
278
=8@
250
292
295
00
799
1000
1002
1010
1212
1215
1819
1022
1829

FOKE 25862+K,L

MEXT K

REM WE USE A HIGH SFEED READ FOR

REM THE REST OF THE PICTURE.

K=USRKR (24784 ,ADR (BUFFR*) ,51ZE,7)

IF K>3 THEN PRINT "I/0 ERROR":5TOFP
BUFFRF{SIZE+1i=""

CLOSE #1

IF ASC(BUFFR$F(SIZE,SIZE) )< >@ THEM PRINT *
FIEE® e 5T0OP

DIM BIN(B):BIN(7)=224:BRIN(4)=1F2:BIN(S5)=1
IN{4)=128:BIN{3)=26:BIN{Z2)=564: BIN{1}=32:B
1=0 .

DIM FILLF (2@} :FILL$="SO0LDDIAMHORIVERTCHEK

T oMY YLISTING COMMANDS FDR Y3 MNAMEF
COUNTER=82
LPRINT YCOMMAND LIST FOR "j;NAMEF
LEFRINT "S55 5355 3530033053306 390 30 336 6 3 36
LRPRINT * ¢
FOR F=1 7O LEN{(BUFFR#)—-1 STEP 3
BA=a5C (BUFFR#F(F,F) }
Bi=ASC{(BUFFR¥F(F+1 ,F+1))
BZ=ASC(BUFFR$IF+2,F+2})
FOR G=7 TO @ STEFP —1:1F B@-BIN{(G) =@ THEN
=G: B@=BB-BIM{G) :GOTO 288
NEXT G
LINE=(CHMD*1@}+1020@
COUNTER=COUNTER+1
FOSITION S5,1@:7 "PRINTING LINE #";COUNTER
LFRINT "COMMAND #":;CHD: GDSUE LINE
B@=@: Bi=0: BZ=0:NEXT F
END

LARINT “"EMD OF BUFFER"

RETURN

IF BB THEN 18015

LFPRINT "EXECUTE V" COMMAND.":60T0O 1819
LPRINMT "WAIT ";B@:;" SECOND{(S)Y"™

RETURN

LPRINT “OUICKE CLEAR THE SCREEN"

RETURN
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1B3R LPRINT “SET COLOR: LINE COLOR="
. COLOR 1="3Bl:;" ,FILL COLOR 2="3;B2
1979 RETURN

1240 LFRINT “NEW LINE BEGINMING AT "iX:;".":Y
1949 RETURN

1250 LPRINT "DRAW LINE TO:":Biz®*,";BZ2

1859 RETURN

1068 LPRINT "FILL TO BOUNDRY. FILL TYPE=";FIL
L+ (B@*4+1 ,BO%4+4) ;. X POS=":Ei:", Y FPOS=";B2
1069 RETURN

1870 LPRINT "REBULAR FILL. FILL TYPE=":FILL$(
B@*4+1,B@%4+4):". ¥ FOS=":Bi;", Y POS=";EB2
1879 RETURN

nil
[
T
[
5

3. After you've carefully typed the above program and checked it for errors,
type @ and press [T

4. Follow the instructions from Step 5 above under LOADING THE COLOR
GENERATOR — DISK USERS. All of the information up to this section applies
to tape users as well.



APPENDIX F

LISTING PICTURE COMMANDS
(Disk Users Only)

The list of commands used to create your picture can be printed. This will
provide a hard-copy backup in case your original disk is damaged or lost.

USING THE PICTURE LISTING FEATURE

To use the Picture Listing feature, type BINERAEEINUIELEH and
press [JA[LIY when the READY prompt is visible. The screen will display:

WHAT IS YOUR PICTURE'S NAME?
(EX: D:PICTURE, D2:ROOM PIC)

Make sure your printer is properly connected and that the paper is at the
top of the form. If so, type the name of the picture you previously saved and
wish to list. Press [} The screen will display:

PRINTING AT LINE XXX

XXX is, of course, a variable number, and it will increment as the
picture commands list out on your printer.
THE PRINTED COMMANDS

Each command will be printed in a format similar to the examples below:

COMMAND #3
SET COLOR: LINE COLOR=10, FILL COLOR 1=0, FILL COLOR 2=0

COMMAND #4
NEW LINE BEGINNING AT 0,0

COMMAND #5
DRAW LINE TO: 81,95

Refer to Appendix C, PROGRAM COMMANDS: TECHNICAL
INFORMATION for more information.

AFTER LISTING A PICTURE
Turn off your printer. Press JHEN and type [J[[ (and press [T

to return to the Screen Canvas.
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APPENDIX G

THE S.A.G.E. COLOR PALETTE —
A DETATCHABLE REFERENCE

/\
0 YELLOW 9 BLACK
1 GREEN (Lime) 10 WHITE (Light Purple)
2 BROWN 11 ORANGE
3 AVOCADO 12 MEDIUM BROWN
4 LIGHT BLUE [BLANK]
e 5 PURPLE 13 TAN (Background)
6 MEDIUM BLUE 14 MEDIUM GREEN (Background)
7 _ORANGE-RED BLANK]
8 MAROON 15 DARK RED
(Colors) Color 1: 0 Color 2: 0 Line:0
L, Fill: Sold X:16 Y:0 Len:0 Pos:0
P

5
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INDEX

A Note to Index users: Information contained in Chapter 12 is not indexed.
Please refer to Chapter 12 directly for a detailed summary of each of the
S.A.G.E commands.

Adventure-type programs, 1-1
Basic Cartridge, 2-1
Buffer, 6-1, 10-1
Cassette Player, connection of, 2-2
Color 15, 8-2
Color Adjustment, 2-3 - 2-5
Color Generator, E-1
Color Palette
creation of, 9-1
detachable Reference, G-1
listing of, 5-2
Color Registers, 9-1
Command Keys
abbreviated listing, 3-1
detailed listing, 12-1, 12-2, 12-3
Crooked lines, correction of, 4-4

Cursor
general, 4-3
locating, 8-2

movement of, 4-3
Delete, 6-2 - 6-3, 10-1, 10-3
DOS, 2-1, A-1
Duplicating a disk, A-1 - A-2
Duplicating a tape, B-1
Editing, 10-1 - 10-5, 11-1, 11-2
Editing Bar, 4-1 - 4-2, 10-1, 10-5
Editing Keys, listing of, 3-2
Equipment (hardware) Required, 2-1
Erasing Palette, 9-2
Fills (F)

differences, 5-1

mechanics of, 7-3

selection of, 7-1

solid, 5-1 - 5-2

two-color, 7-1, 7-2

using with unusual shapes, 7-2, 7-3
Formatting a disk, A-1
Hunt, 10-1, 10-3 - 104, 11-3
Insertion

of 'commands, 10-5

of S.A.G.E. into Basic programs, D-2

of S.A.G.E. into Machine-language programs, D-1



Joystick, connection of, 4-1
Jump Command, 10-1, 10-4, 10-5, 11-2, 11-5
L Command, 4-4 :
Listing Picture Commands, F-1
Loading
color generator, E-2
disk version of S.A.G.E., 2-1, 2-2
multi palette, 9-3
picture, 6-3
S.A.G.A. sample picture, 11-1
tape version of S.A.G.E., 2-2
Memory (K), 2-1
Multi Palette, 9-2, 9-3
N Command, 4-4
Pointer, 6-1, 11-3
Program Commands, technical, C-1
Saving
palette, 9-2
picture, 6-3
Screen Canvas, 4-2
Screen Division, 4-1
Spacebar, 10-1 - 10-2
U Command, 8-1
V Command, 8-4, 8-5
Wait, 11-5
X and Y Axes, 4-3
Z Command, 8-4



