


























































































































































































































































(EJ Pass "Word continued 

0640 
0650 
0660 
0670 
0680 
06';10 
0700 
0710 
0720 
0730 
0740 
0750 
0760 
0770 
0780 
07';10 
0800 
0810 
0820 
0830 
0840 
0850 
0860 
0870 
0880 
08';10 
0';100 
OHO 
0';120 
ono 
0';140 

0';160 
0';170 
0';180 
0';1';10 
1000 
1010 
1020 
1030 
1040 
1050 
1060 
1070 
1080 
10';10 
1100 
1110 
1120 

JSR GETKEY 
CMP US';IB 
BEQ HEOONE 
CMP US7E 
BEQ GETOOWN 
CLC 
CMP US20 
BCC JIMCO 
CMP US70 
BCS JIMCO 
STA TEMP 
CLC 
LOA NUMS 
CMP US14 
BCC LESS20 
LOA USfO 
JSR PRINTCHR 
JMP JIMCO 

LESS20 
LOA TEMP 
LOX NUMS 
STA CHARS,X 
JSR PRINTCHR 
INC NUMS 
JMP JIMCO 

GETOOWN 
LOA NUMS 
BEQ JIMCO 
OEC NUMS 
LOA US7E 
JSR PRINTCHR 
JMP JIMCO 

HISPW 
.BYTE " 

HEOONE 
LOA US';IB 
LOX NUMS 
STA CHARS,X 
JSR PRINTCHR 
LOX uSOO 

CHANGE 
CLC 
ROR HISPW,X 
INX 
CPX US15 
BNE CHANGE 
LOX uSOO 

OUTTA 
LOA HISPW,X 
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iGet a ke!,l. 
iis it RETURN? 
iYES-Check P/W 
;is it BACK S? 
;YES-OecreMent! 
;Clear the wa!,l! 
;is it < 32? 
; YES! Branch! 
;is it }124? 
; YES! Leave! 
;It's OK. 
;Kill the fLAG! 
;Get the aMount 
;is it over 20? 
; if not, branch 
; YES! ScreaM 
;at hiM! CTRL-2 
; Another ke!,l ... 
;It is ok, add 
;the ke!,l onto 
;the list of 
;ke!,ls alread!,l 
i entered, pr i nt 
;it, and INC! 
;get another ... 
iPressed BACK 5 
;Is he < O? 
iYES! get ke!,l .. 
iOown bab!,l! 
iErase the 
;Mistake. 
i get ke!,l ..... . 
iHis Password! 

" 
;Pressed RETURN 
iErase all the 
iold entries 
ihe wanted 
ierased. 
iOecode the 
iMessage so we 
ican decipher 
; what is tr!,ling 
ito sa!,l! 
iWe through? 
;No-keep gOing! 
;Now let's see 
;if the Man 
iat the ke!,ls 

1130 
1140 
1150 
1160 
1170 
1180 
11';10 
1200 
1210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
12';10 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
13';10 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1480 
14';10 
1500 
1510 
1520 
1530 
1540 
1550 
1560 
1570 
1580 
15';10 

• 

CMP CHARS,X iwon the prize! 
BNE LATER ; if not, later. 
INX ;keep going ... 
JMP OUTTA iCheck it! 

LATER iLet's see 
LOA HISPW,X ;where we ended 
CMP USff iUP. Is it ff? 
BNE YELL iNO! A fAKE! 
LOA CHARS,X iMabye so .. 
CMP US';IB iThe RETURN! 
BNE YELL ;IMpersonator! 
JMP ITS HIM ;YES! WelcoMe! 

YELL i Allright, so 
LOX uSOO ;!,IOU are the 

SCREAM iintruder? 
LOA BALLOUT,X iScreaM at hiM! 
BEQ YELL iShoot hiM at 
STX Sff i dawn! Attack 
JSR PRINTCHR iMen! Two ARMS, 
LOX Sff iTwo Legs! 
INX ;SCREAM AT HIM! 
JMP SCREAM ;Oon't let hiM 

BALLOUT iescape!!! 
.BYTE 155,253,126 
.BYTE "PASSWORO " 
.BYTE "OENIEO!",155,O 

ITSHIM ;He!,l gu!,l! 
LOX uSOO ;Let's insure 

HELLO ;hiM b!,l telling 
LOA WELCOME,X ihiM we are 
BEQ BOOTOOS ;booting up the 
STX Sff ;Oisk. 
JSR PRINTCHR ;He is waiting 
LOX Sff ;for the 
INX ;REAOY proMpt •. 
JMP HELLO ;Keep printing! 

WELCOME ;The data: 
.BYTE 155,"Booting " 
.BYTE "005 ... ",155,0 

BOOTOOS ;Change 005 to 
LOA uSOO ijUMP to our 
STA OOSVEC+l iroutine ever!,l 
LOA US04 ;tiMe! 
STA OOSVEC ;And we boot! 
JMP BOOT005 ;L8R da!,ls .•. 

iModeMs call: 
ENO. i(801) 272-1518 
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by Donald E. Glover 

When I purchased my Atari 1020 printer/plotter, I was 
disappointed that no program was provided to plot on pa­
per screens drawn in the standard Atari graphics modes. 
The Dumpl020 gives you such a screen dump routine 
(DUMP1020), written in BASIC. This article includes in­
structions for the program and examples of its use with 
programs published in ANALOG Computing. 

Program logic. 
(1) The graphics mode is determined by a variable 

set by the user. 
(2) The user is given the option of just outlining 

(fast) or completely filling (slower) pixels not set to 
background color (color 0). 

(3) An appropriate frame is drawn. 
(4) Each pixel of each row on the screen is tested 

for a non-background color. If a non-background col­
or is found, the pixel is outlined or filled on paper, 
depending on the decision made in (2), above. Note 
that the screen is completely scanned once for each 
color. This is more efficient than scanning the screen 
once and checking for all three colors, because of the 
length of time required to change pens. 

A BASIC screen dump. 
After entering Dumpl020 (Listing 1), it should be LISTed 

to disk or tape. It can then be merged with a main pro­
gram by using the BASIC command, ENTER. Durnpl020, 
by starting at Line 32000 and using variable names which 
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begin with ZZ, is designed to be merged into most BA­
SIC programs without conflict. (Durnpl020 can be easily 
renumbered by a renumber utility, or the RENUM com­
mand in BASIC XL, if the main program has line num­
bers within its range.) 

The picture on the TV screen is plotted on paper by call­
ing the plotting subroutine (GOSUB 32013) from the ap­
propriate part of the main program. Before you make this 
call, the variable ZZFILL must be set to 1 if you desire 
to fill the pixels, or 0 if you do not. Next ZZMODE should 
be set to a legal BASIC screen mode (3-8, 19-24, 15 or 31). 
Note that mode 15(7+) is supported, even on non-XL com­
puters (see the example below). 

Finally, the initialization subroutine (GOSUB 32087) 
must be called prior to the plotting subroutine. This call 
should be made at the beginning of the main program. 
If the initialization routine is called at some other point, 
it may move BASIC arrays which the main program as­
sumes are fixed. This could cause problems, if the main 
program is to continue running after the plot has finished. 

Examples. 
The BASIC version of Dumpl020 is demonstrated us­

ing the program Space Assault, found in issue 13. After 
you've loaded Space Assault, add the following lines: 

1050 GOSUB 32087 
13~5 ZZHODE=7+16:ZZFILL=1:GOSUB 32013 

Now, merge Dumpl020 with the Space Assault program 
by using the ENTER command, then run the program. 
When the joystick trigger is pressed to shoot an enemy 
ship, the screen (including the "fission beam") will be fro-
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(El DUIllp1020 continued 

zen and dumped to the 1020 plotter. The player shapes 
will, of course, not be plotted. 

The program from the article Graphics 7+ Handler 
(from issue 11 of ANALOG Computing is used to demon­
strate Dump1020 in graphics mode 15. After loading that 
program , add the following lines : 

10 GOSUB 32087 
410 If PEEK(764)<>255 THEN ZZfILL=l:ZZ 
MODE=15+16:GOSUB 32013:END 

Again, merge Dump1020 with this program and run it. 
When you wish to plot the display on paper, hit the SPACE 
BAR. 

Speeding things up. 
BASIC is slow. For example, it will take four to five 

minutes before the first pixel is plotted for Space Assault. 
However, if the main program doesn't use Lines 0 through 
8 (or if Lines 0-8 are just comments and can be deleted). 
the following modifications to Dump1020 will make the 
plotting subroutine run much faster. 

(1) Renumber Lines 32024 to 32030 of the plotting 
subroutine to 1 through 7. 

(2) Change the new Line 2 to: 

2 If If ZZMODE=15 THEN GOSUB 32073 
:GOTO 4 

(3) Add the following lines: 

o GOTO (first line of Main prograM 
-1000 for SPACE ASSAULT) 
8 RETURN 
32024 GOSUB 1 

(4) Delete Lines 32025 through 32030. 
The program, as modified here, works in a way identi­

cal to the original. However, the modification moves the 
most often executed inner loop of Dump1020's three nest­
ed FOR loops to the beginning, which greatly speeds up 
execution. (With BASIC XL from OSS, the above modifi­
cations are unnecessary. Simply run the program in the 
FAST mode.) 

Program enhancements. 
These routines can be added to any program using stan­

dard graphics modes, but beware of programs that start 
with a standard display list, then change it. An interest­
ing modification would have to be Dumpl020 switch 
graphics modes and screen memory locations as dictated 
by the commands in such nonstandard display lists. 

Also, if more pen colors were available, the program 
could easily be modified to work in graphics modes 9, 10 
and 11. The program would have to stop every four colors, 
to allow the pens to be changed . 

Finally, Dump1020 could be expanded to work in graph­
ics modes 1 and 2. This would require using the data in 
screen memory as pointers into the character memory. 
With these modifications, the program could be turned 
into a generalized plotting routine, which would plot vir­
tually any display created on the Atari. ~ 
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The two-letter checksum code preceding the line 
numbers here is not a part of the BASIC program. 
For further information, see the BASIC Editor II, 
in issue 47 of ANALOG Computing. 

Listing 1. 
BASIC listing. 

32000 REM XMMMMMMMMMMMMMMMMMMMMMMMMMM 
32001 REM * * 
32002 REM * DUMPI020 * 
32003 REM * BY DONALD GLOVER * 
32004 REM * * 
32005 REM XMMMMMMMMMMMMMMMMMMMMMMMMMM 
32006 REM ZZFILL=l--FILL PIXELS 
32007 REM ZZFILL=O--NO FILL 
32008 REM ZZMODE=3,4,5,6,7,8,15 OR THE 
SE MODES+16 
3200~ REM MUST INITIALIZE BEfORE CALLI 
NG MAIN PROGRAM USING GOSUB 32082 
32010 REM ZZO,ZZN AND ZZS ARE THE SAME 

AS OLDCOLOR,NEWCOLOR AND SCREENCOLOR 
IN ACTION! PROGRAM 
32011 REM ALL OTHER VARIABLES ARE THE 
SAME AS THE ACTION! VARIABLES PREfIXED 

BY ZZ 
32012 REM EXCEPT fOR ZZA-ZZf,ZZYINCYPO 
5 AND ZZXINCXPOS WHICH WERE NEEDED TO 
HOLD INTERMEDIATE CALCULATIONS 
32013 REM MXXMXXMAIN PROGRAM--CALL AS 
A SUBROUTINE MMMMMXMMXXXXXXX 
32014 GOSUB 32105:REM SET UP SCREEN PA 
RAMETERS 
32015 GOSUB 32080:REM INITIALIZE PLOTT 
ER 
32016 If ZZMODE=15 THEN GOSUB 32118:RE 
M GRAPHICS 15(7+) ONLY 
32017 GOSUB 32113:REH DRAW fRAHE 
32018 fOR ZZS=l TO ZZNUHCOLORSCZZHODE) 
-1:REM fOR ALL COLORS 
3201~ If ZZHODE=15 THEN POKE 8~,INT(ZZ 
SCREENADD/256) :POKE 88,ZZSCREENADD-256 
*PEEK(8~) :REM GRAPHICS 15(7+) ONLY 
32020 PRINT U2i"C"iZZS:REM PICK PROPER 

COLOR PEN 
32021 fOR ZZYPOS=O TO ZZYMAX:REH fOR A 
LL ROWS 
32022 If ZZMODE=15 THEN GOSUB 32077:GO 
TO 32024:REM GRAPHICS 15(7+) 
32023 LOCATE O,ZZYPOS,ZZO 
32024 fOR ZZXPOS=O TO ZZXMAX-l:REM fOR 

ALL COLUMNS EXCEPT LAST 
32025 If ZZMODE=15 THEN GOSUB 32073:GO 
TO 32027:REM GRAPHICS 15(7+) 
32026 LOCATE ZZXPOS,ZZYPOS,ZZN 
32027 If ZZN=ZZS THEN GOSUB 32041:REM 
THIS IS CURRENT COLOR 
32028 If (ZZN<>ZZO) AND (ZZO=ZZS) THEN 

GOSUB 32046:REM WE NEED TO DRAW A BOX 
3202~ ZZO=ZZN 
32030 NEXT ZZXPOS 
32031 REM NOW DO LAST COLUMN WHICH IS 
SPECIAL 
32032 If ZZHODE=15 THEN GOSUB 32073:GO 
TO 32034:REH GRAPHICS 15(7+) 
32033 LOCATE ZZXMAX,ZZYPOS,ZZN 
32034 If ZZN=ZZS THEN GOSUB 32041:REM 
THIS IS CURRENT COLOR 
32035 If ZZO=ZZS OR ZZN=ZZS THEN G05UB 

32046:REM WE NEED TO DRAW A BOX 
32036 ZZO=ZZN 
32037 NEXT ZZYPOS 
32038 NEXT ZZS 
3203~ If ZZMODE=15 THEN POKE 89,INTCZl 
SCREENADD/256):POKE 88,ZZSCREENADD-256 
*PEEK(89):REH GRAPHICS 15(7+) ONLY 
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32040 RETURN 
32041 REM ~~~~~~~~~SUBROUTINE EXECUTED 
If PIXEL COLOR IS CURRENT COLOR~~~~~~ 

** 32042 ZZXINCXPOS=ZZXINC*ZZXPOS:ZZVINCV 
POS=ZZVINC*ZZVPOS 
32043 If ZZXPOS=O THEN PRINT U2i"M"iO, 
","i-ZZVINCVPOS:ZZXSTART=O 
32044 If ZZO <> ZZS THEN PRINT U2 i "M" i ZZ 
XINCXPOSi","i-ZZVINCVPOS:ZZXSTART=ZZXI 
NC*ZZXPOS 
32045 RETURN 
32046 REM ~~~~~~~~~~~SUBROUTINE TO DRA 
W BOX~~~~~~~~~~~~~~ 
32047 ZZXINCXPOS=ZZXINC*ZZXPOS:ZZVINCV 
POS=ZZVINC*ZZVPOS:ZZA=CZZN=ZZS):ZZB=CZ 
ZXPOS=ZZXMAX) 
32048 If ZZB AND ZZA THEN GOTO 32053 
3204~ REM NOT LAST COLUMN SO DRAW NORM 
AL BOX 
32050 PRINT U2i"D"iZZXINCXPOSi","i-ZZV 
INCVPOS 
32051 PRINT U2i"D"iZZXINCXPOSi","i-ZZV 
INCVPOS-ZZVLENGTH 
32052 GO TO 32056 
32053 REM LAST COLUMN 50 DRAW SPECIAL 
BOX 
32054 PRINT U2i"D"iZZXINCXPOS+ZZXLENGT 
H+li","i-ZZVINCVPOS 
32055 PRINT U2i"D"iZZXINCXPOS+ZZXLENGT 
H+li","i-ZZVINCVPOS-ZZVLENGTH 
32056 PRINT U2i"D"iZZXSTARTi","i-ZZVIN 
CVPOS-ZZVLENGTH 
32057 PRINT U2i"D"iZZXSTARTi","i-ZZVIN 
CVPOS 
32058 If ZZfILL=1 THEN GOSUB 32062:REM 

fILL PIXEL If fLAG SET 
3205~ PRINT U2i"M"jZZXSTARTj","j-ZZVIN 
CVPOS 
32060 RETURN 
32061 REM ~~~~~~~~~SUBROUTINE TO fILL 
PIXEL~~~~~~~~~~ 

32062 fOR ZZLINE=O TO ZZXINC 
32063 PRINT U2jID"iZZXSTARTj","i-ZZVIN 
CVPOS-ZZLINE 
32064 If ZZB AND ZZA THEN GOTO 32068 
32065 REM NOT LAST COLUMN 
32066 PRINT U2iIDliZZXINCXPOSi","i-ZZV 
INCVPOS-ZZLINE 
32067 GO TO 32070 
32068 REM LAST COLUMN 
3206~ PRINT U2i I D"jZZXINCXPOS+ZZXLENGT 
H+li","i-ZZVINCVPOS-ZZLINE 
32070 NEXT ZZLINE 
32071 RETURN 
32072 REM ~~~~~~~~~SPECIAL LOCATE ROUT 
INE fOR GRAPHICS 15C7+)~~~~~~~~~~~ 
32073 If ZZVPOS=ZZCHANGE THEN POKE 88, 
ZZLOMOD:POKE 8~,ZZHIMOD 
32074 LOCATE ZZXPOS,ZZVPOS-ZZCHANGE*CZ 
ZVPOS>=ZZCHANGE),ZZN 
32075 RETURN 
32076 REM *****SPECIAL LOCATE ROUTINE 
fOR GRAPHICS 15C7+)--ZZXPOS=0 ONLV**** 
32077 If ZZVPOS=ZZCHANGE THEN POKE 88, 
ZZLOMOD:POKE 8~,ZZHIMOD 
32078 LOCATE O,ZZVPOS-ZZCHANGE*CZZVPOS 
>=ZZCHANGE1,ZZO 
32073 RETURN 
32080 REM ~~~~~~~~SUBROUTINE TO INITIA 
LIZE PLOTTER IN GRAPHICS MODE~~~~~~~~ 
32081 CLOSE U2:REM JUST TO MAKE SURE 
32082 OPEN U2,8,0,IP:":REM OPEN CHANNE 
L TO 1020 
32083 PRINT U2iCHR$(27)iCHR$C71:REM PR 
INTER IN GRAPHICS MODE 
32084 PRINT U2i"H":PRINT U2i I I":REM HO 
ME AND INIT PLOTTER 
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32085 PRINT U2jIMl jOi l ,"iO:REM MOVE PE 
N TO 0,0 
32086 RETURN 
32087 REM ~~~~~~~~~~~~~SUBROUTINE TO I 
NITIALIZE ARRAVS~~~~~~~~~~~~~~~~~~ 
32088 DIM ZZMODEXMAXC151,ZZMODEVMAXCI5 
1 ,ZZMODEVINC(15),ZZMODEXINCCI51,ZZNUMC 
OLORS (151 
3208~ DIM ZZADDfORfUlLCI5) 
320~0 REM fIll ARRAVS 
320~1 RESTORE 320~8 
320~2 fOR ZZTMODE=O TO 15 
320~3 READ ZZA,ZZB,ZZC,ZZD,ZZE,ZZf 
320~4 ZZMODEXMAXCZZTMODE1=ZZA:ZZMODEVI 
NCCZZTMODE1=ZZB 
320~5 ZZMODEVMAX{ZZTMODE)=ZZC:ZZMODEXI 
NCCZZTMODE)=ZZD 
320~6 ZZNUMCOlORS{ZZTMODE)=ZZE:ZZADDfO 
RfULl{ZZTMODE)=ZZf 
320~7 NEXT ZZTMODE 
320~8 REM DATA FOR ARRAVS 
320~~ DATA 0,0,0,0,0,0,0,0,0,0,0,0,0,0 
,0,0,0,0 
32100 DATA 3~,12,1~,12,4,4,7~,6,3~,6,2 
,8,7~,6,3~,6,4,8,15~,3,7~,3,2,16 
32101 DATA 15~,3,7~,3,4,16,31~,1,15~,1 
,2,32 
32102 DATA 0,0,0,0,0,0,0,0,0,0,0,0,0,0 
,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0 
,0,0, ° . 
32103 DATA 15~,2,15~,3,4,32 
32104 RESTORE :RETURN 
32105 REM ~*********SUBROUTINE TO SET 
UP SCREEN PARAMETERS*~**~***~***** 
32106 IF ZZMODE}15 THEN ZZMODE=ZZMODE-
16:ZZFULL=1:REM CHECK FOR FUll SCREEN 
MODE 
32107 ZZXMAX=ZZMODEXMAX{ZZMODE) 
32108 ZZVMAX=ZZMODEVMAXCZZMODE)+ZZFUll 
*ZZADDFORFUllCZZMODE) 
3210~ ZZCHANGE={ZZVMAX+l)/2:REM USED T 
o FIND MIDDLE OF SCREEN FOR GRAPHICS 7 
+ 
32110 ZZXINC=ZZMODEXINCCZZMODE):ZZVINC 
=ZZMODEVINC{ZZMODE) 

MR 32111 ZZXLENGTH=ZZXINC-l:ZZVlENGTH=ZZV 
INC-l:REM lENGTH OF BOX SIDES 

DU 32112 RETURN 
DB 32113 REM ~*~*****~**SUBROUTINE TO DRA 

W FRAME ************* 
32114 PRINT U2i"C"jO:REM BLACK PEN FOR 

FRAME 
32115 PRINT U2i"M"iOi","iO:PRINT U2j"1) 
IjZZXMAX*ZZXINC+ZZXINCj","iO 
32116 PRINT U2i"D"iZZXMAX*ZZXINC+ZZXIN 
Ci","i-ZZVMAX*ZZVINC-ZZVINC:PRINT U2i" 
D"iOi","i-ZZVMAX*ZZVINC-ZZVINC 

lX 32117 PRINT U2i I Dl iOi","iO:RETURN 
KJ 32118 REM ****~****SUBROUTINE USED TO 

FOOL BASIC LOCATE COMMAND FOR GRAPHICS 
15C7+) **~***~*~*~~* 

va 3211~ ZZSCREENADD=PEEK{881+256*PEEKC8~ 
1 

RS 32120 ZZMODADD=ZZSCREENADD+ZZCHANGE*40 
SB 32121 ZZHIMOD=INT{ZZMODADD/2561 
BK 32122 ZZLOMOD=ZZMODADD-ZZHIMOD*256 
ZS 32123 If ZZMODE=15 THEN POKE 87,7:REM 

fOOL BASIC €il 32124 RETURN 

• 
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ANALOG Computing 
Writers' Guidelines 

Make sure your submission 
gets the attention it deserves. 

Many of the following suggestions are applicable to all computer magazines. They assist us in the typesetting ac­
curacy of your submission and in the speed of publication . ANALOG Computing, a monthly magazine, publishes 
new articles, programs and reviews concerning only Atari home computers and their related hardware and soft­
ware. We have published many first-time authors, so by following these guidelines, you may soon find your article 
and byline in the pages of ANALOG Computing. 

1. The upper left-hand corner of the first page should con­
tain your name, address, telephone number and the date 
of your submission. Important: when you submit an article 
to us, you must indicate whether or not it is a simultaneous 
submission . A simultaneous submission is a photocopied 
manuscript submitted to more than one magazine at a time. 
Many magazines do not appreciate this practice (we are 
among them) and view any photocopied manuscripts wari­
ly. We do accept manuscripts text printed on a word proces­
sor. Your article should also be submitted on disk, along with 
any programs which the article requires. 

2. The title of the article should be underlined, starting half­
way down the first page. 

3. If your article is a product review, please include the fol­
lowing information, in lieu of a title: the product's official 
name; the product's author (if avai lable); the company pro­
ducing and/or distributing it ; the company's address and 
phone; memory or hardware requirements ; and suggested 
retail price. 

4. The following pages should be typed normally (double 
spaced), except that, in the upper right-hand corner, the ti­
tle of the article should be prominent, along with your last 
name and the page number (e.g., OiskIJonesI3). 

5. If your article has program listings of between five and 
twenty lines, you may include them within the text. Longer 
programs should be included with your article, but it is not 
essential. However, it is imperative that we have a copy of 
the program on disk. The disk should be labeled with the 
author's name and the tit le of the article or program. 

6. It is much easier for our readers to type in your program 
if you use CHR$(X) values instead of cursor manipulators 
to format your output. In some cases, it may be necessary 
to include special control characters to create special dis­
plays. In these cases, control characters are allowable. 

7. The printers used for ANALOG's program listings will ac­
cept all Atari control, escape and inverse video characters. 
BASIC programs containing machine language subroutines 
in string variab les should use DATA statements to contain 
the machine language numeric values. Authors should avoid 
using the assignment of a string variable to a complex ma­
chine language string literal. For example, (ML$= "mj+7") 
could confuse readers. Authors should provide commented 
assembly source code li st ings for any machine language 
subroutines used in their programs. Any machine language 
game programs should be located in the lowest possible 
amount of memory. 

8. Standard manuscript format-rules such as double spac­
ing , one-inch margins all around the text, standard typing 
paper and typing only on one side of the paper-should be 
followed when submitting an article or review to ANALOG 
Computing . The pages of your submission should be pa­
per clipped together, not stapled. 

9. The best way to write for us is by studying previous is­
sues. For instance, reviews of hardware and software shou ld 
list the information requested in paragraph 3. Your article 
should be written in continuity with ANALOG's style-the 
acronym BASIC is always all caps, as are keys like RETURN 
and BREAK, while names of other languages are spelled 
in var ious ways (Pascal , FORTH, assembly). 

10. ANALOG Computing pays between $25 and $390 for 
published articles. The standard rate of pay is $65 per type­
set page, up to six pages total (not including space taken 
for advertisements, art and photos). Articles over that length 
will be paid the flat maximum fee. If we do determine that 
an article may be over eight magazine pages, it may be spYit 
into two parts or sent back to the author for editing. 

Send all articles, reviews or program submissions to: ANALOG Computing Magazine, Submissions Department, 
PO. Box 23, Worcester, MA 01603. 
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