










































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































able CTRL-F1 as well. The only way to re-enable the keyboard in this
case is to POKE KEYDIS with a 0 or press the RESET key.

FINE
622 026E

If you ever wished that you could fine-scroll program listings, or any
other output to a graphics mode zero screen, FINE is the location for
you. Set it to any value other than zero before your GRAPHICS com-
mand, and then try listing a program or PRINTing a lot of stuff to
the screen. To get back to regular scrolling, POKE it with a zero be-
fore a GRAPHICS command.

HIBYTE
648 0288

A loader location.
CSTAT no longer exists.

NEWADR
654 028E

Another loader location.

CRETRY
668 029C

This was moved here from location 54.
TMPXI1 no longer exists.

DRETRY
701 02BD

This was moved here from location 55. HOLDS5 no longer exists.

RUNADR
713,714 02C9,02CA

Loader location.

HIUSED
715,716 02CB,02CC
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Loader location.

ZHIUSE
717,718 02CD,02CE

Loader location.

GBYTEA
719,720 02CF,02D0
Loader location.

LOADAD
721,722 02D1,02D2
Loader location.

ZLOADA
723,724 02D3,02D4
Loader location.

DSCTLN

725,726 02D5,02D6
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Finally, something other than a loader location! DSCTLN is used to
specify the length of a disk sector. Powerup and RESET set it to 128,
but you can set it to anything between 1 and 65536.

ACMISR
727,728 02D7,02D8

Reserved for undocumented uses.

KRPDEL
729 02D9

This one is actually useful. If you press a key and hold it down, after
a short delay it will start repeating. KRPDEL specifies the delay. It’s
initialized to 48, which represents 48/60 = 0.8 seconds. You can
change it to any value between 1 and 253, resulting in a delay between
one-sixtieth of a second and 4.25 seconds. You can also set it to 0,
which will disable the repeat function altogether.

KEYREP
730 02DA

Once a key starts repeating, there is another delay between repeats.
KEYREP specifies this delay. It’s initialized to six, or one-tenth of a
second, which means that you will get 10 characters a second once a
key starts repeating. You can make this as fast as 60 characters a
second (KEYREP=1) or as slow as 1 character every 4.25 seconds
(KEYREP =255).

NOCLIK
731 02DB

If NOCLIK is set to 0, then the television speaker will make a ‘‘click-
ing’’ sound every time you press a key. Set it to 255 and it won’t.
CTRL-F3 will switch it back and forth between the two values.

By the way, if you set NOCLIK to a value other than 0 or 255, the
click will be turned off and CTRL-F3 will have no effect on it; it can
only be turned back on by pressing RESET or POKEing NOCLIK
with a 0.

HELPFG
732 02DC
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HELPFG is used to tell whether or not the HELP key is pressed. It
can have the following values:

0 means it’s not pressed.

17 means that HELP is pressed.

81 means that SHIFT-HELP is pressed.
145 means that CTRL-HELP is pressed.

You should note that HELPFG will not change to zero when the
HELP key is released. That means that you should POKE 732,0 be-
fore you try and read it. Otherwise you may get an old value.

DMASAV
733 02DD

You can use CTRL-F2 to turn off DMA in order to speed up calcu-
lations. What happens is the OS stores a zero into SDMCTL at lo-
cation 559. When you press any other key, SDMCTL will be reset to
whatever value it was before. The OS uses DMASAYV to hold the value
of SDMCTL so it knows what to reset it to.

PBPNT
734 02DE

This was moved here from location 29.

PBUFSZ
735 02DF
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This was moved here from location 30.

HNDLOD
745 02E9

A handler loader flag.

CHBAS
756 02F4

Don’t worry, this is still the same as it was before. The reason I’'m
mentioning it here is because there is now a new character set built
into the computer. If you POKE CHBAS with a value of 204, you’ll
get an international character set. This is the same as the regular char-
acter set, except that the graphics characters have been redefined and
are now letters and characters that English doesn’t normally use.

You can use CTRL-F4 to switch back and forth between the two built-
in character sets. If you have your own character set in memory, how-
ever, pressing CTRL-F4 the first time will switch you to the inter-
national character set, but pressing it again will give you the regular
character set instead of yours. In other words, you can’t use CTRL-
F4 to switch between the regular character set and your special char-
acter set.

NEWROW
757 02F5

This was moved here from location 96.

NEWCOL
758,759 02F6,02F7

This was moved here from locations 97 and 98.

ROWINC
760 02F8

This was moved here from location 121.

COLINC
761 02F9
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This was moved here from location 122.

JMPERS
782 030E

JMPERS is used to tell how the system is configured. It is unclear at
this time exactly what that means.

PTIMOT
788 0314

This was moved here from location 28.
TEMP2 was moved to location 787.

PUPBT1-PUPBT3
829-831 033D-033F

These are simply labeled as ‘‘power-up/reset.”’ They seem to have
some kind of effect on what happens if you press RESET, but I’m
not sure what it is.

SUPERF
1000 03ES8
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Another mystery, this one is simply described as ‘‘screen editor.”’ I
assume it’s used as some kind of variable by the screen editor. POKE-
ing values to it doesn’t seem to have any effect, and it always reads
ZEro.

CKEY
1001 03E9

This was moved here from location 74.

CASSBT
1002 03EA

This was moved here from location 75.

CARTCK
1003 03EB

CARTCK is the checksum value for the cartridge. It is used to make
sure the cartridge is being read correctly.

ACMVAR
1005-1016 03ED-OEF8

Reserved for undocumented uses.

MINTLK
1017 03F9

Also reserved.

CINTLK
1018 03FA

Cartridge interlock. The 1200XL lets you unplug and plug in a car-
tridge without turning the computer off first. CINTLK tells the OS
whether or not a cartridge is currently being plugged in or pulled out.
If it’s equal to one, then everything is OK. If not, it will reboot the
system. That means that POKEing CINTLK with anything other than
one will have the same effect as turning the computer off and then
back on again.
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CHLINK
1019,1020 03FB,03FC

Handler chain. Sorry, but that’s all I know about it.

You should also be aware that PORTB in the PIA chip (54017) is no
longer used for controller jacks three and four, since there are only
two controller jacks on a 1200XL. Similarly, any locations dealing
with joystick two, joystick three, paddle four, paddle five, paddle six,
or paddle seven will no longer be of any use.

EXTRA GRAPHICS MODES

That’s right, the 1200XL gives you four extra modes that the 400/800
doesn’t. Actually, that’s not quite true. Back at SDLSTL we saw that
there were five ANTIC graphics modes that BASIC didn’t allow you
to use unless you set up your own display list. All the 1200XL does
is give the screen handler the capability to set up four of these modes
for you. Graphics 12 will give you an ANTIC mode four display list,
Graphics 13 ANTIC mode five, Graphics 14 ANTIC mode twelve,
and GRAPHICS 15 ANTIC mode fourteen. For more information
on each of these modes, see Appendix Twelve on ANTIC modes.
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APPENDIX TWELVE
DISPLAY LIST COMMANDS AND ANTIC MODES

As we saw at SDLSTL (560), the display list is actually a little program
for ANTIC, telling it what the screen is to look like. It has its own
special commands, as summarized in Figure 63. To use this chart,
decide which of the HSC, VSC, LMS, and DLI options you want (see
SDLSTL for a description of each), find the column that has the cor-
responding boxes LABELED in at the top, and then follow it down
to the instruction you want.

Since this is a chart that assembly language programmers are going
to use a lot, I’ll also include a hexadecimal version (Figure 64).

Let’s take a look now at the various CHR and MAP modes:
CHR 2 is GRAPHICS 0.
CHR 3 is the same as GRAPHICS 0 except that the characters are

10-scan-lines high instead of 8. This allows you to have lowercase des-

cenders, which means that the tails on “‘g”’, “‘j”’, “‘p’’, “‘q’’, and ‘‘y”’
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BLK
BLK
BLK
BLK
BLK
BLK
BLK
BLK
JMP
JVB
CHR
CHR
CHR
CHR
CHR
CHR
MAP
MAP
MAP
MAP
MAP
MAP
MAP
MAP

O NO A WN =

[
- O © O N O UL A WN

- ok mbh b
g W N

16
32
48
64
80
96
112

65

0 N O O A WN

11
12
13
14
15

HSC

18
19
20
21
22
23
24
25
26
27
28
29
30
31

vVsC

34
35
36
37
38
39
40
41
42
43
44
45
46
47

HSC
vVsC

50
51
52
53
54
55
56
57
58
59
60
61
62
63

LMS

66
67
68
69
70
71
72
73
74
75
76
77
78
79

HSC

LMS

82
83
84
85
86
87
88
89
90
91
92
93
94
95

vVsC
LMS

98

99
100
101
102
103
104
105
106
107
108
109
110
111

HSC
vsC
LMS

114
115
116
117
118
119
120
121
122
123
124
125
126
127

DLI

128
144
160
176
192
208
224
240
129
193
130
131
132
133
134
135
136
137
138
139
140
141
142
143

HSC

DLI

146
147
148
149
150
151
152
153
154
155
156
157
158
159

vsC

DLI

162
163
164
165
166
167
168
169
170
171
172
173
174
175

HSC
VSC

DLI

178
179
180
181
182
183
184
185
186
187
188
189
190
191

LMS
DLI

194
195
196
197
198
199
200
201
202
203
204
205
206
207

HSC

LMS
DLI

210
211
212
213
214
215
216
217
218
219
220
221
222
223

HSC

vsC

LMS
DLI

226
227
228
229
230
231
232
233
234
235
236
237
238
239

VsC
LMS
DLI

242
243
244
245
246
247
248
249
250
251
252
253
254
255

FIGURE 63. Display list command chart
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BLK
BLK
BLK
BLK
BLK
BLK
BLK
BLK
JMP
JVB
CHR
CHR
CHR
CHR
CHR
CHR
MAP
MAP
MAP
MAP
MAP
MAP
MAP
MAP
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00
10
20
30
40
50
60
70
01
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02
03
04
05
06
07
08
09
0A
0B
0C
0D
OE
OoF

HSC

12

13
14
15
16
17
18
19
1A
1B
1C
1D
1E
1F

vVsC

22
23
24
25
26
27
28
29
2A
2B
2C
2D
2E
2F

HSC
vsC

32
33
34
35
36
37
38
39
3A
3B
3C
3D
3E
3F

LMS

42
43
44
45
46
47
48
49
4A
4B
4C
4D
4E
4F

HSC

LMS

52
53
54
55
56
57
58
59
5A
5B
5C
5D
5E
5F

vsC
LMS

62
63
64
65
66
67
68
69
6A
6B
6C
6D
6E
6F

HSC
vVsC
LMS

72
73
74
75
76
7T
78
79
7A
7B
7C
7D
7E
7F

DLI

80
90
AO
BO
Co
DO
EO

FO

81
C1
82
83
84
85
86
87
88
89
8A
8B
8C
8D
8E
8F

HSC

DLI

92
93
94
95
96
97
98
99
9A
9B
9C
9D
9E
9F

VvsC

DLI

A2
A3
A4
A5
A6
A7
A8
A9
AA
AB
AC
AD
AE
AF

HSC
vVsC

DLI

B2

B3
B4
B5
B6
B7
B8
B9
BA
BB
BC
BD
BE
BF

LMS
DLI

c2
C3
C4
C5
C6
Cc7
Cc8
C9
CA
CB
CC
CD
CE
CF

HSC

LMS
DLI

D2
D3
D4
D5
D6
D7
D8
D9
DA
DB
DC
DD
DE
DF

vsc
LMS
DLI

E2
E3
E4
E5
E6
E7
E8
E9
EA
EB
EC
ED
EE
EF

HSC

VSsC

LMS
DLI

F2
F3
F4
F5
F6
F7
F8
F9
FA
FB
FC
FD
FE
FF

FIGURE 64. Display list command chart, hex version
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can drop below the rest of the letters as they should. How do you use
this mode? The first step is to redefine the character set. Actually,
you only have to change the lowercase letters. What will happen is
ANTIC will take the first two bytes of the character description and
stick them on the end of the character. It will then make the first two
scan lines of the character blank. For nonlowercase characters, it will
leave the bytes in order and make the last two scan lines blank. Just
in case that doesn’t make any sense, let’s look at it in pictures (Figure
65).

In memory:
00000000 00001100
01100110 01111000
01100110 00000000
01100110 01100110
00111100 01100110
00011000 01100110
00011000 01100110
00011000 00111110

On the screen:

(0)

) 4 HH

?) B4

3) B #O#H
(4) HiH O HH
5) ## B #H
®6) 4 B
) 4 B
®) 44
) B4

FIGURE 65. Scan lines with lower-case letters

You should note that because each character is now 10-scan-lines high,
you can only have 19 rows on the screen (192/10). Make sure of this
when you change the display list.
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CHR 4 lets you have multi-colored characters. That’s right, you can
have as many as four different colors in the same character. Let’s take
a look at how this works.

ANTIC mode four characters are the same size as graphics mode zero
characters. The difference, however, is in the size of the pixels that
make up the character. The pixels in both modes are one scan line
high, but in ANTIC mode four they are as wide as graphics mode
seven pixels (one color clock) rather than graphics mode eight. Why?
In order to have four colors, a pixel must be represented by at least
two bits. That means that the ANTIC mode four pixels have to be
twice as wide as those in graphics mode zero, which use one-bit-per-
pixel.

Because a character in ANTIC mode four is only four by eight pixels,
they aren’t of much use for letters and stuff. They are, however, great
for graphics. Whatever you end up using them for, How ANTIC in-
terprets a character description byte in this mode is shown in Figure
66.

Now you may be wondering what happens if you try and print a char-
acter in inverse video (i.e., an ATASCII value greater than 127). Do
all the colors reverse? No, only the pixels with a value of ‘11’ will
change; Instead of getting their color from COLOR?2 they will get it
from COLOR3. This means that you can have all five colors at the
same time!

To design a character set for this mode, just follow the instructions

given for a regular character set, keeping the preceding changes in
mind.
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BITS 7 6 5 4 3 2 1 0
USE PIXEL 1 PIXEL 2 PIXEL 3 PIXEL 4
PIXEL
VALUE COLOR REGISTER

00 COLOR4 (background)

01 COLORO

10 COLOR1

i COLOR2

FIGURE 66. Character description via ANTIC

CHR 5 is the same as CHR 4 except the characters are now twice as
high. Otherwise there’s no difference.

CHR 6 is GRAPHICS 1.
CHR 7 is GRAPHICS 2.
MAP 8 is GRAPHICS 3.
MAP 9 is GRAPHICS 4.
MAP 10 is GRAPHICS 5.
MAP 11 is GRAPHICS 6.

MAP 12 is the same as MAP 11 except the pixels are one scan line
high instead of two.

MAP 13 is GRAPHICS 7.
MAP 14 is the same as MAP 13 except the pixels are one scan line
high instead of two. See DINDEX at location 87 for an example of

this mode.

MAP 15 is GRAPHICS 8.
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SAFE OS VECTORS

Figure 67 is a list of vectors that Atari says will remain the same no
matter what changes the OS undergoes. If you want to make sure that
your program will run on all the different kinds of Ataris, make sure
you don’t enter the OS through any other locations.

NAME
EDITRV
SCRENV
KEYBDV
PRINTV
CASETV

DSKINV
Clov
SIoV
SETVBV

SYSvVBV
XITVBV
WARMSV
COLDSV

ADDR
58368
58384
58400
58416
58432

58451
58454
58457
58460

58463
58466
58484
58487

FUNCTION

Vector table for the screen editor.
Vector table for the display handler.
Vector table for the keyboard handler.
Vector table for the printer handler.
Vector table for the cassette handler.

Entry point for the resident disk handler.
Entry point for CIO.

Entry point for SIO.

Routine to set the system timers and VBLANK
vectors.

Entry point for stage one VBLANK.

Exit VBLANK routine.

Entry point for the warmstart routine.

Entry point for the coldstart routine.

FIGURE 67. Vectors that don’t change

You may also use any of the routines in the floating point package.
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ADDCOR
ADRESS
AFP

AF1
ALLPOT
ANTIC
APPMHI
ATACHR
ATAN
ATRACT
AUDCTL
AUDCI
AUDC2
AUDC3
AUDC4
AUDF1
AUDF2
AUDF3
AUDF4
BASIC
BEEP
BEGIN
BELL
BFENHI
BFENLO
BININT
BITMSK
BLLACKB
BLIM
BLKBDV
BOOT
BOOT?
BOOTAD
BOTSCR
BPTR
BRKKEY
BRKKY
BUFADR
BUFCNT
BUFRFL
BUFRHI
BUFRLO
BUFSTR
CASBUF
CASENT
CASETV
CASFLG
CASINI
CASORG
CASSBT
CAUXI1

782
100,101
55296
55878
53768
54272-54303
14,15
763
48759
77
53768
53761
53763
53765
53767
53760
53762
53764
53766
40960-49151
61528
60692
63754
53

52

202

110
61994
650
58481-58483
62159
9
578,579
703

61

17
566,567
21,22
107

56

51

50
108,109
1021-1151
60292
58432-58447
783

2.3
61249
75

572

INDEX BY NAME
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CAUX2
CBAUDH
CBAUDL
CCOMND
CDEVIC
CDTMAL
CDTMA2
CDTMF3
CDTMF4
CDTMFS
CDTMV1
CDTMV2
CDTMV3
CDTMV4
CDTMVS5
CH
CHACT
CHACTL
CHAR
CHAR SET
CHBAS
CHBASE
CHKSNT
CHKSUM
CHRHI
CHRLO
CHI
CICLOS
ClO
CIOINT
CIOINV
CIOPEN
CloV
CIREAD
CIRTNI1
CIRTN2
CISTSP
CIWRIT
CIX
CKEY
CLRLIN
COLAC
COLBK
COLCRS
COLDST
COLDSV
COLINC
COLORO-4
COLPF0-3
COLPMO-3
COLRSH

573

751

750

571

570

550,551
552,553

554

556

558

536,537
538,539
540,541
542,543
544,545

764

755

54273

762
57344-58367
756

54281

59

49

3822

3818

754

58675
58564
58534
58478-58480
58633
48454-48456
58729
58907
58909
58702

58825

242

74

64411
114,115
53274
85,86

580
58487-58489
122
708-712
53270-53273
53266-53269
79



COMENT
COMTAB
CONSOL
CONVRT
COS
COUNTR
CRETRY
CRITIC
CRSINH
CSBOOT
CSOPIV
CSTAT
CTIA
DATALN
DAUXI1
DAUX2
DBSECT
DBUFHI
DBUFLO
DBYTHI
DBYTLO
DCB
DCOMND
DDEVIC
DEGFLG
DELTAC
DELTAR
DEVSRC
DFLAGS
DIGRT
DINDEX
DINIT
DISKINV
DISKIV
DLISTH
DLISTL
DMACTL
DMASK
DOPEN
DOS
DOSHI
DOSINI
DOSLO
DOSVEC
DRAW
DRETRY
DRKMSK
DRVBYT
DSKFMS
DSKINV
DSKI1V
DSKTIM
DSKUTL
DSKIF
DSPFLG
DSTAT
DSTATS
DTIMLO
DUNIT

58941
59081
53279
63815
48561
126,127
54
66
752
62386
58493-58495
648
§3248-53505
183,184
778

779

577

773

m

M

776
768-780
770

768

251
119,120
118

59038

576

241

87

60906
48451-48453
58448-58450
54275
54274
54272

672

62454
5440-6779
5450
12,13
5446
10,11
64764

55

78

1802
24,25
58451
58448-58450
582

26,27
60912

766

76

771

774

769
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DUNUSE
DUP
DVSTAT
EDITRV
EEXP
EGETCH
ENDPT
ENTVEC
ERRFLG
ERRNO
ERRSAV
ESCAPE
ESCFLG
ESIGN
EXP
EXP10
FADD
FASC
FCHRFL
EDIV
FEOF
FILDAT
FILFLG
FLDOP
FLDOR
FLDIP
FLDIR
FLPTR
FMOVE
FMS
FMSZPG
FMUL
FORLN
FPI
FPSCR
FPSCRI
FPTR2
FRE
FREQ
FRX
FRO
FRI
FR2
FSTOP
FSTOR
FSUB
FTYPE
GETCH
GOHAND
GPRIOR
GRACTL
GRAFM
GRAFP0-3

GTIA
HARDI
HATABS
HITCLR
HOLDCH
HOLDI

775
7548-13061
746-749
58368-58383
237
63140
116,117
44-47
575

73

195
63353
674

239
56768
56780
55910
5526
240
56104
63

765

695
56717
56713
56732
56728
252,253
56758
1592-5439
67-73
56027
160,161
55762
1510-1515
1516-1535
254,255
218-223
64

236
212-217
224-229
230-235
56747
56743
55904
62
62867
59017
623
53277
53265

53261-53264
53248-53505

62081
794-831
53278
124

81



HOLD2
HOLD3
HOLD4
HOLDS
HPOSMO-3
HPOSPO-3
HSCROL
ICABHZ
ICABLZ
ICAX1Z
ICAX2Z
ICAX3Z
ICAX4Z
ICAXSZ
ICAX6Z
ICBLHZ
ICBLLZ
ICCOMT
1ICCOMZ
ICDNOZ
ICHIDZ
ICPTHZ
ICPTLZ
ICSPRZ
ICSTAZ
IFP
IHINIT
INATAC
INBUFF
INITAD
INSDAT
INTEMP
INTINV
INVFLG
10CBO
10CBI
10CB2
10CB3
10CB4
10CBS
10CB6
10CB7
IRQEN
IRQST
ISRODN
ISRSIR
ISRTD
KBCODE
KEYBDV
KEYDEL
KGETC2
LBFEND
LBPRI
LBPR2
LBUFF
LINBUF
LINZBS
LMARGN
LOG

INDEX BY NAME

671
669
700
701
53252-53255
53248-53251
54276
37
36
42
43
44
45
46
47
41
40
23
34
33
32
39
38
44-47
35
55722
59093
64306
243,244
738,739
125
557
58475-58477
694
832-847
848-863
864-879
880-895
896-911
912-927
928-943
944-959
53774
53774
60048
60177
60113
53769
58400-58415
753
63197
1535
1406
1407
1408-1535
583-622
0,1
82
57037
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LOGCOL
LOGMAP
LOGI10
LOMEM
LPENH
LPENV
MEMLO
MEMTOP
MEMTOP
MLTTMP
MOPF-3PF
MOPL-3PL
NEWCOL
NEWROW
NMIEN
NMIRES
NMIST
NOCKSM
NSIGN
OLDADR
OLDCHR
OLDCOL
OLDROW
OSRAM
OUTCH
OUTPLT
PACTL
PADDLO-7
PAL
PBCTL
PBPNT
PBUFSZ
PCOLRO-3
PENH
PENV
PIA

PIRQ
PIRQQ
PLYARG
PLYEVL
PMBASE
PNMI
POKEY
POKMSK
POKTAB
POPF-P3PF
POPL-P3PL
PORTA
PORTB
POTGO
POTO-7
PRINTV
PRIOR
PRNBUF
PRNORG
PTABW
PTEMP
PTIMOT
PTRIGO-7

99

690-693
57041
128,129

564

565

743,744
144,145
741,742
102,103
53248-53251
53256-53259
97,98

96

54286
54287

54287

60

238

94,95

93

91,92

90

62100
62903
62944
54018
624-631
53268

54019

29

30

704-707
54284
54285
54016-54271
59123
65470
1504-1509
56640
54279
59316
53760-54015
16

60882
53252-53255
53260-53263
54016

54017

53771
53760-53767
58416-58431
53275
960-999
61048
201
31
28
636-643



PWRUP
POPF-3PF
POPL-3PL
RADFLG
RAMLO
RAMSIZ
RAMTOP
RANDOM
RBLOKV
RECEIV
RECVDN
RESET
RETURN
RMARGN
ROWAC
ROWCRS
ROWINC
RTCLOK
RUNAD
RUNSTK
SABYTE
SAVADR
SAVIO
SAVMSC
SCRENV
SCRFLG
SCROLL
SDLSTL
SDMCTL
SEND
SENDEV
SERIN
SEROUT
SETVBL
SETVBV
SHFAMT
SHFLOK
SIN
SIO
SIOINT
SIOINV
sIov
SIZEM
SIZEPO-3
SKCTL
SKRES
SKSTAT
SOUNDR
SPECL
SQR
SRTIMR
SSFLAG
SSKCTL
STACK
STACKP
STARP
STATUS
STICKO-3
STIMER

61733
53252-53255
53260-53263
251
4,5
740

106
53770
58490-58492
60130
57
61723
59917
83

112,113

84

121

18-20
736,737
142,243
1801
104,105

790

88,89
58384-58399
699

64428
560,561

559

60011
58472-58474
53773

53773

59666
58460-58462
111

702

48551

59737
59716
58469-58471
58457-58460
53260
53256-53259
53775
53770
53775

65

62015
48869

555

767

562
256-511
792

140,141

48

632-635
53769
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STMCUR
STMTAB
STOPLN
STRIGO-3
SUBTMP
SWPFLG
SYIRQ
SYNSTK
SYSVBL
SYSVBV
SYSVB3
TABMAP
TEMP
TEMP
TEMPI
TEMP2
TEMP3
TIMERI
TIMER2
TIMFLG
TINDEX
TMPCOL
TMPLBT
TMPCHR
TMPROW
TMPXI
TRAMSZ
TRIGO-3
TSTAT
TSTDAT
TXTCOL
TXTMSC
TXTOLD
TXTROW
VBREAK
VCOUNT
VCTABL
VDELAY
VDSLST
VERFLG
VIMIRQ
VINTER
VKEYBD
VNTD
VNTP
VPRCED
VSCROL
VSERIN
VSEROC
VSEROR
VTIMRI
VTIMR2
VTIMR4
VVBLKD
VVBLKI
VVTP
WAIT
WARMST
WARMSV

138,139
136,137
186,187
644-647
670

123
59126
1152-1405
59345
58463-58465
59400
675-689
80

574
786,787
788

789
780,781
784,785
791

659
697,698
673

80

696

668

6
53264-53267
793

7
657,658
660,661
662-667
656
518,519
54283
58496-58533
53276
512,513
1913
534,535
516,517
520,521
132,133
130,131
514,515
54277
522,523
526,527
524,525
528,529
530,531
532,533
548,549
546,547
134,135
59930

8
58484-58486



INDEX BY NAME

WLDCRD 3783 ZERORM 61752
WMODE 649 ZFRO 55876
WSYNC 54282 Z10CB 32-47
XITVBL 59710 ZOSRAM 61792
XITVBV 58466-58468 ZSBA 71,72
XMTDON 58 ZTEMPI 245,246
ZBUFP 67,68 ZTEMP3 249,250
ZDRVA 69,70 ZTEMP4 247,248




INDEX BY FUNCTION

This index only includes those locations which might
be of interest to you. It does not include temporary
storage locations and so forth.

BASIC FLPTR, 89
MATH ROUTINES FPTR2, 89
ATAN, 192 INBUFF, 88
COSs, 192 NSIGN, 87
SIN, 191 RADFLG, 89
SQR, 192 ROM ROUTINES
MEMORY AFP, 246
LOMEM, 72 AF1, 248
MEMTOP, 81 EXP, 250
MISCELLANEOUS EXPI10, 250
BININT, 85 FADD, 248
ERRSAV, 84 FASC, 247
PTABW, 84 FDIV, 248
RUNSTK, 80, 88 FLDOP, 249
STATEMENTS FLDOR, 249
DATALN, 82 FLDIP, 250
FORLN, 82 FLDIR, 250
STMTAB, 76 FMOVE, 250
STMCUR, 77 FMUL, 248
STOPLN, 83 FPL, 247
SYNSTK, 180 FSUB, 248
VARIABLES FSTOP, 250
STARP, 78 FSTOR, 250
VNTD, 74 IFP, 247
VNTP, 73 LOG, 251
VVTPR, 75 LOGI10, 251
BOOTING PLYEVEL, 249
INITAD, 147 ZFRO, 248
RUNAD, 147 GRAPHICS
CARTRIDGES FINE SCROLLING
RAMSIZ, 147 HSCROL, 237
TSTDAT, 33 VSCROL, 239
FLOATING POINT PLAYER/MISSILE GRAPHICS
FLOATING POINT REGISTERS COLOR
FRE, 86 COLPMO-COLPM3, 206-207
FRX, 87 PCOLRO-PCOLR3, 143-144
FRO, 86 COLLISIONS
FR1, 86 HITCLR, 210
FR2, 87 MOPF-M3PF, 195-197
MISCELLANEOUS MOPL-M3PL, 199-201
CIX, 87 POPF-P3PF, 198-199
DEGFLG, 89 POPL-P3PL, 201-203
DIGRT, 87 CONTROL
EEXP, 87 DMACTL, 236
ESIGN, 87 GRACTL, 208
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INDEX BY FUNCTION

SDMCTL, 107 NEWROW, 64
MOVEMENT ROWAC, 69
HPOSMO-HPOSM3, 198-199 ROWINC, 70
HPOSPO-HPOSP3, 195 GRAPHICS MODE
VDELAY, 207 DINDEX, 56
PRIORITY LOGICAL LINES
GPRIOR, 121 LOGCOL, 65
PRIOR, 207 LOGMAP, 138
SHAPE AND SIZE MARGINS
GRAFM, 204 LMARGN, 5§
GRAFPO-GRAFP3, 203 RMARGN, 56
PMBASE, 241 MISCELLANEOUS
SIZEM, 201 VCOUNT, 242
SIZEPO-SIZEP3, 199-201 WSYNC, 242
PLAYFIELD GRAPHICS SCREEN MEMORY
ATTRACT MODE SAVMSC, 59
ATRACT, 353 TXTMSC, 134
COLRSH, 55 TAB STOPS
DRKMSK, 54 PTABW, 84
BIT MAPPING TABMAP, 137
BITMSK, 68 TEXT SCROLLING
DMASK, 135 LINBUF, 120
SHFAMT, 68 SCRFLG, 140
CHARACTERS TEXT WINDOW
ATACHR, 159 BOTSCR, 141
CHACTL, 236 SWPFLG, 70
CHAR, 159 TINDEX, 134
CHAR SET, 251 TXTCOL, 134
CHBAS, 155 TXTMSC, 134
CHBASE, 242 TXTOLD, 134
DSPFLG, 161 TXTROW, 133
ESCFLG, 136 INPUT/OUTPUT
COLORS CASSETTE
COLBK, 207 BAUD RATE
COLORO-COLOR4, 144-146 ADDCOR, 167
COLPFO-COLPF3, 206, 207 CBAUDL, CBAUDH, 151
CURSOR SAVIO, 167
COLCRS, 36 TIMERI, 166
CRSINH, 151 TIMER2, 167
OLDCOL, 64 TIMFLG, 168
OLDROW, 64 BUFFER
TMPCOL, 140 BLIM, 133
TMPROW, 140 BPTR, 50
TXTCOL, 134 CASBUF, 178
TXTROW, 133 MISCELLANEOUS
DISPLAY LIST CASFLG, 167
DLISTL, DLISTH, 236 FEOF, 51
SDLSTL, 110 FREQ, 3l
DRAW AND FILL FTYPE, 350
COLAC, 69 Ccl0
COLINC, 70 HANDLER TABLE
COUNTR, 71 HATABS, 169
DELTAC, 70 10CB: See also
DELTAR, 69 10CBO, 174
ENDPT, 69 10CBI, 175
FILDAT, 161 10CB2, 176
FILFLG, 139 1OCB3, 176
HOLD4, 140 1OCB4, 176
NEWCOL, 64 IOCBS, 176
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1I0CB6, 176

10CB7, 177
ICAXI, 173
ICAX2, 173

ICBAL, ICBAH, 172
ICBLL, ICBLH, 173

ICCOM, 172
ICDNO, 172
ICHID, 172
ICPTL, ICPTH, 172
ICSPR, 172
ICSTAZ, 172
MISCELLANEOUS
DVSTAT, 150
ICCOMT, 42
Z10CB
ICAXIZ, 45
ICAX2Z, 45

ICBALZ, ICBAHZ, 45
ICBLLZ, ICBLHZ, 45
ICCOMZ, 44
ICDNOZ, 44
ICHIDZ, 44
ICPTLZ, ICPTHZ, 45
ICSPRZ, 47
ICSTAZ, 44
DISK
FMS, DOS, AND DUP
CHRLO, CHRHI, 186
DOSLO, DOSHI, 188

DRVBYT, 185
DSKFMS, 42
DSKUTL, 42
ERRNO, 353
SABYTE, 184
VERFLG, 185
WLDCRD, 186
ZBUFP, 52
ZDRVA, 52
ZSBA, 353
HANDLER
BUFADR, 42
DSKTIM, 120
GAME CONTROLLERS
JOYSTICKS
PORTA, 230
PORTB, 232

STICKO-STICK3, 126-130
STRIGO-STRIG3, 132
TRIGO-TRIG3, 204-205
LIGHT PEN

LPENH, 116

LPENV, 116

PENH, 243

PENV, 244

STICKO, 126
PADDLES

ALLPOT, 222
PADDLO-PADDL7, 124-126
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PORTA, 230
PORTB, 232
POTGO, 226

POTO-POT7, 213-221

PTRIGO-PTRIG7,
KEYBOARD
KEY READING
CH, 160
CHI, 153
KBCODE, 226
KEYDEL, 152
SPECIAL KEYS
BRKKEY, 40
CONSOL, 210
ESCFLG, 674
HOLDCH, 70
INVFLG, 138
SHFLOK, 140
SRTIMR, 105
SSFLAG, 16l
PORT CONTROL
PACTL, 233
PBCTL, 234
PRINTER
BUFFER
PBPNT, 43
PBUFSZ, 43
PRNBUF, 177
MISCELLANEOUS
PTEMP, 43
PTIMOT, 42
SERIAL PORT
SERIN, 227
SEROUT, 227
SKCTL, 228
SKRES, 226
SI1I0
BUFFER
BFENLO, BFENHI,
BUFRFL, 49

BUFRLO, BUFRHI,
CFB

CAUXI, 118
CAUX2, 118
CCOMND, 118
CDEVIC, 118
CONTROL
SSKCTL, 115
DATA TRANSMISSION
CHKSNT, 359
CHKSUM, 48
NOCKSM, 50
RECVDN, 49
SOUNDR, 51
XMTDON, 50
DCB
DAUXI, 166
DAUX2, 166

DBUFLO, DBUFHI,



DBYTLO.DBYTHI, 165
DCOMND, 164

DDEVIC, 162
DSTATS, 164
DTIMLO, 165
DUNIT, 163
MISCELLANEOUS
CRETRY, 49
DRETRY, 49
ERRFLG, 118
STACKP, 169
STATUS, 47
TIMEOUT
CDTMAI, 104
CDTMVI, 98
TIMFLG, 168
INTERRUPTS
CONTROL
CRITIC, 5l
IRQEN, 227
IRQST, 227
NMIEN, 244
NMIST, 244
NMIRES, 244
POKMSK, 38
IRQ VECTORS
VBREAK, 94
VIMIRQ, 96
VINTER, 93
VKEYBD, 94
VPRCED, 93
VSERIN, 95
VSEROC, 95
VSEROR, 95
VTIMRI, 96
VTIMR2, 96
VTIMR4, 96
NMI VECTORS
VDSLST, 91
VVBLKD, 101
VVBLKI, 99
MEMORY
APPMHI, 37
LOMEM, 72
MEMLO, 148
MEMTOP, 81
RAMLO, 33
RAMSIZ, 147
RAMTOP, 65
TRAMSZ, 33
MISCELLANEOUS
PAL, 205
RANDOM, 226
POWER ON
BOOTAD, 119
BOOT?, 34
CASINI, 32
CASSBT, 53

INDEX BY FUNCTION
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CKEY, 53
DBSECT, 119
DOSINI, 37
SOUND
AUDCTL, 222
AUDCI-AUDC4, 216-222
AUDFI-AUDF4, 213, 221
SYSTEM RESET

COLDST, 119
DOSVEC, 36
WARMST, 34

TIMERS AND CLOCKS
POKEY TIMERS
AUDCTL, 222

AUDCI, 216
AUDC2, 221
AUDC4, 222
AUDF1, 213
AUDF2, 221
AUDF4, 221
IRQEN, 227
POKMSK, 38
STIMER, 226
VTIMRI, 96
VTIMR2, 96
VTIMR4, 96
SYSTEM CLOCK
RTCLOK, 40

SYSTEM TIMERS
CDTMAIL, CDTMA2, 104-105
CDTMF3-CDTMFS, 105-107
CDTMVI-CDTMV5,  98-99

VBLANK
SETVBL, 261
SYSVBL, 261
SYSVBYV, 254
XITVBY, 261

VECTORS (MISCELLANEOUS)
BLKBDV, 255

BRKKY, 117
CASETYV, 252
COLDSV, 257
CSOPIV, 257
DSKINV, 253
DSKI1V, 253
EDITRV, 252
INTINV, 255
KEYBDV, 252
PRINTYV, 252
RBLOKYV, 257
SCRENV, 252
SENDEYV, 255
SIOINV, 255
SIOV, 254

VCTABL, 257
WARMSYV, 256
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FOR BEGINNERS OR EXPERTS—
L THIS BOOK IS FOR YOU!

At last! An easy-to-read book that shows you the
technical tricks to get the most out of your
computer.

The MASTER MEMORY MAP is a clearly written, \
friendly guide to the inner workings of the Atari®
computer.

Full of useful explanations and examples, this
book is a guided tour of all the memory locations—
places inside the computer that make it act in
special ways. You'll learn lots of uses for the Atari®,
including how to make music; even how to create
the special characters used in games.

If you're just beginning to program, we’ll give you
the information you need to write exciting pro-
grams-even add sound effects! If you've been
programming for a while, the
book will take you farther,

{ allowing you to learn even more.

. Advanced programmers will use
this book again and again as a A

1 powerful tool. &
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