




















































































































































































































































































































































































































































































































LOWEST ADDRESS OF SCREEN MEMORY 

To find the lowest address of your screen memory 
use the following statements: 

LA = PEEK(88) + PEEK(89)*256:PRINT LA 

PREVIOUS GRAPHICS CURSOR ROW 

The statement 

PEEK(90) 

gives the previous graphics cursor row. 

PREVIOUS GRAPHICS CURSOR COLUMN 

To find the previous graphics cursor column use 
the following statements: 

PC= PEEK(91)+ PEEK(92)*256:PRINT PC 

ACTUAL TOP OF RAM 

To find the actual top of RAM memory, which is 
given as the number of pages (a page is 256 bytes of 
memory), use the following statements: 

RP=PEEK(106):PRINT RP 

BASIC LOW MEMORY POINTER 

To find the BASIC low memory pointer use the 
following statements: 

LM=PEEK(128)+PEEK(129)*256:PRINT LM 

BASIC VARIABLE NAME TABLE 

To find the BASIC variable name table address 
use the following statements: 

VN= PEEK(130)+ PEEK(131 )*256:PRINT VN 

BASIC VARIABLE NAME TABLE ENDING ADDRESS 

To find the BASIC variable name table ending ad­
dress use the following statements: 

VE= PEEK(132)+ PEEK(133)*256:PRINT VE 

BASIC VARIABLE VALUE TABLE ADDRESS 

To find the BASIC variable value table address 
use the following statements: 

VV=PEEK(134)+PEEK(135)*256:PRINT VV 

BASIC TOP OF MEMORY POINTER 

To find the BASIC top of memory pointer, which 

2 .. 9 

gives you the end of the user program, use the 
following statements: 

MT=PEEK(144)+PEEK(145)*256:PRINT MT 

TURN ANTIC DISPLAY CHIP OFF 

To turn the Antic display chip off, to increase 
your programming speed by about 30%, first find 
the number that is used to keep the display on with 
N = PEEK(559). Then POKE 559,0 to disable the 
Antic chip. To turn the display back on POKE 
559,N. 

PLA YER-MISSILE GRAPHICS DMA CONTROL 
REGISTER 

The Statement 

POKE 559,46 

enables player-missile DMA with double-line resolu­
tion. The statement 

POKE 559,62 

enables player-missile DMA with single-line resolu­
tion. 

DISPLA Y LIST POINTER 

The statements 

DL=PEEK(560)+PEEK(561)*256:PRINT DL 

give the starting address of the display list. Chang­
ing the contents of the display list can produce 
various screen effects. 

LIGHT PEN HORIZONTAL VALUE 

The statement 

PEEK(564) 

gives the light pen horizontal value. 

LIGHT PEN VERTICAL VALUE 

The statement 

PEEK(565) 

gives the light pen vertical value. 

PLA YER-MISSILE GRAPHICS PRIORITY REGISTER 

POKE into register 623 to select player-missile 
graphics priorities. Use this register to choose which 
objects will appear in front of other objects on the 
display. 



PADDLE VALVES 

PEEK(624) gives the value of paddle 0 
PEEK(625) gives the value of paddle 1 
PEEK(626) gives the value of paddle 2 
PEEK(627) gives the value of paddle 3 
PEEK(628) gives the value of paddle 4 
PEEK(629) gives the value of paddle 5 
PEEK(630) gives the value of paddle 6 
PEEK(631) gives the value of paddle 7 

The range is from 0 to 228. 

JOYSTICK VALUES 

PEEK(632) gives the value of joystick 0 
PEEK(633) gives the value of joystick 1 
PEEK(634) gives the value of joystick 2 
PEEK(635) gives the value of joystick 3 

The numbers read depend upon the position of the 
joystick. Refer to the Atari BASIC Reference 
Manual, page 60, for the positions and their cor­
responding values. 

PADDLE TRIGGER BUTTONS 

PEEK(636) gives paddle 0 trigger button value 
PEEK(637) gives paddle 1 trigger button value 
PEEK(638) gives paddle 2 trigger button value 
PEEK(639) gives paddle 3 trigger button value 
PEEK(640) gives paddle 4 trigger button value 
PEEK(641) gives paddle 5 trigger button value 
PEEK(642) gives paddle 6 trigger button value 
PEEK(643) gives paddle 7 trigger button value 

A value of 1 indicates that the trigger button has 
not been pressed, and a value of 0 indicates that it 
has been pressed. 

JOYSTICK TRIGGER BUTTONS 

PEEK(U4) gives joystick 0 trigger button value 
PEEK(U5) gives joystick 1 trigger button value 
PEEK(646) gives joystick 2 trigger button value 
PEEK(U7) gives joystick 3 trigger button value 

A value of 1 indicates that the trigger button has 
not been pressed, and a value of 0 indicates that it 
has been pressed. 

INVERSE VIDEO 

POKE 694,128 for inverse video. POKE 694,0 to 
return to normal video. 
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PLAYER-MISSILE GRAPHICS COLOR REGISTER 
ADDRESSES 

704 = color of player 0 and missile 0 
705 = color of player 1 and missile 1 
706 = color of player 2 and missile 2 
707 = color of player 3 and missile 3 

MULTICOLORED GRAPHICS 

To create multicolored graphics lines when pro­
gramming in graphics mode 8, use POKE 710,0 before 
you execute the DRA WTO or PLOT statements. 

OPERATING SYSTEM TOP OF MEMORY POINTER 

To find the operating system top of memory 
pointer use the following statements: 

TP = PEEK(7 41) + PEEK(742)*256:PRINT TP 

OPERATING SYSTEM LOW MEMORY POINTER 

To find the operating system low memory pointer 
use the following statements: 

LP = PEEK(743) + PEEK(744)*256:PRINT LP 

CURSOR ON-OFF 

POKE 752,1 turns cursor off. POKE 752,0 turns cur­
sor on. 

UPSIDE DOWN CHARACTERS 

POKE 755,4 displays characters upside down. 
POKE 755,2 returns the characters to normal. 

CHARACTER BASE ADDRESS 

PEEK(756) gives the page number of the start of 
your character set. V sed in redefining the character 
set. 

KEYBOARD CHARACTER INPUT 

PEEK(7U) gives the value of the last key pressed, 
or a 255 if no key has been pressed. Use POKE 
764,255 to clear. 

PLAYER-MISSILE GRAPHICS ADDRESSES 

POKE values into these registers to control the 
horizontal position of players and missiles. To move 
a player or missile from left to right, POKE values 
between 47 and 208. Also PEEK these registers for 
the various player-missile collisions. 



53248 = horizontal position of player 0; and 
missile 0 to playfield collision. 

53249 = horizontal position of player l' and , 
missile 1 to playfield collision. 

53250 = horizontal position of player 2; and 
missile 2 to playfield collision. 

53251 = horizontal position of player 3; and 
missile 3 to playfield collision. 

53252 = horizontal position of missile 0; and 
player 0 to playfield collision. 

53253 = horizontal position of missile 1; and 
player 1 to playfield collision. 

53254 = horizontal position of missile 2; and 
player 2 to playfield collision. 

53255 = horizontal position of missile 3; and 
player 3 to playfield collision. 

PLA YER·MISSILE GRAPHICS SIZES 

To change the width of players or missiles, POKE 
o for normal, 1 for double, or 3 for quadruple size. 
Also, PEEK these registers for various player­
missile collisions. 

53256 = size of player 0; and missile 0 to player 
collisions 

53257 = size of player 1; and missile 1 to player 
collisions 

53258 = size of player 2; and missile 2 to player 
collisions 

53259 = size of player 3; and missile 3 to player 
collisions 

53260 = size for all missiles; and player 0 to 
player collisions 

GRAPHICS CONTROL REGISTER 

The register 53277 is used to enable player-missile 
graphics DMA. 

POKE 53277,1 enables missile DMA only. 
POKE 53277,2 enables player DMA only. 
POKE 53277,3 enables combined player-missile 

DMA. 
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COLLISION CLEAR REGISTER 

POKE register 53278 with any number to clear all 
collision registers. 

AUDIO ADDRESSES TO CONTROL SOUND 

POKE into these registers to control the sound 
functions. 

53760 = audio frequency register 1 
53761 = audio control register 1 
53762 = audio frequency register 2 
53763 = audio control register 2 
53764 = audio frequency register 3 
53765 = audio control register 3 
53766 = audio frequency register 4 
53767 = audio control register 4 
53768 = audio control 

PLA YER·MISSILE GRAPHICS BASE 
ADDRESS REGISTER 

Set register 54279 with the page number of the 
player-missile graphics base address. First, find the 
top of your system's RAM minus 8 pages (1 page is 
256 bytes long) with BP=PEEK(106)-8. Then POKE 
54279,BP to set the player-missile graphics base ad­
dress 2K from the top of your system's RAM. 

ROM CHARACTER SET ADDRESS 

The ROM character set uses 1K of memory (1024 
bytes) beginning at the address 57344. You can 
relocate your character set into RAM with POKE 
RM+A,PEEK(57344+A), where RM is the address in 
RAM where you will transfer the character set to, 
and A is from 0 to 1023. 



CHAPTER 38 

Sound Effects 

Here are several short programs using the 
SOUND statement to generate sound effects. The 
programs are written in BASIC for your microcom­
puter. 

PROGRAM 1 

Seashore. See Program 38-1 for the program 
listing. 

PROGRAM 2 

Seashore-with random boat horn. See Program 
38-2 for the program listing. 

PROGRAM 3 

Single engine airplane. See Program 38-3 for the 
program listing. 

PROGRAM 4 

Machine gun fire. See Program 38-4 for the pro­
gram listing. 

PROGRAM 5 

Footsteps in gravel. See Program 38-5 for the pro­
gram listing. 

PROGRAM 6 

Bongo drums. See Program 38-6 for the program 
listing. 

PROGRAM 7 

Rotary dialing the number 555-1212. See Program 
38-7 for the program listing. 
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PROGRAM 8 

Rocket launching. See Program 38-8 for the pro­
gram listing. 

PROGRAM 9 

Winter storm. See Program 38-9 for the program 
listing. 

PROGRAM 10 

Waterfall. See Program 38-10 for the program 
listing. 

PROGRAM 11 

Thunderstorm. See Program 38-11 for the pro­
gram listing. 

PROGRAM 12 

Heartbeat. See Program 38-12 for the program 
listing. 

PROGRAM 13 

Geiger counter. See Program 38-13 for the pro­
gram listing. 

PROGRAM 14 

Car engine idling. See Program 38-14 for the pro­
gram listing. 

PROGRAM 15 

Helicopter. See Program 38-15 for the program 
listing. 

-



PROGRAM 16 

Bird chirping. See Program 38-16 for the program 
listing. 

PROGRAM 17 

Jet airplane in flight. See Program 38-17 for the 
program listing. 

PROGRAM 18 

Leaky faucet. See Program 38-18 for the program 
listing. 

PROGRAM 19 

Metronome. See Program 38-19 for the program 
listing. 

PROGRAM 20 

Bouncing ping-pong ball. See Program 38-20 for 
the program listing. 

PROGRAM 21 

Explosion. See Program 38-21 for the program 
listing. 

PROGRAM 22 

Thunder and lightning. See Program 38-22 for the 
program listing. 

PROGRAM 23 

Wind chimes. See Program 38-23 for the program 
listing. 

PROGRAM 2 .. 

Gunshots. See Program 38-24 for the program 
listing. 
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PROGRAM 25 

Falling bomb and explosion. See Program 38-25 
for the program listing. 

PROGRAM 26 

Police siren. See Program 38-26 for the program 
listing. 

PROGRAM 27 

Jet airplane takeoff. See Program 38-27 for the 
program listing. 

PROGRAM 28 

Train. See Program 38-28 for the program listing. 

PROGRAM 29 

European police siren. See Program 38-29 for the 
program listing. 

PROGRAM 30 

Chiseling stone. See Program 38-30 for the pro­
gram listing. 

PROGRAM 31 

Fireworks. See Program 38-31 for the program 
listing. 

PROGRAM 32 

Random pipe organ. See Program 38-32 for the 
program listing. 

For more information on generating sound, refer 
to the following Atari manual: 

De Re Atari, A Guide to Effective Programming. 
Sunnyvale: Atari Program Exchange, 
APX-90008, 1981. 



Program 38·1. Seashore Program listing 

100 REM SEASHORE 
110 FOR B=l TO 8:S0UND 1,10,8,4 
120 FOR A=10 TO 1 STEP -l:GOSUB 500 
130 SOUND 0,10,8,A 
140 NEXT A:SOUND 1,0,0,0:SOUND 2,10,8,8 
150 FOR A=l TO 10:GOSUB 500 
160 SOUND 0,10,8,A 
170 NEXT A:SOUND 2,0,0,0:NEXT B 
180 END 
500 FOR T=l TO 200 
510 NEXT T 
520 RETURN 

Program 38·2. Seashore With Random Boat Horn Program listing 

100 REM SEASHORE-WITH RANDOM BOAT HORN 
110 FOR B=l TO 8:X=INT(RND(0)*8+1) :SOUND 1,10,8,X 
120 FOR A=14 TO 1 STEP -l:GOSUB 500 
130 SOUND 0,10,8,A 
140 NEXT A:SOUND 1,0,0,0 
150 X=INT(RND(0)*8+1)+4:S0UND 2,10,8,X 
160 FOR A=l TO 14:GOSUB 500 
170 SOUND 0,10,8,A 
180 NEXT A:SOUND 2,0 , 0,0 
190 S=INT(RND(0)*10+1) 
200 IF S)5 THEN GOSUB 530 
210 NEXT B 
220 END 
500 FOR T=l TO 200 
510 NEXT T 
520 RETURN 
530 SOUND 3,250,10,15:GOSUB 580 
540 SOUND 3,0,0,0:GOSUB 580 
550 SOUND 3,250,10,15:GOSUB 580 
560 SOUND 3,0,0,0 
570 RETURN 
580 FOR T=l TO 1700 
590 NEXT T 
600 RETURN 

Program 38·3. Single Engine Airplane Program listing 

100 REM SINGLE ENGINE AIRPLANE 
110 SOUND 0,23,6,8 
1 20 SOUND 1,36,6,5 
130 GOSUB 500:GOSUB 500 
1 40 SOUND O,O , O,O:SOUND 1,0,0,0 
150 END 
500 FOR A=1 TO 4000 
510 NEXT A 
520 RETURN 
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Program 38·4. Machine Gun Fire Program listing 

100 REM MACHINE GUN FIRE 
110 FOR A=l TO 8 
120 SOUND 0,170,6,14 
130 X=INT(RND(0)*1400+1)+100 
140 GOSUB 500 
150 SOUND 0,0,0,0 
160 X=INT(RND(O)*700+1)+100 
170 GOSUB 500 
180 NEXT A 
190 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·5. Footsteps in Gravel Program Listing 

100 REM FOOTSTEPS IN GRAVEL 
110 FOR A=l TO 8 
120 SOUND 0,45,8,4:X=80 
130 GOSUB 500 
140 SOUND 0,0,0,0:X=200 
150 GOSUB 500 
160 NEXT A 
170 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·6. Bongo Drums Program Listing 

100 REM BONGO DRUMS 
110 R=INT(RND(0)*15+1) 
120 FOR B=l TO 4:FOR A=l TO R 
130 SOUND 0,200,14,15:S0UND 1,200,14,15 
140 SOUND O,O,O,O:SOUND 1,0,0,0 
141 X=INT(RND(0)*120+1) 
142 GOSUB 500 
145 SOUND 0,180,14,15:S0UND 1,180,14,15 
146 SOUND O,O,O,O:SOUND 1,0,0,0 
150 X=INT(RND(0)*120+1) 
160 GOSUB 500 
170 SOUND O,180,14,15:S0UND 1,180,14,15 
180 SOUND O,O,O,O:SOUND 1,0,0,0 
190 X=INT(RND(0)*120+1) 
200 GOSUB 500 
219 NEXT A:X=INT(RND(0)*400+1) 
220 GOSUB 500:NEXT B 
230 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 
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Program 38·7. Rotary Dialing Number 555·1212 Program LIsting 

100 REM ROTARY DIALING THE NUMBER 555-1212 
110 FOR G=1 TO 7:READ N 
120 FOR A=l TO N 
130 SOUND 0,245,8,62:X=15 
140 GOSUB 500 
150 SOUND 0,0,0,0:X=24 
160 GOSUB 500 
170 NEXT A 
180 X=200:GOSUB 500 
190 NEXT G 
200 RESTORE 
210 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 
1000 DATA 5,5,5,1,2,1,2 

Program 38·8. Rocket Launching Program LIsting 

100 REM ROCKET LAUNCHING 
110 FOR A=15 TO 1 STEP -1 
120 SOUND 0,200,8,A 
130 SOUND 1,100,8,A 
140 SOUND 2,50,8,A 
150 X=1200:GOSUB 500 
160 NEXT A:X=300:GOSUB 500 
170 SOUND 0,0,0,0 
180 SOUND 1,0,0,0 
190 SOUND 2,0,0,0 
200 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·9. Winter Storm Program LIsting 

100 REM WINTER STORM 
110 FOR B=l TO 15:X=INT(RND(0)*40+20) 
120 FOR A=X TO 15 STEP -1 
130 SOUND 0,A,8,S 
140 GOSUB 500 
150 NEXT A 
160 FOR A=lS TO X 
170 SOUND 0,A,8,S 
180 GOSUB 500 
190 NEXT A 
200 NEXT B 
210 END 
500 FOR T=l TO 15 
510 NEXT T 
520 RETURN 
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Program 38·10. Waterfall Program Listing 

100 REM WATERFALL 
110 SOUND 0,2,8,8 
120 SOUND 1,10,0,6 
130 X=10000 
140 GOSUB 500 
150 SOUND 0,0,0,0 
160 SOUND 1,0,0,0 
170 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·11. Thunderstorm Program Listing 

100 REM THUNDERSTORM 
110 SOUND 0,10,0,3 
120 SOUND 1,12,8,3 
130 FOR A=l TO 20 
140 S=INT(RND(0 ) *6+1) 
150 FOR B=l TO S 
160 GOSUB 530:NEXT B 
170 X=INT(RND(0)*20000+1)+4000 
180 NEXT A 
190 SOUND O,O,O,O:SOUND 1,0,0,0 
200 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 
530 L=INT(RND(0)*15+1) 
540 R=INT(RND(0)*300+1)+400 
550 FOR N=L TO 1 STEP -1 
560 SOUND 2,45,0,N 
570 GOSUB 600 
580 NEXT N:SOUND 2,0,0,0 
590 RETURN 
600 FOR T=l TO INT(R/L) 
610 NEXT T 
620 RETURN 

Program 38·12. Heartbeat Program Listing 

100 REM HEARTBEAT 
110 FOR B=l TO 16 
120 SOUND 0,250,2,8:X=40:GOSUB 500 
130 X=70:GOSUB 500 
140 SOUND 0,150,2,8:X=60:GOSUB 500 
150 X=120:GOSUB 500 
160 NEXT B 
170 END 
500 SOUND O,O,O,O:FOR T=l TO X 
510 NEXT T 
520 RETURN 
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Program 38·13. Geiger Counter Program Listing 

100 REM GEIGER COUNTER 
110 FOR G=150 TO 4 STEP -2 
120 SOUND O,245,8,62:X=G 
130 GOSUB 500 
140 SOUND O,O,O,O:X=G 
150 NEXT G 
160 X=4:FOR A=l TO 30 
170 SOUND 0,245,8,62:GOSUB 500 
180 SOUND O,O,O,O:GOSUB 500 
190 NEXT A 
200 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·14. Car Engine Idling Program Listing 

100 REM CAR ENGINE IDLING 
110 FOR A=l TO 2000 
120 SOUND 0,65,4,8 
130 NEXT A 
140 SOUND 0,0,0,0 

Program 38·15. Helicopter Program Listing 

100 REM HELICOPTER 
110 FOR A=l TO 1500 
120 SOUND 0,45,2,15:S0UND 0,10,2,0 
130 SOUND 1,64,2,2 
140 GOSUB 500 
150 SOUND 0,0,0,0 
160 SOUND 1,0,0,0 
170 NEXT A 
180 END 
500 FOR T=l TO 35 
510 NEXT T 
520 RETURN 

Program 38·16. Bird Chirping Program Listing 

100 REM BIRD CHIRPING 
110 FOR S=1 TO 50 
120 FOR A=l TO INT(RND(0)*30+1) 
130 SOUND 0,A,14,12 
140 NEXT A:SOUND 0,0,0,0 
150 R=INT(RND(0)*75+1) :GOSUB 500 
160 NEXT S 
170 END 
500 FOR T=1 TO R 
510 NEXT T 
520 RETURN 
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Program 38·17. Jet Airplane In Flight Program Listing 

100 REM JET AIRPLANE IN FLIGHT 
110 FOR A=l TO 2000 
120 SOUND 0,30,8,5 
130 SOUND 1,10,8,8 
140 NEXT A 
150 SOUND 0,0,0,0 
160 SOUND 1,0,0,0 
170 END 

Program 38·18. Leaky Faucet Program Listing 

100 REM LEAKY FAUCET 
110 FOR A=l TO 20 
120 SOUND 0,200,12,15 
130 SOUND 0,0,0,0 
140 X=500 
150 GOSUB 500 
160 NEXT A 
170 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·19. Metronome Program Listing 

100 REM METRONOME 
110 FOR A=l TO 40 
120 SOUND 0,20,14,8 
130 SOUND 0,0,0,0 
140 X=200 
150 GOSUB 500 
160 NEXT A 
170 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·20. Bouncing Plng·Pong Ball Program Listing 

100 REM BOUNCING PING PONG BALL 
110 X=150:FOR A=l TO 30 
120 SOUND 0,30,14,6:S0UND 1,30,14,8 
130 SOUND O,O,O,O:SOUND 1,0,0,0 
140 X=X-5 
150 GOSUB 500 
160 NEXT A 
170 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 
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Program 38·21. Explosloh Program listing 

100 REM EXPLOSION 
110 FOR A=l TO 300 
120 SOUND 0,A,4,15 
130 NEXT A 
140 FOR A=250 TO 70 STEP -1 
150 SOUND 0,A,4,15 
160 NEXT A 
170 FOR A=l TO 250 
180 SOUND 0,A,2,10 
190 NEXT A 
200 END 

Program 38·22. Thunder and lightning Program listing 

100 REM THUNDER AND LIGHTNING 
110 FOR A=l TO 500 
120 SOUND O,A,8,15 
130 NEXT A 
140 FOR A=l TO 300 
150 SOUND 0,A,8,15 
160 NEXT A 
170 FOR A=l TO 300 
180 SOUND 0,A,8,15 
190 NEXT A 
200 FOR A=l TO 500 
210 SOUND 0,A,8,15 
220 NEXT A 

Program 38·23. Wind Chimes Program listing 

100 REM WIND CHIMES 
110 FOR A=l TO 30:R=INT(RND(0)*200+1) 
120 C=INT(RND(0)*6+1) 
130 SOUND 0,C,14,6:GOSUB 500 
140 D=INT(RND(0)*6*1) 
150 SOUND 1,D,14,10:GOSUB 500 
160 E=INT(RND(0)*6*1) 
170 SOUND 2,E,14,15:GOSUB 500 
180 NEXT A 
190 END 
500 FOR T=l TO R 
510 NEXT T 
520 RETURN 

Program 38·24. Gunshots Program listing 

100 REM GUN SHOTS 
110 FOR S= 1 TO 8 
120 FOR A=l TO 70 
130 SOUND 0,A,4,15 
140 NEXT A:NEXT S 
150 END 
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Program 38·25. Falling Bomb and Explosion Program Listing 

100 REM FALLING BOMB AND EXPLOSION 
110 FOR A=l TO 255:GOSUB 500 
120 SOUND 0,A,14,10 
130 NEXT A 
140 FOR A=l TO 350 
150 SOUND 0,A,8,15 
160 NEXT A 
170 FOR A=l TO 250 
180 SOUND 0,A,8,15 
190 NEXT A 
200 END 
500 FOR T=l TO 10 
520 NEXT T 
530 RETURN 

Program 38·26. Police Siren Program Listing 

100 REM POLICE SIREN 
110 FOR B=l TO 15 
120 FOR A=40 TO 100 
130 SOUND 0,A,14,10:GOSUB 500 
140 NEXT A 
150 FOR A=lOO TO 40 STEP -1 
160 SOUND 0,A,14,10:GOSUB 500 
170 NEXT A 
180 NEXT B 
190 SOUND 0,0,0,0 
200 END 
500 FOR T=l TO 2 
510 NEXT T 
520 RETURN 

Program 38·27. Jet Airplane Takeoff Program Listing 

100 REM JET AIRPLANE TAKEOFF 
110 SOUND 0,50,8,8 
120 D=3000:GOSUB 500 
130 FOR A=50 TO 4 STEP -1 
140 SOUND 1,A,8,10 
150 D=75:GOSUB 500 
160 NEXT A 
170 SOUND 1,4,8,6:S0UND 2,30,8,6 
180 D=5000:GOSUB 500 
190 SOUND O,O,O,O:SOUND 1,0,0,0 
200 END 
500 FOR T=l TO D 
510 NEXT T 
520 RETURN 
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Program 38·28. Train Program Listing 

100 REM TRAIN 
11 0 SOUND 0,10,0,3 
120 FOR A=l TO 200 
130 GOSUB 500 
140 NEXT A 
150 SOUND 0,0,0,0 
160 END 
500 L=15 
510 FOR N=L TO 1 STEP -1 
520 SOUND 1,4,0,N 
530 NEXT N 
540 SOUND 1,0,0,0 
550 RETURN 

Program 38·29. European Police Siren Program Listing 

100 REM EUROPEAN POLICE SIREN 
110 FOR B=l TO 15:FOR A=l TO 18 
120 SOUND 0,50,10,8 
130 NEXT A:X=150:GOSUB 500 
140 FOR A=l TO 18 
150 SOUND 0,70,10,8 
160 NEXT A 
170 X=130:GOSUB 500 
180 NEXT B 
190 END 
500 FOR T=l TO X 
510 NEXT T 
520 RETURN 

Program 38·30. Chiseling Stone Program Listing 

100 REM CHISELING STONE 
110 FOR B=l TO 8:R=INT(RND(0)*15+1) 
120 FOR A=l TO R 
130 SOUND 0,10,14,15:S0UND 1,10,14,15 
140 SOUND O,O,O,O:SOUND 1,0,0,0 
150 X=150 
160 GOSUB 500 
170 NEXT A:X=INT(RND(0)*500+1)+200 
180 GOSUB 500:NEXT B 
190 END 
500 FOR T=l TO ~ 
510 NEXT T 
520 RETURN 
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Program 38-31. Fireworks Program Listing 

100 REM FIREWORKS 
110 FOR S=l TO 30 
120 FOR A=l TO INT(RND(0)*50+6) 
130 SOUND 0,A,4,15 
140 NEXT A:NEXT S 
150 END 

Program 38-32. Random Pipe Organ Program Listing 

100 REM RANDOM PIPE ORGAN 
110 FOR A=l TO 30:R=INT(RND(0)*200+1) 
120 C=INT(RND(0)*40+1) 
130 SOUND 0,C,12,6:GOSUB 500 
140 D=INT(RND(0)*40*1) 
150 SOUND 1,D,12,10:GOSUB 500 
160 E=INT(RND(0)*40*1) 
170 SOUND 2,E,12,15:GOSUB 500 
180 NEXT A 
190 END 
500 FOR T=l TO R 
510 NEXT T 
520 RETURN 

263 







e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 

By 
Howard Berenbon 

• Is easy to read, even for a layperson, and has 
progra ms for everyone 

• Contains programs valued to hundreds of 
dollars . 

• Has its programs designed to be easy to use 
and trouble free, even for the beginner - not 
necessarily the most sophisticated approach 
that could be used 

• Includes unique and innovative fantasy games 
for teaching history and math 

• Gives programs for saving time and money in 
home applications 

• Provides programs for testing your personal 
abilities, such as memory, eidetic imagery, and 
ESP 

• Will be valuable to educators, hobbyists, small­
sea Ie buSinesspersons, ga mesters, homeowners, 
and small-scale investors 

e 
e 

•• ee 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 
e 

ISBN: 0-672-22092-X e 


	Moslty BASIC Application for your Atari Book 2_Page_001
	Moslty BASIC Application for your Atari Book 2_Page_002
	Moslty BASIC Application for your Atari Book 2_Page_003
	Moslty BASIC Application for your Atari Book 2_Page_004
	Moslty BASIC Application for your Atari Book 2_Page_005
	Moslty BASIC Application for your Atari Book 2_Page_006
	Moslty BASIC Application for your Atari Book 2_Page_007
	Moslty BASIC Application for your Atari Book 2_Page_008
	Moslty BASIC Application for your Atari Book 2_Page_009
	Moslty BASIC Application for your Atari Book 2_Page_010
	Moslty BASIC Application for your Atari Book 2_Page_011
	Moslty BASIC Application for your Atari Book 2_Page_012
	Moslty BASIC Application for your Atari Book 2_Page_013
	Moslty BASIC Application for your Atari Book 2_Page_014
	Moslty BASIC Application for your Atari Book 2_Page_015
	Moslty BASIC Application for your Atari Book 2_Page_016
	Moslty BASIC Application for your Atari Book 2_Page_017
	Moslty BASIC Application for your Atari Book 2_Page_018
	Moslty BASIC Application for your Atari Book 2_Page_019
	Moslty BASIC Application for your Atari Book 2_Page_020
	Moslty BASIC Application for your Atari Book 2_Page_021
	Moslty BASIC Application for your Atari Book 2_Page_022
	Moslty BASIC Application for your Atari Book 2_Page_023
	Moslty BASIC Application for your Atari Book 2_Page_024
	Moslty BASIC Application for your Atari Book 2_Page_025
	Moslty BASIC Application for your Atari Book 2_Page_026
	Moslty BASIC Application for your Atari Book 2_Page_027
	Moslty BASIC Application for your Atari Book 2_Page_028
	Moslty BASIC Application for your Atari Book 2_Page_029
	Moslty BASIC Application for your Atari Book 2_Page_030
	Moslty BASIC Application for your Atari Book 2_Page_031
	Moslty BASIC Application for your Atari Book 2_Page_032
	Moslty BASIC Application for your Atari Book 2_Page_033
	Moslty BASIC Application for your Atari Book 2_Page_034
	Moslty BASIC Application for your Atari Book 2_Page_035
	Moslty BASIC Application for your Atari Book 2_Page_036
	Moslty BASIC Application for your Atari Book 2_Page_037
	Moslty BASIC Application for your Atari Book 2_Page_038
	Moslty BASIC Application for your Atari Book 2_Page_039
	Moslty BASIC Application for your Atari Book 2_Page_040
	Moslty BASIC Application for your Atari Book 2_Page_041
	Moslty BASIC Application for your Atari Book 2_Page_042
	Moslty BASIC Application for your Atari Book 2_Page_043
	Moslty BASIC Application for your Atari Book 2_Page_044
	Moslty BASIC Application for your Atari Book 2_Page_045
	Moslty BASIC Application for your Atari Book 2_Page_046
	Moslty BASIC Application for your Atari Book 2_Page_047
	Moslty BASIC Application for your Atari Book 2_Page_048
	Moslty BASIC Application for your Atari Book 2_Page_049
	Moslty BASIC Application for your Atari Book 2_Page_050
	Moslty BASIC Application for your Atari Book 2_Page_051
	Moslty BASIC Application for your Atari Book 2_Page_052
	Moslty BASIC Application for your Atari Book 2_Page_053
	Moslty BASIC Application for your Atari Book 2_Page_054
	Moslty BASIC Application for your Atari Book 2_Page_055
	Moslty BASIC Application for your Atari Book 2_Page_056
	Moslty BASIC Application for your Atari Book 2_Page_057
	Moslty BASIC Application for your Atari Book 2_Page_058
	Moslty BASIC Application for your Atari Book 2_Page_059
	Moslty BASIC Application for your Atari Book 2_Page_060
	Moslty BASIC Application for your Atari Book 2_Page_061
	Moslty BASIC Application for your Atari Book 2_Page_062
	Moslty BASIC Application for your Atari Book 2_Page_063
	Moslty BASIC Application for your Atari Book 2_Page_064
	Moslty BASIC Application for your Atari Book 2_Page_065
	Moslty BASIC Application for your Atari Book 2_Page_066
	Moslty BASIC Application for your Atari Book 2_Page_067
	Moslty BASIC Application for your Atari Book 2_Page_068
	Moslty BASIC Application for your Atari Book 2_Page_069
	Moslty BASIC Application for your Atari Book 2_Page_070
	Moslty BASIC Application for your Atari Book 2_Page_071
	Moslty BASIC Application for your Atari Book 2_Page_072
	Moslty BASIC Application for your Atari Book 2_Page_073
	Moslty BASIC Application for your Atari Book 2_Page_074
	Moslty BASIC Application for your Atari Book 2_Page_075
	Moslty BASIC Application for your Atari Book 2_Page_076
	Moslty BASIC Application for your Atari Book 2_Page_077
	Moslty BASIC Application for your Atari Book 2_Page_078
	Moslty BASIC Application for your Atari Book 2_Page_079
	Moslty BASIC Application for your Atari Book 2_Page_080
	Moslty BASIC Application for your Atari Book 2_Page_081
	Moslty BASIC Application for your Atari Book 2_Page_082
	Moslty BASIC Application for your Atari Book 2_Page_083
	Moslty BASIC Application for your Atari Book 2_Page_084
	Moslty BASIC Application for your Atari Book 2_Page_085
	Moslty BASIC Application for your Atari Book 2_Page_086
	Moslty BASIC Application for your Atari Book 2_Page_087
	Moslty BASIC Application for your Atari Book 2_Page_088
	Moslty BASIC Application for your Atari Book 2_Page_089
	Moslty BASIC Application for your Atari Book 2_Page_090
	Moslty BASIC Application for your Atari Book 2_Page_091
	Moslty BASIC Application for your Atari Book 2_Page_092
	Moslty BASIC Application for your Atari Book 2_Page_093
	Moslty BASIC Application for your Atari Book 2_Page_094
	Moslty BASIC Application for your Atari Book 2_Page_095
	Moslty BASIC Application for your Atari Book 2_Page_096
	Moslty BASIC Application for your Atari Book 2_Page_097
	Moslty BASIC Application for your Atari Book 2_Page_098
	Moslty BASIC Application for your Atari Book 2_Page_099
	Moslty BASIC Application for your Atari Book 2_Page_100
	Moslty BASIC Application for your Atari Book 2_Page_101
	Moslty BASIC Application for your Atari Book 2_Page_102
	Moslty BASIC Application for your Atari Book 2_Page_103
	Moslty BASIC Application for your Atari Book 2_Page_104
	Moslty BASIC Application for your Atari Book 2_Page_105
	Moslty BASIC Application for your Atari Book 2_Page_106
	Moslty BASIC Application for your Atari Book 2_Page_107
	Moslty BASIC Application for your Atari Book 2_Page_108
	Moslty BASIC Application for your Atari Book 2_Page_109
	Moslty BASIC Application for your Atari Book 2_Page_110
	Moslty BASIC Application for your Atari Book 2_Page_111
	Moslty BASIC Application for your Atari Book 2_Page_112
	Moslty BASIC Application for your Atari Book 2_Page_113
	Moslty BASIC Application for your Atari Book 2_Page_114
	Moslty BASIC Application for your Atari Book 2_Page_115
	Moslty BASIC Application for your Atari Book 2_Page_116
	Moslty BASIC Application for your Atari Book 2_Page_117
	Moslty BASIC Application for your Atari Book 2_Page_118
	Moslty BASIC Application for your Atari Book 2_Page_119
	Moslty BASIC Application for your Atari Book 2_Page_120
	Moslty BASIC Application for your Atari Book 2_Page_121
	Moslty BASIC Application for your Atari Book 2_Page_122
	Moslty BASIC Application for your Atari Book 2_Page_123
	Moslty BASIC Application for your Atari Book 2_Page_124
	Moslty BASIC Application for your Atari Book 2_Page_125
	Moslty BASIC Application for your Atari Book 2_Page_126
	Moslty BASIC Application for your Atari Book 2_Page_127
	Moslty BASIC Application for your Atari Book 2_Page_128
	Moslty BASIC Application for your Atari Book 2_Page_129
	Moslty BASIC Application for your Atari Book 2_Page_130
	Moslty BASIC Application for your Atari Book 2_Page_131
	Moslty BASIC Application for your Atari Book 2_Page_132
	Moslty BASIC Application for your Atari Book 2_Page_133
	Moslty BASIC Application for your Atari Book 2_Page_134
	Moslty BASIC Application for your Atari Book 2_Page_135
	Moslty BASIC Application for your Atari Book 2_Page_136
	Moslty BASIC Application for your Atari Book 2_Page_137
	Moslty BASIC Application for your Atari Book 2_Page_138
	Moslty BASIC Application for your Atari Book 2_Page_139
	Moslty BASIC Application for your Atari Book 2_Page_140
	Moslty BASIC Application for your Atari Book 2_Page_141
	Moslty BASIC Application for your Atari Book 2_Page_142
	Moslty BASIC Application for your Atari Book 2_Page_143
	Moslty BASIC Application for your Atari Book 2_Page_144
	Moslty BASIC Application for your Atari Book 2_Page_145
	Moslty BASIC Application for your Atari Book 2_Page_146
	Moslty BASIC Application for your Atari Book 2_Page_147
	Moslty BASIC Application for your Atari Book 2_Page_148
	Moslty BASIC Application for your Atari Book 2_Page_149
	Moslty BASIC Application for your Atari Book 2_Page_150
	Moslty BASIC Application for your Atari Book 2_Page_151
	Moslty BASIC Application for your Atari Book 2_Page_152
	Moslty BASIC Application for your Atari Book 2_Page_153
	Moslty BASIC Application for your Atari Book 2_Page_154
	Moslty BASIC Application for your Atari Book 2_Page_155
	Moslty BASIC Application for your Atari Book 2_Page_156
	Moslty BASIC Application for your Atari Book 2_Page_157
	Moslty BASIC Application for your Atari Book 2_Page_158
	Moslty BASIC Application for your Atari Book 2_Page_159
	Moslty BASIC Application for your Atari Book 2_Page_160
	Moslty BASIC Application for your Atari Book 2_Page_161
	Moslty BASIC Application for your Atari Book 2_Page_162
	Moslty BASIC Application for your Atari Book 2_Page_163
	Moslty BASIC Application for your Atari Book 2_Page_164
	Moslty BASIC Application for your Atari Book 2_Page_165
	Moslty BASIC Application for your Atari Book 2_Page_166
	Moslty BASIC Application for your Atari Book 2_Page_167
	Moslty BASIC Application for your Atari Book 2_Page_168
	Moslty BASIC Application for your Atari Book 2_Page_169
	Moslty BASIC Application for your Atari Book 2_Page_170
	Moslty BASIC Application for your Atari Book 2_Page_171
	Moslty BASIC Application for your Atari Book 2_Page_172
	Moslty BASIC Application for your Atari Book 2_Page_173
	Moslty BASIC Application for your Atari Book 2_Page_174
	Moslty BASIC Application for your Atari Book 2_Page_175
	Moslty BASIC Application for your Atari Book 2_Page_176
	Moslty BASIC Application for your Atari Book 2_Page_177
	Moslty BASIC Application for your Atari Book 2_Page_178
	Moslty BASIC Application for your Atari Book 2_Page_179
	Moslty BASIC Application for your Atari Book 2_Page_180
	Moslty BASIC Application for your Atari Book 2_Page_181
	Moslty BASIC Application for your Atari Book 2_Page_182
	Moslty BASIC Application for your Atari Book 2_Page_183
	Moslty BASIC Application for your Atari Book 2_Page_184
	Moslty BASIC Application for your Atari Book 2_Page_185
	Moslty BASIC Application for your Atari Book 2_Page_186
	Moslty BASIC Application for your Atari Book 2_Page_187
	Moslty BASIC Application for your Atari Book 2_Page_188
	Moslty BASIC Application for your Atari Book 2_Page_189
	Moslty BASIC Application for your Atari Book 2_Page_190
	Moslty BASIC Application for your Atari Book 2_Page_191
	Moslty BASIC Application for your Atari Book 2_Page_192
	Moslty BASIC Application for your Atari Book 2_Page_193
	Moslty BASIC Application for your Atari Book 2_Page_194
	Moslty BASIC Application for your Atari Book 2_Page_195
	Moslty BASIC Application for your Atari Book 2_Page_196
	Moslty BASIC Application for your Atari Book 2_Page_197
	Moslty BASIC Application for your Atari Book 2_Page_198
	Moslty BASIC Application for your Atari Book 2_Page_199
	Moslty BASIC Application for your Atari Book 2_Page_200
	Moslty BASIC Application for your Atari Book 2_Page_201
	Moslty BASIC Application for your Atari Book 2_Page_202
	Moslty BASIC Application for your Atari Book 2_Page_203
	Moslty BASIC Application for your Atari Book 2_Page_204
	Moslty BASIC Application for your Atari Book 2_Page_205
	Moslty BASIC Application for your Atari Book 2_Page_206
	Moslty BASIC Application for your Atari Book 2_Page_207
	Moslty BASIC Application for your Atari Book 2_Page_208
	Moslty BASIC Application for your Atari Book 2_Page_209
	Moslty BASIC Application for your Atari Book 2_Page_210
	Moslty BASIC Application for your Atari Book 2_Page_211
	Moslty BASIC Application for your Atari Book 2_Page_212
	Moslty BASIC Application for your Atari Book 2_Page_213
	Moslty BASIC Application for your Atari Book 2_Page_214
	Moslty BASIC Application for your Atari Book 2_Page_215
	Moslty BASIC Application for your Atari Book 2_Page_216
	Moslty BASIC Application for your Atari Book 2_Page_217
	Moslty BASIC Application for your Atari Book 2_Page_218
	Moslty BASIC Application for your Atari Book 2_Page_219
	Moslty BASIC Application for your Atari Book 2_Page_220
	Moslty BASIC Application for your Atari Book 2_Page_221
	Moslty BASIC Application for your Atari Book 2_Page_222
	Moslty BASIC Application for your Atari Book 2_Page_223
	Moslty BASIC Application for your Atari Book 2_Page_224
	Moslty BASIC Application for your Atari Book 2_Page_225
	Moslty BASIC Application for your Atari Book 2_Page_226
	Moslty BASIC Application for your Atari Book 2_Page_227
	Moslty BASIC Application for your Atari Book 2_Page_228
	Moslty BASIC Application for your Atari Book 2_Page_229
	Moslty BASIC Application for your Atari Book 2_Page_230
	Moslty BASIC Application for your Atari Book 2_Page_231
	Moslty BASIC Application for your Atari Book 2_Page_232
	Moslty BASIC Application for your Atari Book 2_Page_233
	Moslty BASIC Application for your Atari Book 2_Page_234
	Moslty BASIC Application for your Atari Book 2_Page_235
	Moslty BASIC Application for your Atari Book 2_Page_236
	Moslty BASIC Application for your Atari Book 2_Page_237
	Moslty BASIC Application for your Atari Book 2_Page_238
	Moslty BASIC Application for your Atari Book 2_Page_239
	Moslty BASIC Application for your Atari Book 2_Page_240
	Moslty BASIC Application for your Atari Book 2_Page_241
	Moslty BASIC Application for your Atari Book 2_Page_242
	Moslty BASIC Application for your Atari Book 2_Page_243
	Moslty BASIC Application for your Atari Book 2_Page_244
	Moslty BASIC Application for your Atari Book 2_Page_245
	Moslty BASIC Application for your Atari Book 2_Page_246
	Moslty BASIC Application for your Atari Book 2_Page_247
	Moslty BASIC Application for your Atari Book 2_Page_248
	Moslty BASIC Application for your Atari Book 2_Page_249
	Moslty BASIC Application for your Atari Book 2_Page_250
	Moslty BASIC Application for your Atari Book 2_Page_251
	Moslty BASIC Application for your Atari Book 2_Page_252
	Moslty BASIC Application for your Atari Book 2_Page_253
	Moslty BASIC Application for your Atari Book 2_Page_254
	Moslty BASIC Application for your Atari Book 2_Page_255
	Moslty BASIC Application for your Atari Book 2_Page_256
	Moslty BASIC Application for your Atari Book 2_Page_257
	Moslty BASIC Application for your Atari Book 2_Page_258
	Moslty BASIC Application for your Atari Book 2_Page_259
	Moslty BASIC Application for your Atari Book 2_Page_260
	Moslty BASIC Application for your Atari Book 2_Page_261
	Moslty BASIC Application for your Atari Book 2_Page_262
	Moslty BASIC Application for your Atari Book 2_Page_263
	Moslty BASIC Application for your Atari Book 2_Page_264
	Moslty BASIC Application for your Atari Book 2_Page_265
	Moslty BASIC Application for your Atari Book 2_Page_266
	Moslty BASIC Application for your Atari Book 2_Page_267
	Moslty BASIC Application for your Atari Book 2_Page_268

