Experience the many worlds of Atari BASIC.
These easy-to-follow programs cover home, educational,
entertainment, business, and utility applications.
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Program Listing Utility

The following short utility is quite helpful for editing and re-
writing programs. Just add the program in the final lines of
the program you are working on. When your program is fin-
ished RUNning, you will notice the prompt “?’ Simply press
the RETURN key and the display screen will revert back to
graphics mode 0 and your program will be listed. This is es-
pecially useful when you are testing a program that uses dif-
ferent graphic modes.
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3000 REM *** PROGRAM LISTING UTILITY #**
3010 REM

3020 DIM AN$(1)

3030 INPUT AN$

3040 GRAPHICS 0

3050 LIST
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Dollar Formatter

If you have been programming with your Atari you may have
noticed what happens to numbers such as 5.00. If you haven't,
what happens is the computer will print out the number “5.00”
as “5”. This can be irritating when you are working with dollar
amounts, especially if you prefer 5.00 to 5. Another problem
when working with dollar figures is right margin justification.
That is lining up the numbers so all the decimal points are
aligned. With this short subroutine you can take care of both
problems.
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Just before your program prints out a dollar amount insert the
following statement: GOSUB 500@. The subroutine will for-
mat your variable so it has two decimal places with the right
margin justified. What the routine does is convert your numeric
variable to the string variable MONEY3%. The string
MONEY3$% is 10 characters long. At the point in your program
where you print your numeric variable print out the string
variable MONEY3$ instead. If you deal with amounts above
seven figures, you will have to change the DIMensions in line
30 and ther values 10 and 11 in lines 5090, 5100, 5130, and
5140. also, the best place for the DIM statement in line 50 is
whereever you normally dimension your variables (to avoid an
ERROR- 9). If you prefer, you can place the routine directly
into your program rather than refer to it as a subroutine. Fi-
nally, you can add the following lines to test the program:

40 PRINT : PRINT “"ENTER AMOUNT";
50 INPUT AMOUNT

60 GOSUB 5000

70 PRINT : PRINT MONEY3%

80 GOTO 40

Make sure the numeric variable in your program is identical
to the one in lines 5030-5040.

10 REM *** DOLLAR FORMATTER *¥**
20 REM

30 DIM MONEY18(10), MONEY2%$(10),
MONEY3%$(10), PADS$(7)

5000 MONEY1$ = "

5010 MONEY2% = " "

5020 MONEY3% = ""

5030 AMOUNT = AMOUNT + .001
5040 MONEY1$ = STR$(AMOUNT)
5050 L = LEN(MONEY19$)

5060 MONEY2%(1,1) = “8$"

5070 MONEY2%(2,L) = MONEY13(1, L — 1)
5080 L = LEN(MONEY2%$)
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5090 IFL = 10 THEN MONEY3% = MONEY2$ :
RETURN

5100 FOR | = 1 TO10 - L

5110 PADSU, D = "

5120 NEXT |

5130 MONEY3%(1, 10 - L) = PADS$

5140 MONEY3%(11 - L, 1@ = MONEY2%
5150 RETURN
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Printer Font Selector

Use this program to change the font setting on your printer.
The program was designed for a PROWRITER, but it may work
on your printer (you’ll have to check the printer manual). If it
doesn’t work for your printer, you can probably modify it so it
will.

What the program does is redefine two character strings.
PITCHS$ sets the character pitch for the printer. TEXTS sets
the text type. When you choose an item from the menu, the
program redefines the appropriate element of the string. When
you have selected the font you want, the program routes the
two strings to the printer (lines 1730, 1740) using the LPRINT
statement. At that point you have the option to print a test
line. If you experiment with different combinations of pitch
and text, you will see that quite a few different fonts are possible.
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10 REM *** PRINTER FONT SELECTOR *
20 REM

30 PRINT CHR%(125)

40 DIM A3(1), PITCHS3(2), TEXTS(5)

50 REM

B0 REM ** CLEAR FONT STRINGS **

70 REM

80 PITCHS$ = " " REM * 2 SPACES *
90 TEXT$ "3 REM 3 SPACES
100 REM i

110 REM CHDOSE CHARACTER PlTCH
12@ REM R R R O R O R SRR TR
130 PRINT : PRINT ,"FONT SELECTOR"

140 PRINT : PRINT “TURN ON PRINTER. PRESS
RETURN";

150 INPUT A%

160 PRINT CHR$(125)

170 PRINT : PRINT * 1) PICA (10 CPD"

180 PRINT : PRINT * 2) ELITE (12 CPD"

190 PRINT : PRINT * 3) COMPRESSED (17 CPI"
200 PRINT : PRINT " 4) PROPORTIONAL"
210 PRINT : PRINT "SELECT PITCH";

220 INPUT PITCH

230 IF PITCH < 1 OR PITCH > 4 THEN 150
240 PITCH3(1,1) = CHR3(27)

250 ON PITCH GOTO 300, 400, 500, 600
300 REM

310 REM ** PICA PITCH **

320 REM

330 PITCH$(2,2) = CHR$(78)

340 GOTO 700

400 REM

410 REM ** ELITE PITCH **

420 REM

430 PITCHS(2,2) = CHR(B9)

440 GOTO 700

500 REM

510 REM ** COMPRESSED PITCH **

182



520 REM

530 PITCHS$(2,2) = CHR(81)

540 GOTO 700

600 REM

610 REM ** PROPORTIONAL SPACE **

620 REM

630 PITCH$(2 2) CHR$(8(Z]]

700 REM *? ey FEA

710 REM CHOOSE SPECIAL TEXT

72@ REM ERE AR E ol R AR O SR SR AR R R TR b

730 PRINT CHR$(125)

740 PRINT : PRINT * 1) STANDARD"

750 PRINT : PRINT * 2) BOLDFACE TYPE"

760 PRINT : PRINT * 3) ELONGATED TYPE"
770 PRINT : PRINT * 4) UNDERLINED TYPE"
780 PRINT : PRINT * 5) BOLDFACE/ELONGATED"
790 PRINT : PRINT " 8 BOLDFACE/UNDERLINED"
800 PRINT : PRINT * 7) ELONGATED/
UNDERLINED"

810 PRINT : PRINT " 8) BOLDFACE/ELONGATED/
UNDERLINED"

830 PRINT : PRINT "SELECT TEXT";

840 TRAP 830

850 INPUT TEXT

860 IF TEXT < 1 OR TEXT > 8 THEN 830
870 TEXT$(1,1) = CHR$(27)

880 TEXTS(2,2) = CHR3(34)

890 TEXT$(3,3) = CHR%(27)

900 TEXTS$(4,4) = CHR3(89)

910 TEXT$(5,5) = CHR$(15)

920 ON TEXT GOTO 1700, 1000, 1100, 1200,
1300, 1400, 1500, 1600

1000 REM

1010 REM ** BOLDFACE **

1020 REM

1030 TEXT$(2,2) = CHR3(33)

1040 GOTO 1700

1100 REM
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1110 REM ** ELONGATED **

1120 REM

1130 TEXTS3(5,5) = CHR3(14)

1140 GOTO 1700

1200 REM

1210 REM ** UNDERLINED **

1220 REM

1230 TEXT$(4,4) = CHR$(88)

1240 GOTO 1700

1300 REM

1310 REM ** BOLDFACE/ELONGATED **
1320 REM

1330 TEXTS(2,2) = CHR$(33)

1340 TEXTS(5,5) = CHR$(14)

1350 GOTO 1700

1400 REM

1410 REM ** BOLDFACE/UNDERLINED **
1420 REM

1430 TEXTS(2,2)
1440 TEXT$(4,4)
1450 GOTO 1700
1500 REM

CHRS(33)
CHR$(88)

I

1510 REM ** ELONGATED/UNDERLINED **

1520 REM

1530 TEXT$(4,4) = CHR$(88)

1540 TEXTS(5,5) = CHR$(14)

1550 GOTO 1700

1600 REM

1610 REM ** BOLDFACE/ELONGATED/
UNDERLINED **

1620 REM

1630 TEXTS(2,2) = CHR$(33)

1640 TEXT$(4,4) = CHR3(88)
1650 TEXTS(5,5) = CHR$(14)
1700 REM ittt
1710 REM SET FONT
1720 BEN ittt sestsest

1730 LPRINT PITCHS
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1740 LPRINT TEXTS$

1750 PRINT CHR$(125)

1760 PRINT : PRINT “Do you want to print a test
line”

1770 PRINT “Y or N)";

1780 INPUT AS$

1790 IF A% = “Y" THEN 1900

1800 IF A$ <> "N" THEN 1760

1810 PRINT : PRINT “FONT IS SET. PROGRAM
ENDED."

1820 END

1900 REM ##*#sssik

1910 REM TEST LINE

1920 REM *

1930 LPRINT “THIS IS WHAT THE FONT YOU
HAVE CHOSEN LOOKS LIKE."

1940 GOTO 1810
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Binary-Decimal-Hexadecimal Converter

This program converts binary, decimal, and hexadecimal num-
bers. When you input one type of number, the program calcu-
lates and displays the numbers equivalent in the other two
number systems. Converting from binary to decimal is neces-
sary when working with Atari player/missile graphics.

Hexadecimal numbers are used extensively in machine lan-
guage. You'll find this program helpful until you become com-
fortable with the different number systems. Even then, the
program is useful when converting large numbers.
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10 REM *** NUMBER CONVERTER *¥**

20 REM

30 DIM AS(1), BINS(4@), BINRS(4D), HEXS$(9),
HEXAS(1)

40 PRINT CHR$(125)

50 PRINT : PRINT “ 1) DECIMAL TO HEX., BIN."
6@ PRINT : PRINT “ 2) BINARY TO DEC., HEX."
70 PRINT : PRINT “ 3) HEXADECIMAL TO BIN.,
DEC.”

80 PRINT : PRINT “ 4) END PROGRAM."

90 PRINT : PRINT "SELECT OPTION";

100 TRAP 90

110 INPUT OPTION

120 IF OPTION < 1 OR OPTION > 4 THEN 90
130 PRINT CHR%$(125)

140 ON OPTION GOTO 500, 200, 1000, 150
150 PRINT : PRINT "PROGRAM ENDED"

160 END

OOQ REM 3333333 333 3t 3¢

210 REM BINARY TD DECIMAL

DO REN 3533 333 5383 6303036 3 353 3¢

230 PRINT : PRINT “ENTER BINARY NUMBER";
240 INPUT BINS

250 REM

260 REM ** CHECK VALIDITY #*#*

270 REM

280 FOR | = 1 TO LEN(BINS)

290 N = ASC(BINS(, 1M

300 IF N <> 48 AND N <> 439 THEN 230
310 NEXT |

320 REM

330 REM ** CALCULATE DECIMAL EQUIVALENT #**
340 REM

350 DEC = 0

360 POW = LEN(BIN$) — 1

370 FOR | = 1 TO LEN(BINS)

380 IF VAL(BINS(I,1)) = 1 THEN DEC = DEC +
2"POW
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390 POW = POW - 1

400 NEXT |

410 DEC = INT(DEC + 0.1)

420 PRINT : PRINT "DECIMAL = DEC
SQOQ REN #5585 3503 303 3305050333503 3003303030 3030338
520 REM DECIMAL TO HEXADECIMAL
520 REM 3% 3
530 IF OPTION <> 1 THEN 570

540 PRINT : PRINT “ENTER DECIMAL NUMBER™;
550 TRAP 540

560 INPUT DEC

570 FORI1 =1T0 8

580 HEXS(,1) =

590 NEXT |

600 | =

610 DEC1 = DEC

620 DEC1 = DEC1

630 NUM = DEC1

640 DEC1 = INT(DEC1 / 16)

650 NUM = NUM - DEC1 * 16

660 IF NUM < 10 THEN HEXS(,1) = STRS(NUM) :

GOTO 680
670 HEXS(,1) = CHRS(INUM - 10 + 65)
680 IF DEC1 <> @ THEN I =1 - 1 : GOTO 620

630 PRINT : PRINT "HEX = "; HEX$(l,9)
700 IF OPTION = 1 THEN 800
710 PRINT : PRINT "PRESS RETURN WHEN

DONE";

720 INPUT AS

730 GOTO 40

800 REN s 36 3¢ 3¢ 3 3¢
810 REM DECIMAL TO BINARY
B2 REM %3t 3 3t 0 3t 33 3036 3030 3 30
B30 FORI| = 1TO 40

840 BINRS(,) = "

850 NEXT |

860 | =

870 DEC1 = DEC
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880 DEC1 = DEC1

890 NUM = DEC1

900 DEC1 = INT(DEC1 / 2)

910 NUM = NUM - DEC1 * 2

920 BINRS(,1) = CHR$(NUM + 48)
930 IF DEC1 <> 0O THEN | = | — 1 : GOTO 880
940 PRINT : PRINT “BIN = "; BINR$(,40)
950 PRINT : PRINT “PRESS RETURN WHEN
DONE™;

960 INPUT A%

970 GOTO 40

1000 REM

1010 REM HEXADECIMAL TO DECIMAL
1020 RBEM 33333 3 3 3t 3 36 36 36 3 36 3 3¢ 36 36 36 36 36 36 36 303 364 3¢
1030 PRINT : PRINT "ENTER
HEXADECIMAL NUMBER";

1040 INPUT HEXS$

1050 DEC = 0

1060 FOR | = 1 TO LEN(HEXS)

1070 HEXAS = HEXS$U,D

1080 IF HEXAS$ < "0" THEN 1030

1090 IF HEXS$(,) <= "8" THEN DEC =
DEC * 16 + VAL(HEXAS$) : GOTO 1130
1100 IF HEXAS$ > "F" THEN 1030

1110 IF HEXA$ < "A" THEN 1030

1120 DEC = DEC * 16 + ASC(HEXAS$)
— ASC('A") + 10

1130 NEXT |

1140 PRINT : PRINT "DECIMAL =

DEC

1150 GOTO 800
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List Sort

Sort programs are always handy. This program will sort records
up to 99 characters (bytes) long. It is a simple sort in that the
entire record is sorted as if it were one field. In other words,
you cannot specify a field in the middle of a record to be the
sort key. The key lines in the program are lines 490 and 630 -
780.

Line 490 takes each record you enter and concatenates them
into one long string (CONCATS$). Lines 630 - 780 is where the
sort actually happens. Each record in the file is compared to
each subsequent record (line 730). If a record should appear
after its subsequent record, then the two records swap positions
in the string (lines 740 - 760). A good way to visualize what is
happening is to think of the sort as a square dance where each
record changes partners until all the records are in alphabetical
order. Lines 860 - 950 split the sorted string and print out each
record in its proper order.
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10 REM *** LIST SORTER #**

20 REM

30 DIM AS(1)

’Im[z] REM 363 34 34 3 36 34 34 3 34 3¢ 3 3¢

110 REM USER INPUT

12m REM 363 36 3t 3 3 3 36 3¢ 3 3 3¢ 3¢

130 PRINT CHR$(125)

140 PRINT ,"LIST SORTER"

15@ PRINT : PRINT “ENTER MAX. ITEM LENGTH";
170 INPUT LENGTH

180 IF LENGTH < 1 THEN 150

190 IF LENGTH > 99 THEN 150

200 PRINT : PRINT "ENTER NUMBER OF ITEMS";
220 INPUT NUM

230 IF NUM < 2 THEN PRINT : PRINT "IT
DOESN'T NEED TO BE SORTED." : GOTO 960
240 L = LENGTH — 1

250 DIM CONCATS(LENGTH * NUM),
ELEMS(LENGTH)

3mm REM 363636 36 3 35 35 3 3 3 3 36 363 3¢

310 REM CLEAR STRING

320 REM ** *

330 FOR N = 1 TO LENGTH * NUM

340 CONCATS(N,N) =

350 NEXT N

prctel R

410 REM CONCATENATE STRINGS.

420 REM * S

430 PRINT : PRINT “INPUT ITEMS TO BE SORTED"
440 PRINT

450 J =

460 FOR N = 1 TO NUM

470 PRINT "#" N; " "

480 INPUT ELEMS

430 CONCATS(J,J+L) = ELEMS

500 J = J + LENGTH

510 NEXT N

520 PRINT : PRINT "PRESS RETURN TO SORT
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ITEMS";

530 INPUT AS$

540 PRINT : PRINT "STANDBY WHILE ITEMS ARE
SORTED.”

Bmm REM 3636 36 36 36 36 3 3¢ 36 3 3 363

610 REM SORT ITEMS

62@ REM 363638 36 36 36 36 34 36 33k 3L 3¢

B30 STRING = (NUM — 1) * LENGTH

640 FOR N = 1 TO NUM - 1

650 FOR P = 1 TO STRING — L STEP LENGTH
660 PL =P + L

670 PLN = P + LENGTH

680 PLN1 = P + LENGTH+L

690 REM

700 REM ** Compare adjacent substrings. If a
substring is less (in value)

710 REM than the subsequent substring, then swap
positions. **

720 REM

730 IF CONCATS(PPL) <= CONCATS$(PLN,PLN1)
THEN 770

740 ELEMS$ = CONCATS(P.PL)

750 CONCATS(PPL) = CONCATS(PLN,PLN1)
760 CONCATS$(PLN,PLN1) = ELEMS$

770 NEXT P

780 NEXT N

Bmm REM 3636 36 38 36 36 35 36 36 36 36 3L 36 3¢

810 REM PRINT ITEMS

820 REM sttt

830 PRINT CHR%$(125)

840 PRINT : PRINT ,"SORTED LIST"

850 PRINT : PRINT “ITEM #", "ITEM"

860 J = 1

870 FOR N = 1 TO NUM

880 PRINT N, CONCATS$(J,J + L)

890 J = J + LENGTH

900 ROW = PEEK(84)

910 IF ROW >= 20 AND N <> NUM THEN FLAG
=1
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920 IF FLAG = 1 THEN PRINT : PRINT "PRESS
RETURN TO CONTINUE";

930 IF FLAG = 1 THEN INPUT AS : PRINT
CHR$(125)

940 IF FLAG = 1 THEN PRINT “ITEM #", "ITEM" :
FLAG = 0

950 NEXT N

960 PRINT : PRINT “PROGRAM ENDED."
970 END
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Julian Date Converter

This program will convert a date in standard format to Julian
format. For those who are not aware, the Julian calendar or-
ganizes the year into 365 days (366 for leap years). The Julian
date for January 10, 1983 is 83.010. Julian dates are frequently
used in data processing because of clarity and because it sim-
plifies certain processes. It’s easier to calculate a span of time
by subtracting one Julian date from another, than it is to add
the days of each month together. Note that the program will
add an extra day for leap years (lines 530 - 570).

FEBRUARY 130
T T
e il ol il =

afanf e ] ] aeli

bl s 7 7]
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10 REM *** DATE CONVERTER *

20 REM

30 REM Converts standard date format
40 REM to Julian date format.

50 REM

60 DIM M(12), D(31), Y(100), J(366)

70 DIM AS(1)

']mm REM 3636 363636 363636 3¢

110 REM USER INPUT

120-REN] ittt

130 PRINT CHRS$(125)

140 PRINT ." JULIAN DATE CONVERTER"
150 PRINT : PRINT “What month is it (enter 1-12)"
160 TRAP 150

170 INPUT M

180 IFM < 1 0RM > 12 THEN 140

190 PRINT : PRINT “What day is it";

200 TRAP 190

210 INPUT D

2201IFD <1 0RD > 31 THEN 190

230 PRINT : PRINT “What year is it (enter 00 -
99"

240 TRAP 230
250 INPUT Y

260 IFY < (Zl DR Y > 99 THEN 230

300 REM st

310 REM FIND JULIAN DATE

32@ HEM R IE R SR T T R T Rt T T

330 ON M GQOTO 340, 350, 36[2], 370, 380, 390,
400, 410, 420, 430, 440, 450

340 J = D: GOTO 530

350 J = 31 + D:GOTO 530

360 J = 59 + D: GOTO 530
370 J = 90 + D:GOTO 530
380 J = 122 + D: GOTO 530
380 J = 151 + D: GOTO 530
400 J = 181 + D : GOTO 530
410 J = 212 + D : GOTO 530
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420 J = 243 + D : GOTO 530

I

430 J 273 + D : GOTO 530
440 J = 304 + D : GOTO 530
450 J = 334 + D : GOTO 530
500 BREM sttty . —
510 REM CHECK FOR LEAP YEAR
GO0 REM #5330 30 30383300
530 RESTORE

540 READ N

550 IF N = 999 THEN 630

560 IFN = YANDM <> 1THENJ = J + 1
GOTO 630

570 GOTO 54(D

Bmm REM R EE i SR RL Kl SERERE R ol B A i

610 REM PRINT LJULIAN DATE

82@ REM 3636363038 330 0330 e e e

630 PRINT : PRINT "JULIAN DATE IS: ",

640 IF J < 10 THEN PRINT Y; "."; "00"; J : GOTO
670

650 IF J < 100 THEN PRINT Y; "."; "0"; J : GOTO
670

660 PRINT Y; " J

670 PRINT : PRINT "Do you wish to convert another
date”

680 PRINT “(answer Y or NJ";

690 TRAP 680

700 INPUT A%

710 IF A$ = "Y" THEN 130

720 IF A$ <> "N" THEN 670

730 PRINT CHRS$(125)

740 PRINT : PRINT "PROGRAM ENDED."

750 END

800 REM #**

810 REM LEAP YEAR DATA

B2[) REM -t fa s i

830 DATA 84, 88, 92, 96, 0, 8993
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From the author of

Flee,

ATARI®

The Atari Experience on disk!

For only $15.95 with this coupon, you can have
all the programs contained within this book on
one diskette! Save yourself hours of typing and
de-bugging.

All the programs contained on the diskette are
listable, copyable and contain REM statements
which identify each part of the program. You can
list and save sections of the programs for use in
your own programs.

The Atari Experience diskette helps you get the
most out of both your Atari® Home Computer
and The Atari Experience.

DATAMOST

8843 Fullbright Ave., Chatsworth, CA 81311-2750
(818) 708-1202

Send $15.95 plus $2.00 shipping and handling.
Charge to:

Name

Address

City State Zip
O MASTERCARD O Check

O VISA O Money Order
Card # Expires

Signature (for credit card)
California Residents add 6%2% sales tax.
*Atari is a registered trademark of Atari, Inc.
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“ATARI
chzpexz'e/zc&

THE NEXT TIME SOMEONE ASKS, “WHAT
CAN YOU REALLY DO WITH AN ATARI
HOME COMPUTER?” SHOW THEM THIS
BOOK!

It's an important question. One that deserves an answer. After all,
you have one of the most powerful tools in the universe at your ser-
vice. But . . . where to begin?

THE ATARI EXPERIENCE will help you learn about your Atari
Home Computer. Take thatimportant first step and learn how to pro-
gram in BASIC by keying in completed programs. What if you could
care less about programming? Simply key in these useful programs
as they appear and save them to disk or tape. Either way, you’ll soon
havea library of software that can be used with everything from daily
chores to complex business applications.

Written in Atari BASIC, each program follows a standardized format
and is clearly documented. These easy-to-follow programs are directed
into five sections, which cover home, educational, entertainment,
business, and utility applications. In addition, the programs may be
modified to meet your particular needs.

What can you really do with an Atari Home Computer? The answer
lies within these pages.

__

®

8943 Fullbright Ave, Chatsworth, CA 91311-2750
(818) 709-1202
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