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Atari Music Composer

the disk operating system from the Music
Composer, working through it all to get a
listing of what files are on the disk is a
nuisance. One should be able to display
the music files on the screen directly, and
select one without the computer first erasing
all the names. (It takes “D, <RETURN> .
A.<RETURN> RETURN" to get the
directory on the screen. To get back requires
a <RETURN >which erases the screen
and then a “B.<RETURN> " to get back
into the Music Composer. The new DOS
2.0S for the Atari simplifies this slightly

(fewer returns are required) but one is still
limited to what was designed into the
Composer ROM.

In summary, although we could ask for
more, what is provided was done very well
for home education and recreational
activities at a simple level. Clearly some
people thought carefully about what should
go into the Music Composer to make it
helpful in music education. We hope others
who find themselves in the position of
advising computer companies will also help
make the entertainment products better

for education.

The Music Composer is available for
$59.95 from Atari Inc.. 1272 Borregas Ave..
Sunnyvale. CA 94086. O

Hooking Up With CompuServe

Using Atari’s Telelink Cartridge to Access
CompuServe

Joining a club? Learn the ropes before-
hand and it goes a great deal smoother. If
you visit someone who has a computer.
play a few games under your friend’s
supervision, and learn such simple tricks
as the location of the ON/OFF switch and
the use of the RETURN key, you are far
ahead of the person who wins a computer
as a doorprize at a convention, then takes
it home and tries to use it with only the
manual as a guide.

For the personal computer owner who
has never used a large computer or a
terminal before, seeking to connect to a
timesharing service may seem to be an
overwhelming task. All of a sudden you
have to cope with learning how to use a
new program, an RS-232 interface. a
modem, and a telephone in cooperation
with your computer. It can be quite frus-
trating, for if you overlook one switch
setting or miss plugging in a single cable.
the system won't work, and you might not
be able to tell whether you made a mistake
or whether one of the pieces of equipment
is defective.

Failure-prone equipment in this type of
situation is a disaster. For example. the
Radio Shack TRS-80 Model I RS-232 board

is notoriously hard to use, primarily because
Tandy used a cheap connector to attach
it. Some owners actually disconnect the
board. clean the contacts. and reinstall it
every time they use it. A new user with a
bad connection might become so frustrated
as to give up all hope of timesharing.

With the Atari Telelink cartridge. it took
me several hours of work. accompanied
by much frustration. to successfully hook
up to CompuServe. I never did discover
what I was doing wrong at first. but have
come to the conclusion that the real problem
was probably in our company telephone
switchboard. not in the Atari equipment.

[ hope that by a detailed sharing of the
process that led to successful connection
for me. I can make the same operation
smoother for those of you who are con-
sidering timesharing.

Equipment Required

The equipment I used was an Atari 800
Computer (the Atari 400 should work just
as well), the Atari 850 Interface Module,
the Atari 830 Acoustic Modem, the Atari
Telelink I program cartridge. a telephone,
and a Texas Instruments 99/4 Color
Monitor. The only difference in my unsuc-
cessful attempts was that I used a Leedex
Video 100 black and white monitor instead
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of the color monitor. The difference was
significant. not for the color. but because

<

ADDITIONALRS232C
COMPATIBLE PORTS

SYSTEM DIAGRAM

the T1 monitor has a speaker. and you
need the speaker to hear whether the
cartridge loads properly. An ordinary
television set should work as well, but I do
not recommend any monitor or TV set
without a working speaker. I did not have
a printer. but it would have helped signif-
icantly.

The Atari Telelink I (The 1 probably
implies that a II is coming!) program
cartridge is a typical Atari cartridge. You
load it by simply plugging it into the slot
on the computer. a task that my six-year
old son has mastered with the Star Raiders
and Basketball cartridges. The Telelink I
cartridge comes with a six-page foldout






















































































































































































































































































































































































































































Air Defense

220 FOKE 53248,FH
250 IF FEEK(S53279)=6 THEN RUN
300 S=5TICKCD)
302 SOUND 3,30,8,INT(FA/Z0)+]
305 GH=GH+H(SYXHFITIF GH<S0 THEN GH=%50
306 IF GH:200 THEN GH=200
310 GA=GA+A(S)ITF GAXY THEN GA=9
312 IF GA<1 THEN GA=1
320 FOKE 53250,GH
349 X=INT({GH-50)/42.5)
350 FOKE 656,31F0KE 657,17 tFRINT "ALT "“iGA}
360 SOUND 3,30,4,INT(FA/20)+2
400 IF STRIGC0)=0 THEN 200
405 GOSUE 801 IRD=RD-1
406 FOKE 656,2iF0KE 6597 ,30FRINT "Rnds “jRD" '3
420 FOR X=1 TO AKIPH=FH+DRXFS
421 FOKE $3249,GH-8+RND(0) X9
422 FOR J=1 TO 15INEXT J
424 SOUND 2,60,4,15
426 FOKE $53248,FHINEXT I
427 SOUND 2,0,0,0
429 FOKE 705,34
430 FOR I=FMBEASE+640+CH TO FMEASE+&645+CHIFOKE L, 0INEXT I
450 GOSUER 860:FOKE 53249,GH-4
455 FOR X=1 TO 30:S0UND 2,I+20,4,14150UND
3,60,8,14INEXT TIS0UND 2,0,0,03i850UND 3,0,0,0
460 TF ABS(AE-FAYL3 AND ABS(GH-FH)<S THEN FT=FT+100-FAIGOTO 500
470 FT=PT-FFIGOSUE 200
480 FOR I=FMEASE+640+AE TO FMEASE+647+ABIFOKE T, 0iNEXT I
482 FOKE 53249,20
485 XF RD<1 THEN 950
490 GOTO 200
500 FOKE 93249,20:G05UE 200
505 SOUND 3,0,0,0
910 GOSUE 83131FOKE 53248,20
940 FOR I=FMEASE+8%96 TO FMEASE+10Z24:FO0KE T,0iNEXT I
950 FOKE 53251,20
960 GOTO 150
700 FOR I=FMEASE+3512 TO FMEASE+640:FOKE T,03INEXT X
702 FA=INT(RND(O)IX40)+20CL=INT(RND(0)X146)X146+2
710 IF RNDC0)><0.,5 THEN 720
712 PH=3S!FE=213{DR=1{RESTORE 718
717 GOTO 730
718 DATA 56,156,206,255,14,28,5%56
720 PH=213I1FE=33!DR=~1IRESTORE 728
728 DATA 28,57,115,255,112,56,28
730 FOR I=FMEASE+512+FA TO FMEASE+S18+FAIREAD AIFOKE I,AINEXT I
732 FOKE U3256,0iREM SIZE FLO
734 FOKE 704,CLIREM COLOR FLO
750 RETURN
800 FOR I=FMBASE+640 TO FMEASE+768IFOKE I,0iNEXT I
801 RESTORE 808!CH=94iFOKE 703,12
802 FOR I=FMEASE+640+CH TO FMEASE+645+CHIREAD AIFOKE T,AINEXT I
805 RETURN
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g08
820
821
822
825
828
830
831
832

834
840
845

844
847

848
849

850
860
861
862
866
870
880
882
884
886
887
888
890
891
892
893
894
895
896
897
898
899
200
P05
210
220
250

DATA 24,36,90,165,195,60

FOR I=FMEASE+768 TO FMEBEASE+8946!FOKE T,0INEXT I

RESTORE 828:FL=100

FOR I=FMEASE+768+FL TO FMEASE+772+FLIREAD AIFOKE I,AINEXT I

RETURN

DATA 24,24,24,24,24,24,60,60,90,90,219,255
FOR I=FMEASE+8%96 TO FMEASE+1024:F0KE I,0INEXT I

RESTORE 840

FOR I=FMEASE+896+FA TO FMEASE+906+FAIREAD AIFOKE I,

AINEXT TIFOKE 707,66

FOKE 53259,0F0KE 3251 ,FH

DATA 74,149,72,34,14%5,40,66,169,468,
FOR I=1 TO 10:SOUND 0,RNDC0)YX30+30,
SOUND 1,RNDCOIX50+150,4,43INEXT X
FOKE G3259,131F0KE 707,68

146
4,42

FOR I=1 TO 10:80UND 0,RNDC0YX30+30,4,8:S0UND

1,RNDCOIX50+1506,4,8INEXT I
FOKE 53251 ,FH-91FOKE %53259,31F0KE 7

07,72

FOR I=1 TO 10:S0UND 0,RNDC0)IX30+30,4,14350UND

1,RNDCOIX50+150,4, 14INEXT I
SOUND 0,0,0,0350UND 1,0,0,0:RETURN

FOR I=FMEASE+640+AE TO FMEASE+647+ABIFOKE I, 0iNEXT X

RESTORE 8661AE=(10-GAYXS+15

FOR I=FMEASE+640+AE TO FMEASE+647+ABIREAD AIFOKE I,AINEXT I

DATA 129,66,20,43,212,40,66,129
RETURN

COLOR 3i1D=351E=1

FOR I=0 TO 79:FLOT I,DIDRAWTO 1,40
IF RNDC(0)<0.2 THEN E=-E

D=D+ETF D>40 THEN D=40

IF D<20 THEN D=20

NEXT T:RETURN

COLOR 13X=10+RND(0)IX20:X1=XY=RND(0)X20:Z=Y{GOSUE 893
X=453+RND (0)XZ203Y=RND(0)X20:X1=XIIF ABS(Y-Z)<8 THEN 891

GOSUE 893 :RETURN
D=8+RND (0)x8
FOR I=1 TO D

L=RNDC0)X4X-13R=RNDC0)X4:TF XxD/2 THEN L=-L/23R=-R/2

X=X+ i X1=X1+RITF X<0 THEN X=0

IF X179 THEN X1=79

FLOT X, YIDRAWTO X1,Y:Y=Y+1INEXT I
RETURN

IF FT<0 THEN FT=0

FOKE 6%56,3iFOKE 657,2iFRINT "Score
FOKE 6%56,31FOKE 657 ,30iFRINT "Flane
RETURN

FOKE 656, 0iF0KE 657, 2i1FRINT "FRESS

9% FOKE $53248,20

955
@60
70

IF FEEK(33279)=6 THEN RUN
SOUND O0,RNDC0I%250,10,2:G0T0O 940

(1] ; FIT; "
"IFLNG

START

+
b4

FOR NEXT GAME

:?o?“ ;
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Atari Memory Addresses

Decimal

2,3

6

8
16,11
12,13
14,15
16

17
18-20
49-52
64

65

74

75

80

82

83

84
85-86
90
91-92
93

96
97-98
106

Decimal

128-9
128-9
130-1
132=3
134-5
136=7
138-9
140-1
142-3
144-5
186-7
195

291

212-3
212-8
224-9
242

243-4
251

252-3

Hexadecimal
0002 - 0003
006

2008

POAA - 00OOB
ApAC - 9AAD
900E - Q0QF
010

2011 ¢
9012 - 0014
031 - 0P34
0040

pa41

AO4A

gp4aB

2050

2052

PB53

P54

@p55 - P@56
AAS5A

P@5B - PASC
265D

060

P06l - 0062
pR6A
Hexadecimal
P83 - 9081
A08a3 - gA81
pp82 - @(83
P984 - BQ85
2086 - 0087
P88 - PP89
@P8A - 08B
AA8C - @P8D
PO8E - QO8F
2090 - 0091
POBA - Q0ABB
faC3

2@co

pPD4 - @@D5
PPD4 - PO@DA
POEA - QOES
DAF2

PPF3 - QOF4
@OFB

AQFC - QOFD

Label

CASINI
TRAMSZ
WARMST
DOSVEC
DOSINI
APPMHI
POKMSK
BRKKEY
RTCLOK

Floppy

Comment

cassette boot completed vector

End of RAM test temporary storage
Warm start flag (-1 = true)

no cartridge control vector (start)
disk boot completed vector

Highest location used by Basic
ANTIC interrupt register storage
Break key flag (-1 = false)

TV Frame counter

disk serial bus device addresses

printer serial bus device address

SOUNDR
CKEY
ATRACT

Sound I/0 flag (@=quiet)
Cassette boot request flag
Attract mode flag (>128 = attract)

modem serial bus device address

LMARGN
RMARGN
ROWCRS
COLCRS
OLDROW
OLDCOL
OLDCHR
NEWROW
NEWCOL
RAMTOP

Label

BASIC area
LOMEM

Left screen margin (default = 2)
Right screen margin (default = 37)
Current cursor row (9-39)

Current cursor column (@8-23)
Previous cursor row (@-39)
Previous cursor column (0-23)

Data under cursor

Cursor row to which DRAWTO goes
Cursor column to which DRAWTO goes
Top of memory (Page number)

Comment

Basic low memory pointer

OUTBUFF Syntax output buffer

VNTP
VNTD
VNTP
STMTAB
STMCUR
STARD
RUNSTK
MEMTOP
STOPLN
ERRSAV
PTABW
FRO
FRO
FR1
CIX
INBUFF
RADFLG
FLPTR

Variable name table address

End of variable name table
Variable values table

Statement table

Immediate statement

String array table

Run time stack
Basic top of memory pointer
Line number for TRAP or STOP

Error number

Print tab width (default = 10)
Value returned to Basic from USR
6 byte floating point handler
6 byte floating point handler
index offset used with INBUFF (@0F3)
pointer to ASCII text buffer
Radian/degree flag (@ RAD - 6 DEG)
pointer to a floating point number
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Decimal Hexadecimal Labhel Comment
(Mostly Vectors and Shadow Registers)

256-511 1003 - P1FF STACK 6502 stack area

512-3 2200 - G201 VDSLST RTI vector (E7B3 = ignore interrupt)
514-5 g2p2 - 4203 VPRCED Serial I/O interrupt proceed vector
516-7 a204 - 9205 VINTER Serial I/0 interrupt vector

518-9 9206 - 9207 VBREAK 6502 Break instruction vector
520-1 208 - 09209 VKEYBD Key pressed interrupt vector

522-3 @20A - £20B VSERIN Serial bus input ready vector
524-5 g20C - 220D VSEROR Serial bus output ready vector
526-7 A20E - D20F VSEROC Serial hus output complete vector
528-9 n21p - 9211 VTIMR]1 POKEY timer f#1 vector

530-1 p212 - 9213 VTIMR2 POKEY timer #2 vector

532-3 9214 - @215 VTIMR4 timer vector

534-5 g216 - @217 VIMIRQ immediate IRQ global RAM vector
536-7 218 - 9219 CDTMV]1 SIO timeout timer

538-9 @21A - @21B CDTMV2 timer #2

540-1 P21C - @#21D CDTMV3 timer #3

542-3 $21E - @21F CDTMV4 timer #4

544-5 9220 - 9221 CDTMVS timer #5

546-7 9222 - 9223 VVBLK]1 vertical blank RAM vector

548-9 g224 - @225 VVBLKD vertical blank deferred vector
550-1 p226 - 0227 CDTMAl vector for CDTMV1 at 0218

552-3 0228 - 0229 CDTMA2 vector for CDTMV2 at @21A

554 B22A CDTMF3 flag for CDTMV3 at @21C

556 g22C CDTMF4 flag for CDTMV4 at Q21%

558 B22E CDTMF5 flag for CDTMVS5 at 0220

559 P22F SDMCTL data from ANTIC DMACTL (D4g3)

564 3230 SDLSTL data from ANTIC DLISTL (D432)

561 7231 SDLSTH data from ANTIC DLISTH (D4@3)

564 p234 LPENH 1light pen data from PENH (D46C)
565 9235 LPENV light pen data from PENV (D4@D)
576 p249¢ DFLAGS disk boot file flag

580 9244 COLDST cold start flag

Decimal Hexadecimal Label Comment

623 B26F GPRIOR data from CTIA PRIOR (D@#1B)

624 3270 PADDL®O Pot @ data from POT@O (D230)

625 9271 PADDL]1 Pot 1 data from POT1 (D2#1)

626 0272 PADDL2 Pot 2 data from POT2 (D202)

627 8273 PADDL3 Pot 3 data from POT3 (D2#3)

628 9274 PADDL4 Pot 4 data from POT4 (D2@4)

629 #3275 PADDLS5 Pot 5 data from POTS (D2#@5)

630 P276 PADDL6 Pot 6 data from POT6 (D206)

631 @277 PADDL7 Pot 7 data from POT7 (D2@7)

632 9278 STICKP joystick @ data (PORTA D3@0)

633 #3279 STICK1 joystick 1 data (PORTA D320)

634 @27A STICK2 joystick 2 data (PORTB D301)

635 #27B STICK3 joystick 3 data (PORTB D3d¢1)

644 p284 STRIGO joystick trigger data (TRIG@ DO01)
645 2285 STRIG1 joystick trigger data (TRIG1l NGY2)
646 2286 STRIG2 joystick trigger data (TRIG2 DO@3)

238
























$15.95

THE GCREATIVE

Edited by David Small, Sandy Small and George Blank

Here's an invaluable reference guide for the non-expert Atari user who has only a limited
knowledge of Basic and simple programming. ‘

Containing up-dated and revised articles, reviews, and tutorials which previously
appeared in Creative Computing magazine (along with some new material), The Creative Atari
includes the following chapters:

® A “how-to” on Atari graphics

® Hardware and software reviews

m Adiscussion on the Atari disk drive
m Ready-to-run program listings

There’s also an appendix with useful programming information.

And lots MORE!

ISBN 0-916688-34-8




