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STAFF &~
Co-Editor——=Granam Daubney
Co~Editor~=-Chris Bsrlow
Sofiware Librariasn——-Ron levy

At last help for those of sou who were sbowl Lo scresm and a8
chance Tor those of 4o who have discovered some secrets to
share them with people who have g common interest namely ATARL.,

Firetly let me introduce the existing staff who will be
workine on this newsletter,leook in the neasrest mirror asnd there
are the staff ! But someone hsd Lo get the ball rollimg or
should it he the kegbozrds clattering.The three of we decided
that tihe time nasd come Lo gedl thilngs started,afTter tnast 1ts wp
to upw to help by either contributions or by feedbsck to steer
ug in the direction gyouw bhink we shiould be going.

The twoe editors of Lhnis quarterlys newsletler will be muyself
and Chris,backed up by Ron who is maensging the software side of
things shis intoduction sppesrs elsewhere in this issuei(be sure
to read ibL).

Bothh Chris and I ,elthough proftesionslly involved sre both
enthusissts and tnds entirve publicaton has been produced in owr
own hLime.

T stsrted getting involved in Micro’e when tne FET arrived
sritt moved on bthrougin @ bicger FET to an Apple svis a SHARF
MZI-20H z2nd fimally to ATARI.Chrizs nas taken much the same
rouvte,hut 1s perhaps more hardware orientated thsn myself(l once
actuwally casught him holding @ soldering iron next to an 8080
"YeRon ie sctively involved in the programming of owr FDRP-11
system at Maplin 2nd his first smell machine i1s the ATARI.

Ermouwah about wus,let me ouwtline the ideas that we had in
producing this first ilssue.

After much discussion it was decided that the ATARI machines
had & lot of secrete locked up inside Lhem Lhat needed some
explsinstion,also maeny of gou would nol necessarily have greast

“perierce in programming.The @im of this publication is to
help,and it will contain articles onm some of the more advanced
techniques as well 35 explainstions of some Dasic idess.



I have been ‘plasing’ withn the ATARI computer systems for
well over 3 year now and so have mansged Lo pick uwup on manyg of
its extended graphics capsbilities,my aim will be to try and
explein some of bthese facilitieg,firstly in &8 simple way and
ther as time goes by I will o back to & subject and cover 1t in
areater depth.«This iszuwe starts with 8 bisic explsnation of now
the character set is stored snd how Lo write customised
character sets.,

In gaeneral this newsletter is desigred to help,but for us to
help You;some of You must help ws and therefore we will
gratefully recieve any articles or programs thalt 4ou may care to
contribute Anything published in this newsletter will be public
domein and neither wus nor Yyouw will recieve any remuneraztion for
our lasbours,however perhagps between us we can help esch other to
incresse our knowledage and plessure of computing.

This issuwe has- been produced by myself,Chris asnd Romswith
help from a8 friend of owrs in Chichester,tne first member and
the first person on the software cormtribcutions map.

There will be no set fesztures or hard and fast rules but a3
few thimngs will mzke regular appearances,these arel-

THE SOFTWARE MAF

Rom is goftwsre librarvrian and slthovah we will not publish
all the programs that zre sent in,we will publish a selection of
what is in our opinmion either,outstanding or likely to be of
wide interest.Everygorne who contibutes to the library will asppear
on our map.lunless of course he(or she ?7) wishes to remain
anonymous of course).,



L.

THE LIBRARY LILZTING

Thie will hopefully arow and keep gqrowing,it will sppesr
each aquarter until swuech time as it gets too larcge,it will then
be issued 8s 2 listing im i1ts own right and the quarterly
newsletter will zct 535 an updste.

GRAFHICS

This will bhe written by Greahem end will continue Lo appear
until sweh time 2s all the various sections have been covered ie
Scrolling,Flagyer Missiles etc.It is hopedimostly by Grahams
wife) that cuwest writers will appear in this section from time
to time.Many of the demonstration programs thnat will De used 1in
this section zre developer by Chris from Greham’ s text or
thovehta,Chris bheimg & bhatchelor type tends Lo heve the most
dovalopement Lime.

FROGRAME

We will endevour Lo print 8s maeny listings a3s we cans,this
Wwill depent to & larae extent on yourselves,so dorn’t be shy ' It
maww not he the best thing wouw've ever writtern but someone

somewhere will agasin krowledge or plessure from it,send it in and
let ws tske & look at it.

FROGLEMS

You sre invited Lo write in with gour softwasre problems or
answers to the previouwus issue,scsin it will proosoly not be
pocsinle to publish 211 of them bul we will do our oest

CONTACT FAGE

This is wvery much gour page winere 1f youw have a3 special
interest you may look Tor fellow enthusiasts 1=

Gentlemarn with player missile graphics problem seehs
understanding "oung lady with plager missile krnowledae for
Mutual pPleasur€iscsesssrssrssesygon know the type of thing.

If zngone at this time feels like offering a3 reqgular festure
or 8 ‘series’ then plezse contzet us with the details and if
possible the first instalment for our perussl.,



CONTRIEBUTIONS FORMAT

If any of put pen to psper or finger to keghoard,there asre 8
few thines bLhat gou can do to help us,

Firstly if possible “type it’,tlihis will enable us to copwy it
directly and save arestly in our preperation Limesit should be
typed or printed oaon a 51 sndard 44 sheet of plain whitlte
paper..Esch sheet of paper snould have sbout an inch to an inch
znd 2 helf of border it the top and should stop ghout an inch
from the bottom,if wou don’t have 8 typwriter or printer then
please write clearly and don‘t feel excluded ss we will type wup
your work fTor You.

Whern sendimg in programs sow don’t have to worry too much
about how Youw sendd it as we of course have asccess to all the
necescary hardware to handle gour media.The most importesnt thina
about cending in softwsre is to make sure it works ! and to
document it in some wasgsthe best way to do this is with 3 snort
piece of hewt in REM stiztements st the becinning of gour program
ar orn ar sheet of pzper sent inm with 4gour progran.ie will sccept
programg in & listed format,howsver this does tend to wesr Ron’s
fimgers s he nas to type Lhem in to prove they work.The inner
most workings of the Softwsre exensnge system are described by
Form elsaunere in this 1ss3ue.
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GRAPHICE by Granam

e way in whnich characlters asre produced is verwy easy Lo
understand; and even more imporiantls very eassg to modify.The
code to generste the standerd charscter set thast ATARI have
provided is stored in ROM,sour machnine knows where that
charzcter sel is b2ecsuse it has 2 pointer which tells it whnere
it can be found,this pointer is zslso ‘snedowed’ in KAM and so
can be modified,The RAM characler set poinlter lives at 7564
decimal and its usuzsl content is 224 decimal,if you perform the
following 3¢ 2 direct command 4ouw will see this 1s soi-

s I szid before becsuse this 1s a8 RAM locaetion it can bhe
modified to po & different character set try FOKE 756,152
whoops where did Lhe texl gostrg Lyping some
charactersssseeerreenothina,now hit system reset.sioeea8ll is
well scain.khat wou just did is to lell sour maschnine to look st
a nom-existant character setl and s0 4ou ssw nothing,the sbhility
to be sble to switch charscter sets uncer software control is
very powerful .Suppose gou wish to write 8 gqame ano You wish to
eraphiczelly represent & zmall man,this is not easy with the
conventionzl block grazphics thet ATARI provide so why not defirne
wour own shapes 7

To define your own grapnic blocks you must first understand
how Lthe chzrzcter zet is stor if Yoo exzmine tne charscter set
closels on wour TV sor Meyow Will see Lhat esch charscter is
built of blocks in an eight by eight matrix,this is in fact one
byte widel( 8 bDits) by eight bytes high and esch bit thsat
containe & one is illuminated;esch bit that corntains & zero is
not.thus the letter ‘A’ is stored in eieht bytes.




Let us look st this losely

More o©

BYTE 1

BYTE2

BYTES3
BYTE4
BYTES |
BYTEG6
BYTET |
BYTES8

Firstly your ATARI displays byte 1 W
are set,then byte Z where some hits 3re i
not,this process continues until the o
sl the charzcter is complete.How thern
wnich bits Lo illuminste 7 well it cowuld
can hold 2 number between 0 and 255,511 w
out which numbter turns on the bilte we
zhouwn below will mske this clesrsr.
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Suppose we do not wish to

turm on any bits,then we simply
store 2 ‘0’ in that b4yte 385 in byte 1,in byte 2 we Wwish to Lurn
on bits 4 and S,these corresponrnd to 3 numeric vaslue of 84+146=24
50 24 is the number we store.In bwte 3 we wish to turm om bits
3,4,5 and 4 s0 we store 4+48+14432=40 aznd S50 Ol
Now lets look &t our letter ‘A° again on ithis time I have
adred up Lhe bgtes for yaou,

128 64 32 16 8 4 2

24

60

102
102
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The first step in redefining your characler set 18 to copy
the existing cherscter set Trom ROM into RAM,8 convienient place
to start wour RAM charascter setl 1s 192 (Lhis 1525206 in
decimal ). The following proaram wWwill copy the ROM sel into Ram,

10 FOR A=0 to LUZ3IPOKE 1OX2564VAPEER(ZZARZUELAY INEXT

To prove this has worked poke the new starting address of
your RAM set into the character set pointer.

FPOKE 796,152

Nothing dramatic hsppens as the new character set thst you
have selected is identicsl to the old onesbut as 1t is nmow 1in
RAM 4o can essily modifs it.

T will show you ore simple modificastion and Lthen Youw play
for yonurselves. He will nodify CHR$(33)which is the exclamation
mark,unfortunately the character set table is stored in a3
different order fror the CHR$ 1sble amd the exclamation mark 1s
character Lwo in our RAM chsracter set.hAs ouwr charascter sat
starte at 28%212, 4ou cen see thaet the table for the exdclamation
mark starte eight butes down {(cherzcter zero extends from 38%1Z
to 3891%) ;iT gou perform the following a3 & direct commands-

FRINT FEEK{38%Z0)

Your computer snowld print ‘0’ ,this ie because 1in tine first
bute of the eight byte Lsble that 4Howr computer uwses to slore
the codes for the exxclsmstion mark,sll the bits are set to
zero.lLets do 28 simple modificationsss & direct commeand do the
followingthaving first run the character set copy progeram of
couree)

FOKE 38%920,25%5

this will set =211 Lthe bits and shnould make the top line of
the exlzimation marhk solid white,try the poke and then FRINT
CHFE%(23), hey precto the syszitem works !!

Listed on the next page is 8 small program that will modify
211 the =ignt bytes thsat hold the coding that the ATARI meeds to
display the exclamstion mark.



5 FOR A=0 TO 1023:P0OKE 1352%IZ06+A,FEER(ZEARLTOTAY
TMEXT AlFOKE 754,152

16 FOR A=0 TC &

20 READR Fi "“TE

G0 FORE ZEZ044,BYTE

40 NEXT A

S0 DATAE 127,90,80,186,1586,60470,12%

After typing thisz program in,l suwggest that yow save 1t
before rurmming 3¢ 1f You hasve made some ervors 1t is possible
that the FOKE statement will crash 4our compulter temprorarily

Mow try printing CHRECZ3) and gou will see your new snspesto
see how I worked put the dats stzemente refer to fig J.That
gevplainsg & simple modification,now some extre idess for
Jou,sinece wou nave modified Your charscter sebl,whenever you use
the shift 1 kew your new charscter will sppear,;it ie possible
however Lo switen oetwesn charscter sels,try g8g & dirvect command
FOKE 754,224 zrid douw will zee Lhe noresal excolasimsastion marhk
return.now FPOKE 734,152 sna tLhe modified cnaraciter will
appear.tnus Yo can swWwitcn character sets very quickly(just one
poke from BASIC) z2nd this is extremely wseful for animationsin
fact ATARIL s Spsce Inveders i¢ & clsssic exemple of charscier
set redefinition and switching.The characters sppear to Tlap
their wingse and rotete 8s thew move sceross bLhe sereenzithnis
gffect 18 genersted Dy racia switcohing of predefined charscher
zats helad gt variouws locations 1n MemMory.

slbbempt Lo explain Now Lo creale 40Ur OWhl
writing ocustom diplag listz.This will enaible
sizes of text 2ng variouws resolutions of

O Qe pEGeE.

el Lime
arsphics mo de
g b s 2%

agrapnics Lo

In this isswe is 3 listing of 8 program call Flsasn
Flinger.which MEEE chevacter set redelfinition,it aslso uses some
nther tricky grapnics ides:s whioh I will be explsining in our
fallowine iszsuves,in fact thiszs program hes 8 very funnyg originsit
wae originally started by Chris &8 & very Dasic space abiachk
type oame,he then visited mgsell one weekend and we started to
modify parts of 14, eventually 1t was decided thasl space ship
cherzcoctere woare agetting & bit of & Dove S0 we rehsgshed the
program completely and ended up wilth Flan Flimgar,The program is
not brilliemt,bout may be veseful ze & exemple of araphics
control .



1 DIM N(34),T(34)

2 FOR A=1 TO 34:!READ NI1,TINC(A)=NLIT(A)=TINEXT A

3 DATA 142,1,128,1,121,1,106,4,162,1,128,1,121,1,108,4,162,1,128,1,121,1,106,2,1
28,2,141,2,128,2,144,4

4 pDATA 128,1,128,1,144,1,162,2,162,1,128,2,108,1,108,1,108,1,121,2,121,1,128,1,1
21,1,108,2,128,2,144,2

S DATA 144,2,162,4

? TOP=FEEK(104)-8

110 GOSUE 7000

15 GOSUE 10000
76 GRAFHICS 2+14:!FOSITION 4,S:SETCOLOR 0,7,B8:FRINT ¥#63"FRESS START"
79 POKE 755,4:FOR T=1 TO 200:NEXT T:FOKE 755,2:FOR Z=1 TO 400:NEXT Z:IF FEEK(532

79)<>6 THEN 79

80 GRAFHICS 1+16
85 GOSUE 8000

: 92 FOKE 756, TOF
. 97 SETCOLOR 0,15,10:SETCOLOR 4,15,2
"100 REM xx% DRAMW EOX xxx

110 FOR A=0 TO 19

120 FOSITION A,O

130 FRINT #53"E&"

140 NEXT A

150 FOR A=0 TO 22

160 FOSITION 19,A

170 PRINT Fo6§"#"

180 NEXT A

190 FOR A=19 TO 0 STEF -1

200 FOSITION A,22

210 FRINT #63"%"

220 NEXT A

230 FOR A=ZZ TO 0 STEF -1

240 POSITION 0,A

250 PRINT #463"3%#"

260 NEXT A

265 SHIF=2i{HISCORE=0

270 SCORE=0:TIME=26:!5FY=18:5SF=0
271 GOSUE 1000

275 INVX=INT(RND(D0)x19)3IIF INVX<1l THEN 273
276 INVY=INT(RND(0)X19):IF INVY<Z THEN 276
300 REM xxx SCORE xxx

310 POSITION S,1

315 FRINT #63"HI-SCORE "}HISCORE
316 FOSITION 1,21

320 FRINT #6;"SCORE 4

322 POEITION 1,2

323 FPRINT #463;"SCORE "3}SCORE

325 TIME=TIME-1

. 3246 SOUND 0,20,10,15

330 FOSITION 16,21

335 PRINT #63% "

336 POSITION 11,21 :
340 PRINT #6;"TIME “;TIME
345 SOUND 0,0,0,0

' 350 IF TIME=0 THEN 5000

]
y

R R Ny .,

400 REM xxxx JOYSTICK XXxX
20> FOR 7=1 710 200

%
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407

410

420

425

426

430

432

433

A3D

440

1000
1005
1010
1020
1025
1026
1030
1035
1034
1040
2000
2005
2010
2015
2020
202%
2029
2030
2031
20460
2000
2030
2040
2050
3051
3053
3054
2035
3036
30357
2053
3059
30460
2062
20643
2075
3080
3090
2100
3110
3120
3130
3140
3150
4000

4010

IF SF=1 THEN 42T

IF STICK(0)=11 THEN GOSUE 1000
IF STICK(0)=7 THEN GOSUE 2000

IF SF=1 THEN GOSUE 3000

IF SF=1 THEN 432
IF STRIG(0)=0 THEN SFY=18:5FX=SHIF+1:GOSUE 3000

IF T=25 THEN 325

GOSUE 4000

FOKE 77,0NEXT T

GOTO 410

REM xx JOYSTICK MOVEMENT LEFT xx
SHIF=5HIPFP-1

IF SHIFP<1 THEN SHIF=1:RETURN
FOSITION SHIF,20

PRINT #63"YX"

SOUND 0,255,10,10

FOSITION SHIF+Z,20

FRINT 63" "

SQunD 0,0,0,0

RETURN

REM %x JOYSTICK MOVEMENT RIGHT xx
SHIF=SHIF+1

IF SHIF»17 THEN SHIF=17 {RETURN
FOSITION SHIF,2

FRINT H&63"YXY

SCUND 0,255,10,10

REM FOSITION SHIFP-1,20

REM FRINT S63" ®

SOUND 0,0,0,0

RETURN

FEM xxx SHIF FIRE %XxXxX

SF=1

IF SFY=INVY AND SFX=INVX THEN S5%00
IF STICK(D)Y=11 THEN GOSUE 30&0
IF STICK(0)>=7 THEN GOSUE 3100

IF SFY=1 THEN SF=0:RETURN
SFY=8FY=1!IF SFY<2 THEN SF=0:{RETURN
FOSITION SFX,5FY

FRINT #6;"Q":SOUND 0,30,10,10
FOSITION SFX,S5Fr+1 ’

FRINT #&63;" ":50UND 0,0,0,0:IF SFY=2 THEN FOSITION SFX,SFYIFRINT #63"

RETURN

REM xxx

SFX=5FX-1

IF SFX<1 THEN SFX=1I!RETURN

FOSITION SFX+1,SFY
FRINT #é63"
RETURN

REM xx

SFX=8FX+1

IF SFX>18 THEN SFX=18:RETURN
POSITION SFX-1,S8FY

PRINT #63™

RETURN

REM xxx INVADER MOVEMENT xxx
MOV=INT (RND (0)x8)

- e ———
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3011
1012
9013
40114
4015
4050
409
405S
40460
4043
4066
4070
40795
4077
4080
4090
4100
4105
4104
4110
4112
4113
4115
4120
q4125
4127
4130
4150

4=
ot

4158
4157
4158

a?
4140
4165
4167
4170
4180
4200
4205
4206
4210
4212
4213
4215
422
12

4235

4230
5000
5001
S002
S003
S00S
5006
5010

IF MOU=0 THEN 4050
IF MOV=1 THEN 4100
IF MOV=2 THEN 4150
IF MOV=3 THEN 4200
RETURN

REM xxx INVU-UF xxX

2 INVY=INVY-1

IF INUY<2 THEN INVY=2I1RETURN
FOSITION INVX,INVY

SOUND 0,80,10,5

IF SF=1 AND INVY<SFY THEN FRINT #&;"W":GOTD 4075
FRINT #63%"2"

FOSITION INUVUX,INVY+1

sounD 0,0,0,0

PRINT #s&63" "

RETURN

REM xxx TINU-DOMWN xxx

INVY=INVY+1

IF INVY>=18 THEN INVY=18:RETURN
FOSITION INVX,INVY

sounD 0,90,10,5

IF SF=1 AND INVY<SFY THEN FRINT #&63"W":GOTO 4120
PRINT #&3"2"

FOSITION INVX,INVY-1

FRINT #&3" "

SOUND 030]0,0

RETURN

REM xx%xx INV-LEFT XxxX

INVE=INVX-1

IF INVX<1 THEN INVUX=1!RETURN
FOSITION INVX,INVY

SOUND 0,100,10,5

IF SF=1 AND INVY<SFY THEN FRINT #&;"W":GOTO 4145
PRINT #&3"2"

FOSITION INVX+1,INVY

SOUND 0,0,0,0

PRINT ®*463" "

RETURN

REM xxx INV-RIGHT xxx

INVA=INVX+1

IF INVX:»18 THEN INVUX=18:RETURN
FOSITION INVX,INVY

SOUND 0,110,10,5

IF SF=1 AND INVY<SFY THEN PRINT #&6;"W"IGOTO 4220
PRINT #63"2"

FOSITION INVX-1,INVY

SOumD 0,0,0,0

PRINT 363" ¢

RETURN

REM xxx END %xX

FOSITION INVX,INVYIFRINT #6&63" "
FOSITION SFX,SFYIFRINT #&63" "

IF SCORE>HISCORE THEN HISCORE=SCORE
FOSITION 14,1

FPRINT #463;HISCORE

PDSITIDN Bk e am
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5020 FRINT #6;"GArME OVER"™
5030 POSITION 5,5 . . . R DS SRR s
5040 PRINT #63"FRESS START"
5045 SOUND 0,250,10,10:SOUND 1,295,10,10:FOR I=1 TO 1S0INEXT I:SQUND 0,0,0,0:500
ND 1,0,0,0
5050 POHE 755,4!FOR T=1 TO 20:NEXT TIFOKE 75S5,2!FOR T=1 TO 30:NEXT Ti:IF FEEK(S532
79)<>»6 THEN S050
50460 POSITION 5,3
S070 FRINT *6:3" 5
5080 FOSITION 5,5
5090 FPRINT 63" L
5095 FOSITION SHIF,2
509246 PRINT #&63" "
5100 GOTO 270
5900 SFX=INVUXiSFY=INVY:!FOSITION SFX,SFY
59210 PRINT #&63" "
4000 GOSUE 9000
6010 SCORE=SCORE+INVY
6040 FOSITION SFX,SFY
6050 FRINT $63"x"IFOR T=1 TO 40INEXT T
4040 FOSITION INVX,INVY
6070 PRINT 63 "
5080 INVX=INT(RNDC(O0)>x19):IF INVX<1l THEN 6080
H0920 INVY=INTI(RND(O)*19):IF INVY<2 THEN 4090
6100 SOUND 0,0,0,0:SF=03TIME=TIME+2:G0TO 200
7000 GOSUE 12000:FOR A=0 TO 1023
7004 IF A»93%2 THEN COSUE 14000
7005 FOKE TOF%25&6+4,FEEK(S57344+A) ¢tNEXT A
7010 FOR Z1=0 TO 7:READ EYTEI!FOKE (TOFx%2S56)+448+Z1,BYTEINEXT Z1
7020 DATA 28,59,94,119,191,201,255,0
7030 FOR Z1=0 TO 7:FEAD EYTE:FOKE (TOFX256)+464+Z1,BEYTEINEXT Z1
7040 DATA 126,25%5,153,255,219,195,255,126
7050 FOR Z1i=0 TO 7¢READ EYTE'FOKE (TOFXZ3&62+372+Z1,EBYTEINEXT Z1
7060 DATA 4,30,55,949,119,462,0,0
7070 FOR Z1=0 TO 7:READ EYTE:FOKE (TOFxX25&)+456+Z1,EYTEINEXT Z1
7030 DATA 0,0,0,255,255,255,289,255
7090 FOR Z1=0 TO 7:READ BYTE:!FOKE (TOFX2548)+24+Z1,BYTEINEXT Z1
7100 DATA 255,129,189,145,1465,189,12 ?.LJS
7110 FOR Z1=0 TO 7:READ BYTEIFOKE (TOFrx%2548)+440+Z1,EBYTEINEXT Z1
120 DATA 126,25%9,1583,18%9,2554+195,219,126
7130 RETURN
8000 REM xxxxDLIxxxXx
8010 DL=FEEK(S&60)+FPEEK(S51)%2546FOKE DL+25,7
8020 FOKE DL+24,134:FOR I=0 TO 19:READ EYTE FOKE 1u36+I EYTESNEXT I
8030 DATA 72,138,72,1469,21,1462,37,141,10,212,141,27,208,141,26,208,104,170,104,€
q.
8040 FOKE S12,04FOKE S13,6:FOKE S42846,1%92
2050 RETURN
Q000 REM XXxx¥SPLATXXXXX
2005 E=0
006 POSITION SFX,SFYL? $463"x"
9007 FOSITION 7,9:7 26"SPLATY
2010 SQUND 0, 40 E;8,8
9013 QDUND 1,4..&0 E q 8 B
9017 FOSITION 7,9:7 té'“ i
?DZU E=E+8:IF E=96 THEN 79040

R g b i i i —— S - s m——— e E————




9030 GOTO 9007
9040 SOUND 1,0,0,0:50UWND 0,0,0,0:FOR T=1 TO 10:NEXT T:!SOUND 0,200,8,12:FOR T=1 T
D ZO0INEXT T '

2045 POSITION 7,9:7 #63" "

2050 SOUND 0,0,0,0:RETURN

10000 REM *%xxxINTROXXXXX

10005 COLO=708:COL2=710:500=(13x16+2)%x256+1:S01=500+2:502=501+2:503=502+2
10010 GRAFHICS 2+16

10020 FRINT #46" XXX0KKXKIKKKKKKKK KK

10030 FOR I=1 TO 10:FOSITION O0,I:FRINT #6;"x xYs
10040 NEXT I

10045 FRINT £4;"XXXXXXKERXKEKKKKKEXKKXK" §

10050 POSITION 4,2:FRINT ¥46;"THE FHANTOM"

10055 FOSITION 4,4:FRINT #6;"FLAN FLINGER"

10070 POSITION &,6:FRINT %6 "MAFSOFT"

10075 FOSITION 6,8:FRINT #46:;"1981(c)"

10077 SOUND 0,40,0,0:S0OUND 1,39,0,0:S0UND 2,31,0,0iS0UND 3,45,0,0
10080 FOKE 764,255:FOR H=1 TO0 10 STEFP S

10090 FOR I=4 TO 15

10092 CR=I+53IF CR>15 THEN CR=16-1

10094 SETCOLOR 1,CR,8:SETCOLOR 3,15-CK,8

10095 FOR L=0 10 15 STEP 2

10100 C=Ix146+L:FOKE COLO,C:FOKE COLZ,255-C

10105 J=176-LiK=48-L

10107 FOKE S00,J:FOKE SO01,J:FOKE SO02,J:FOKE S03,J

10108 NEXT L

10109 IF PEEK(7464}»=3% THEN 10127

10110 NEXT I

10120 NEXT H

10125 SETCOLOR 0,2,8:5ETCOLDOR 2,%:%

101248 FOR D=1 TO 40INEXT D .

10127 SOUND 0,0,0,0:S0UND 1,0,0,0¢:S0UND 2,0,0,0:S0OUND 3,0,0,0:RETURN
12000 GRAPHICS 1+16:{SETCOLOR 0,15,2:SETCOLOR 4,155,646

12010 2 ¢4 USE SHICK 0 TO0 MOVEY
12020 7 #63"YOUR FLAN FLINGING"
12030 ? #43"HAND EBEACK AND FORTH"
12031 ? #63" "

12032 7 #63;"PUSH THE RED EUTTOR"
12033 ? $#63"TO FLING YOUR FLAN"
12034 P &30 B :

12040 ? $63"WHEN YOU HAVE FLUNG"Y
12050 ? $#53"YOUR FLAN YOU HAY"
120460 7 #43"STEER ITW"

12061 7 63" ¢

12080 7 $#6;"FOINTS ARE AWARDED"
12090 ? $63"WHEN YOU STRIKE !!"
12091 ? Rén v

12100 ? $#463;"THE CLOSER YOUR™
12110 ? #63"VICTIM THE HIGHER"
12120 ? #63"YOUR POINTS."

12130 ? #6353

12140 ? #63"WATCH YOUR TIMER"
12150 ? #63;"Y0U WILL EE AWARDED"
121560 ? #63"EXTRA TIME FOR EACH"
12170 ? #463;"VICTIM HIT."

12180 RETURN

14000 REM XX%xxPLAY ITXxX

14010 Z2=72+1

14012 IF Z2»34 THEN SOUND 0,0,0,0:SOUND.1,0,0,0:Z2=03RETURN
14014 T=T(Z2)X5:FOR J=1 TO T

14020 SOUND 0,N(Z2),10,8:SOUND 1,N¢(Z2)+2,10,8

14030 NEXT J d

14040 RETURN



WHAT ATARL FORGOT TG0 TELL THEIR U.kK OWNERS.

Unern the aTaRl computers were Tirst masde,s8 specisl
191&\“i¢10r|'nntarfxrue chip waes designec,bthis chip was cslled
CoT T8 ,this ohip ie what gives the ATARL compulers their arest
eraphice Tlexiblility,nowever during the re-designing of Lhe
machine for the FAL television slhenterd « new grapnlcs ohip
herame zyveilable called G.T1.4 and all gyowur machinas have 3
E.T:T.0 fittead,but your documentation does not tell youw how Lo
use it !

CeToTedd armd B.T.I.8 2re dezicned to work with a8 chip called
ANTIC which provides date thast enables them Lo function.C.T.Il+A
will intereret dsts “or six text modes anmd eient graphic
mor*P B.T.1.8 rcan handle a totsl of sixteen modez,I will
& on twe of the new phnes thet caen be asccessed from

H 518 ,t* =@ BETEe grernics mooss 9 snid 1l.

g B0 I S
hMes 3 resolution of 30 by 192 pixels,not very exciting
s.but,end Lhise is the orunech .in graphics mode ¥ you can
use 16 luminzsnces of the seme hwe anid arsphics mode 11 has 16
hues aof the szre luminance.dow sou have 8 lot of color to play
with !

SO

Lat look at thne nuts ang bolts;first mode 7.

1

-,

o miost firslt select your backavound color,this is dane
ueing hhw JE.DUgDh 4 pommand.its formal isi-

SETCOLOE 4,4Hue value,l

nuse veilue o5 fiy momoeEr belween 0 2nd LD of course,;ine
Tuminence however must be set to O.to chenge luminsnce gou Csn

nae the COLUR statement,tryi-

COLOR R,15,10

TO 4%

30 FLOT A,0

40 DRARTD A,191
S0 NEXT A

&0 GOTO &0

Lire % zelects grephics %,1ine 10 sets wup the loop,line 20
charers the luminasnce,line 30 plobtz 3 zingle point,ling 40
performse o drawto from the lzst plotled pointyline 50 is the end
of the loop,line &6 is necessery becsuse in grasphics ¢ and 11 if
wouT program is sctuslly completed GTIA will return you
sutomatically to graphices U,

£
Lar
4]



For & bettey exsmple see the proaram on Lhe following page
called BOX.Vl:ithe shaove liszstling nas oveen bkepl veliberstely
simple.Some other exsmples for you to pley with thsat wvuse
craphics 9 zve PATL sno DOX NI, ihese can be Touno 2t the enda of
thie erticle.

Or Lo grapnics mode 11, wiich i3 very similasr Lo % except
thet this time Youw can conbvol the howe instead ol the

Tuminance,gou wse bhe same DETOOLUE stetemant L1e

SETCOLUOR 4,0,Luminence value

Whiere Lhe second parameter must be [ anod Lhne lominance valiue
can be a2ny number between § znd 18,exceplt of course,ss wsusltne
firet it iz mot vsed ardd 50 oniy evern mumbers will meske cheanges
(if wou didrn’t know this alrezow then perhaps & re-read of Lhe

SETCOLORE summary in the menuazal in orderl,tre $-

10 GF.11

Z0 SETCOLOR 4,0,6

30 FOR A=0 TO 15
e Py 2

40 LOLUE A

5 PLOT A0

H0 DRAWTO A,191
0 OMEXT A

g0 GOTO &80

Lime 10 seliects graphics 1li;lime Z0 sets the luminance of

varty bhe loop to change

colore,line 40 cheanges Lhe colorsliines 30 anod &6 nendle Lne plot

g draswince of the limne,line 70 complates Lthe loop z2rnd line Ei

kes sure bthast wsowur mechine stads in s loup otherwise 1t will
sutomaticelly drop oul to grespnics 0.,

anygy slecteac color o é;line 36 «©

i

fosin the shove edample is perheps over simple sng How might
care to playgy around with BOX.VI and agsin I haeve included sowme
more meteriazl for Lhe experimenter in the form of FATZ ana
CIRCLE]L (the circle plot routine may be of interest),these
prosrams were developed by Chris Lo demonstrale besic idess asnd
no prizes will be awarded for improving Lhe code as they have
been presented just as they were written “Trom the top down’'!!!



1 RER 0808 OR300 KO00OK K KR OKOK R DX o VL 00K RO 0% K KON KRR K
2 GRAFHICSE 9

5 X1=0:X2=79:1Y1=0:C=15:Y2=191iR1=1

10 SETCOLOR 4,7,0

2% COLOR C

30 X1=X1+0.42:X2=X2-0.42:Y1=Y1+R1:C=C-0.151Y2=YZ-R1
35 IF Y1>%946 THEN 70

40 PLOT X1,Y1IDRAWTO XZ,Y1

4% FLOT X1,YZ:DRAWTO X2Z,Y2

46 PLOT X1,Y1iDRAWTO X1,Y2

47 FLOT X2,Y1:iDRAWTO X2,Y2

S0 GOTOD 25

70 GOTO 70

S ORET K K A KKK 0K K KK 8 T 3K 50080 0 0 08 0 3K 6 0K 08 KK K K

10 C=0:G=13

20 GRAFHICS 9

20 FOF A=0 TD 79 STEF 2:FLOT A,0:DRAWTO 79-A,191

31 SOUND 0,A+30,10,5:50UND 1,A+33,10,5:S0UND 2,A+36,10,5:50UND 3,A+3%,10,5
32 C=C+1$IF C=14 THEN C=1

33 COLOR C

34 NEXT A

40 FOR A=191 TO 0 STEF -4:FLOT 0,A:DEANHTD 77,121-A

41 SOUND 0,A4+230,10,5:50UND 1,A+32,10,5:30UND 2,A+346,10,51C50UND 3,A+39,10,5.
42 C=C+1¢IF C=16 THEN C=2

43 COLOR C

44 NEXT A

100 SOUND 6G,0,0,0850UND 1,0,0,0:50UND 2,0,0,0350UND 3,0,0,0:C0TO 100

1 REM ¥XRCHXRNCEMAKAKBAOK AR R KE DX 0 V2008 K0 K MO NOK ROK RO
2 GRAFHICS 9:R=0,15:5=7 V=94

O Xi1=0i1X2=79:¥1=0:C=15{Y2=121{R1=1

10 SETCOLOR 4,5,0

30 X1=X14+0.,421X2=X2-0,42:Y1=Y1+R1IC=C-RiYZ2=YZ~R1
39 IF Y1>V THEN 70

36 IF C<0 THEN C=15

38 COLOR C

40 PLOT X1,Y13DRAWTO X2,Y1

45 PLOT X1:YZ2:DRANTO X2,Y2

46 PLOT X1,Y1:!DRAWTO X1,:Y2

47 PLOT XZ,Y1:DRAWTD X2,YZ

0 GOTO 20

70 R=RND(O0)®1:S=INT{(RND(1)X%186):G0OTO S



1 ORTEM 00K K 0 K K KK 3 0K 3K K OK K KK B 00K U3 2K 3 20K KK K38 D 0K DK K RO O K K
2 GRAFHICS 11:!R=0.15:15=7:1V=96

5 X1=01X2=7921Y1=0:C=151Y¥2=191{R1=1

30 X1=X140.,653X2:=X2-0,45:Y1=Y1+R1iC=C~-RIY2=YZ~R1
35 IF Y1V THEN 70

36 IF C«<0 THEN C=1%5

28 COLOR ©

40 PLOT X1,Y1IDRAWTO X2,Y1

45 PLOT X1,YZiDRAWTO X2,YZ

446 PLOT X1,Y1:DRAWTO X1,Y2

47 PFLOT XZ2,Y1I1DRAWTO X2,Y2

o0 GOTO 30

70 R=ENDC(0>%1IGOTO S

5 REM xxxxxxxxxxxxxxxxxxxxxxmeﬁszxxxmxxxmxxxxxxxxxxxxmx
10 C=1:1G=13
20 CRAFPHICS 11:SETCOLOR 4,0,6

e

20 FOR A=0 TO 79 STEP 2:FLOT A,0:DRAWTD TR=R,191

31 S0UND 0,A+30,10,5:S0UND 1,A+33,10,5;SO0UND 2,A+36,10,5:S0UND 2,A+39,10,5

32 C=C+0.2!IF C>15 THEN C=1

33 COLOR C

24 MEXT A

40 FOR A=191 TO 0 STEF ~4:FLOT 0,A:DRANTD 79,191-A

41 SOUND 0,A+30,10,5:50UND 1,A+33,10,5!SOUND 2,A+36,10,5:S0UND 3,A+39,10,5

42 C=C+0,21IF C»15 THEMN C=1 .
43 COLOR C

44 NEXT A

100 GOTO 30

1 FEM WM R N OO0 O R O LUE 1 580 000 00 0400 0K 22000 000K 00 D0 O30 K
5 DEGC $S0QUNMD 0,255,10,2:50UND 1,254,10,2:S0UND 2,253,10,2:5
10 GRAFHICS 10 '

20 X=22:1Y=92414=1:1C=3:1G0TO &0

21 FOR G=1 TO 138

22 C=C+R$IF C>»1% THEN C=4

25 COLDK C

30 FLLOT 45,920

40 DRAMTO X,Y

45 A=ATZ.6

S50 X=X+SINCA)

59 Y=Y+CO5(AI*14

5é POKE 77,0

&0 MEXT Q _

B0 R=FMD(1)X9:FP=RND(1)%146{SETCOLOR 4,F,10:C0T0 21

OumMD 3,252,10,2



Grahsm’'s letier page.

A letter from Derek Lees rsises s number of points,apparently
Derel purchaesed hnis 400 from & snop whicn 1is part of & largisn
chain wht have decided rot to offer & 32K wupgrade becsuse of
imgerzpoll‘s refusal Lo swupport machines Lhal have oEen
upersded,spparantly this particular snop also stetes that Lhe
32F hoard causes overhesting imn the 400.

I offer thisz scvice Lo Derek,firstly it is true that Ingersoll
heve fdecided not to service wparaded machnines snd I find tinis
auite understendsble &35 they have no guarantee s% Lo the
techmnirsl shility of Lhe peorle doing the upgrade.Witn reasrd to
the nver nestimg rumour,T too heve been Lold Lhis in & telepnone
converzmtion Witk the same company,nowever I csn tell wou with
grest confidencel(being inveolved with the Comnpanyg whno has shippen
the mpst 2721 machines ) thet 1 have bencn tested a3ll the 3JER
uparades snd there is only one that overnesls sna thnen it will
ret overhest in an 800,17 vwou decide to have 8 JIZHK wparade
performed bw another retsiler then aheck first thet he is
prepared to offer sou & guarentee on the wuparsde,l do ard oan
eor no reason Whs sndone ahould nobs

Hewt iz 2 letter from Jon HWillisms who fTiretly offers me
complimernts =nd then gets down to business,don writes mainly in
gesemphler wsing the and I quote “super slow abtari cartricae’ sdon
wants Lo brow why the Lrace snd sincle step modes either bresk
ar trssh when they reach a CRY opeode.

Thanks for the compliments Jon and gou Wwill he plessed to
krow thst 3 mascoro sesembler editor will be avsilasole for gowr
Machine before the middie of the Year,with regasra to Yowur
prahlem,I don’t heve an snswer so this is the first chance for
comeans put there to hnelp,pleszse write to me &L the newslelter
zddress and I will forward wour letters to Jdorn

Mr D Terry from Suffolk writes to ask a1f spares Tor
Jovysticks sre asvailable,the asnswer to thst is no,however I
sppreciste vyour problems with those white nylon bits,thewy seem
to have got really bad of late.rost Atarl deslers shouwlad replsce
broken joueticks within 3 reassonsble period of time.



The following letter was recieved from Jonotnhan bSanders
24,Greenacres,
Birdnam
Chichester
WeSLIGHEN

After reading 8 recent article in December EYTE msgaszine, Il
wase able to connect 8 simple Cadmium sulphide cell and
thermistor to pins 9 and 7 of the front port of my ATARI.Then
using the instruction PADCDLE(0), I could wuse the ATARI to detect
light chsrnges or temperature changes.

T would like to uwuse my ATARI to operate 3 suWwitching
circuit,has anv club member developed @ simple circuit for
switehing which can be connected to either the fronmt ports or
the interfsce hox ?

In addition I have successfully wsed my ATARI to sian onto
several of the U.K networks and EBulletin boasrds.Have any other
members tried to do this and if so would they like to excnange
evperiences/programs.ltT so contact me directly or lesave a
messsae on FORUM 60 or CEES Bulletin EBoards.

Jomethen and I have melt and both heave 8 very deep inlterest
in the ATARI so if anvone can help him I can assure them that he
will be 2hle to offer 38 lot of emxperience,the ideaz of the switch
hox is a qgoond one and I would bhe plesse to publish any desians
that znyone comes up with,zlso I wish to publish some terminasl
emulators and commnunications software so if anyone has ansthing
gt &1l thern please forward it to myself or Jonathsn.

Fimallyi- MR J Baker
Home close
Sheep slreet
Winslow
Euckingham
MK18 3Hr

Mr EBaker is attempting to use 3 corventional cassette
recorder with his ATARI instead of the 410,he is experiencing
problems arnd would appreciste sssistance from anyone with anyg
idess,plesse contact Mr EBsker direct st the sbove address.

THATS ALL THIS TIME FLEASE ADDRESS ALL ANSHERS OR QUESTIONS TO
GRAHAM AT THE GROUF ADDRESS OR ANGHERS DIRECT IF THE HMEMEBERS
ADDRESS IS GIVEW,YOULD MEMEERS RECIEVING ANGWERS DIRECT THAT
HORK FLEASE FORHARD THEM TO GRAHAM FOR FUELICATION.



MORGE TUTOR FROGRAR

by Chris

Morse code was developed for use in electric teleqraphy 1in
1238 by Samuel F.EB, Morse.

The esrliest transatlsntic raedio sigensl was recieved by
Marconi at Foldhu, Cornwall, from 3 10 KH transmitter at
Newfourdland,Canads,on the 12th December 1901.The highest speed
ever recorded for recieving morse code is 79.2 words per minute
and 175 w.p.m for sendirng-by hand.

Morse trensmissions can be recieved on variouwus short wave
bands,smateur radio and shipping signsls etc.These morse signals
are ecenerelly between 8 gnd 1Y wiepemzsome use greslter speeds
however.

This program generates rendom morse charsacters,letters
sand/or numbers a2t 5 to 30 wepemsYou can control the delay
between morse chsaracters and the tonel(pitchy.

C.W signal sets the strength of the morse recieved,5/% is 3
strong siqnal and /1 is very wesk.hAs the norse gets wesker a
larger amount of interfering rnoise is introduced.

Tutor lencth sets the number of morse characlers cenerated
from 10 to 430,but Yyou can stop a3t anyltime by pressing the
option kew.

After 811 the requested number of characters have been
cent,a2n end bleep will sound asnd sow may then rezsd from the
screen to check sSour scocurascy.

You may then uwse the start key to repeat the exercise or
prese select kew for the setup menu

Wrer the program is running use option/select/start keys to
control the program and here is a brief description of the
working programi-

1000 to 1540 read random line of datas

1950 and 15460 CH tone and QRM sound

1600 print morse characters and delsy/length routine
1700 to 17460 end of morse and setcolor to reasd screen
2000 to 203% morse data,dit,dah and spasceslast number is
character siring value

2500 and 2510 setup routine for tone a2nd speed etc.
3000 to 3140 print graphics page 2 menu/setup

2150 to 2529 select/start routines tone speed eto.
4000 to 4230 print grzphics pace 1 the morse code
S000 start morse sountds routine.

The complete proaram 1is now listed.



20 GOSUE 2500

1000
10035
1010
1040
1500
1510
152

1530
1540
1550
1560
1570
1580
1500

A=INT (RND(1)XTYFE)

IF TYFE=10 AND A<10 AND MIXED=0 THEN 1000
IF PEEK(S3279)=3 THEN 1700

RESTORE A+2000

READ E

IF B=1 THEN C=TONEIX=1

IF EBE=2Z THEN C=TONE:!X=3

IF B=3 THEN C=031X=1

IF BE*3 THEN C=01X=3

SOUND 0,C,10,SIGNALSOUND 1,17,8,RRHISOUND Z,1,4,QRM:50UND 3,18,10,QRM
FOR T=0 TO XXRATEINEXT T

IF B>3 THEN 1400

GOTO 1500 g |
FOKE 77,0 FRINT CHR$(E)$":"$$FOR T=0 TO DELAYX360:NEXT T:LENGTH=LENGTH+1:IF

LENGTH=TIME THEN 1700

1510
1700
1710
5
1720
0
1730
1740
1745
750
1740
2000
2001
2002
2003
L2004
2005 D
2006
2007
2008
2009
2010
| 2011
. 2012
| 2013
2014
2015
2016
2017
2018
2019
2020
2021
t 2022
' 2023
. 2024
2025
2026
2027
2028

DaTA 1,3,1,3,1,83

GOTO 1000
SOUND 1,0,0,0:50UNC 2,0,0,0:50U8D 3,0,0,03SETCOLOR 1,0,103SETCOLOR 2,7,0
FOR T=0 TO 10:50UND 0,70,10,51S0UND 1,71,10,5:S0UND ’ 72 10,5:30UND 3,73,10

FOR C=0 TO 30:NEXT C:SOUND 0,0,0,0:S0UND 1,0,0,0380UKD 2,0,0,0:50UND 3,0,0,

FOR C=0 TO 20INEXT CINEXT T

IF PEEK(S3279)=5 THEN GOSUE 3000
IF PEEK(S53279)=6 THEN GOSUE S000
IF LENGTH=0 THEN 1000

GOTO 1740

DIQTQ 3,4.93,1_,3,‘.;3’4.,48

DATA 1 3,2,3,_,3,_,3,‘_,49
DATQ 1 3 1;&,4—.,3,‘13 ’.JD
IQTQ 1,3,1,3 1 3, 3,4..’d1
D["\Tﬂ 1;3,1[3,1,?91 3 2’;.'
pATA 1,3,1,3,1,3,1,3,1,53
DATA 2,3,1,3,1,3,1,3,1,54
LaTA 2,3,2,3,1,3,1,3,1,55
DATA 2,2,2,3,2,3,1,3,1,56
paTA 2,3,2,3,2,3,2,3,1,57
9

DATA 2,3,1,3,1,3,1,464
DATA 2,3,1,3,2,3,1,6467
DATA 2,3,1,3,1,48 . . o
DATA 1,49

DI%TA 1’3’1'3,2'3’1[70
DATA 2,2,2,3,1,71
DATA 1,3,1,3,1,3,1,72
pATA 1,3,1,73

pATA 1,3,2,3,2,3,2,74
DATA 2,3,1,3,2,75
DATA 1,3,2,3,1.3,1)76
DATA 2,3,2,77

DATA 2,3,1,78

DATA 2,3,2,3,2,79
DATA 1,3,2,3,2,3,1,80
DATA 2,3,2,3,1,3,2,81
bATA 1,3,2,3,1,82



2029 DATA 2,8
2030 DATA 1,3
2031 DATA 1,3
2032 DATA 1,3
2033 DATA 2,3
2034 DATA 2,3,1,3,2,3,2,89
2035 DATA 2,3:2:,3:1:3;1,90
2500 SIGNAL=10:QRM=0:DELAY=0:TONE=10:SFEED=12iTYFE=36 I TIME=30iCODE=0:CAL=100:RX=
Q3$CUL=1:CUN=1
2510 RATE=INT{(CAL/SFEEDx2)
23000 REM EXEEXAMENUKX XX XXX
3010 GRAFHICS 2+14:!SETCOLOR 4,7,1:SETCOLOR 0,4,8
3020 FOR D=0 TO 19!FOSITION LC,0:FRINT #43"X"INEXT D
3030 FOR D=0 TO 19:FOSITION D,10:FPRINT F&é&;"x"INEXT D
2040 FOR D=0 TO Q:FOSITION O0,DIPRINT #6:i"xX"INEXT D
3050 FOR D=0 TO 9:FOSITION 19,D:FRINT #&;"X"INEXT D
3040 FOSITION 1,1:FRINT #63"THE CODEsvev oo ee 7"
3042 IF CODE=1 THEN FOSITION 14,1:PRINT #é63"YES"
3045 IF CODE=0 THEN FOSITION 14,1:FRINT #463"NO."
3070 FOSITION 1,2:FRINT #&6;"SPEED(WFM)+e " SFEED}", 2"
3072 IF SFPEED<10 THEN FOSITION 15,2:PRINT #63".. 2"
3080 FPOSITION 1,3iFRINT #4;"DELAY(SEC). . " sDELAY}™ 2%
3085 IF DELAY=INT{DELAY) THEN POSITION 15,3:iFRINT *&;".0 2"
3090 FOSITION 1,4:FRINT #6;"CoHN.TONEwss e o"3TONE;" . 2"
3100 FOSITION l,q.FRINT FEI"CoHSICNAL o ¢S/ IRX3 " 2
3110 FOSITION 1,6:FRINT #6:"CoHN.LETTERS s ssee 2"
3112 IF CHL=1 THEN FOSITION 14,6 :FRINT #&63"YES"
3115 IF CWL=0 THEN FOSITION 14,6iFPRINT #&;"NO." ; q
3120 POSITION 1,7!FRINT $43"CeH.NUMEBERS s 440 ?¥
3122 IF CWN=1 THEN FOSITION 14,7 iFRINT #&63"YES"
2125 IF CWN=0 THEN FOSITION 14,7 iFRINT +6;"NO."
3130 FOSITION 1,8:FRINT #&3"TUTOR LENCGTH.";TIME
2132 IF TIME<100 THEN FOSITION 14,8:iFRINT #63". 2"
3135 IF TIME>99 THEN FOSITION 17,8BiPRINT #63" 2%
2140 FOSITION 1,92:FRINT #4;"USE SELECT/START ?"
2150 REM »xuxxxxSELECT/STARTXRERXKKRRK
3155 FOSITION 17,1:FPRINT &63"<A"
2160 IF PEEK(53279)=5 AND CODE=1 THEN CODE=0:FOSITION 14,1:FRINT #&6;"NO.":SOUND
0,150,10,5S¢FOR I=0 TO SO0} NEXT I
3145 IF PEEK(S5327%9)=5 AND CODE=0 THEN CODE=1:FOSITION 14,1:FRINT F63"YES":SOUND
0,20,10,5:FOR I=0 TO 30INEXT I
31466 SOUND 0,0,0,0
3170 IF FEEK(S3279)=é AND CODE=1 THEN 4000
3175 IF PEEK(E3279)=4 AND CODE=0 THEN POSITION 17,13 PRlNT 43" "I1SOUND 0,30, lﬂ,u
tFOR I=0 TO 30INEXT I:COTO 2185 .
2130 GOTO 3140
3185 SOUND 0,0,0,0:FOSITION 17,2iFPRINT #63"<"
3190 IF PEEK(S3279)=5 THEN SOUND 0,20,10,5:G0OSUE 3210
3193 IF PEEK(S3279)=6 THEN Z=Z+1:!IF Z>10 THEN 2220
3200 GOTO 2190
3210 SPEED=SFEED+1!IF SFEED>»30 THEN SFEED=S
3211 RATE=INT(CAL/SFEEDX2)
3215 POSITION 15,2:FPRINT #63"."‘FOSITION 14,2:FRINT #43SFEEDIFOR I=0 TO 30:NEXT
I SOUND 0,0,0,0:RETURN
220 Z2=0! SOUND 0,30,10,5¢FPOSITION 17, 2 FRINT #43" "iFOR I=0 TO 30:NEXT I? SUUND 0
10 0,0
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3225 FOSITION 17,33FRINT #6;""
3230 - FEEN(53272)=5 THEN DELAY=DELAY+0.1:SOUND 0,30,10,5:G0SUE 3234

3232 IF FEEK(53279)=é THEN Z=Z+1:IF Z>10 THEN SOUND 0,30,10,5:GOTO 3240

3233 GOTO 3230

3234 IF DELAY>4 THEN DELAY=0

3235 FOSITION 16,3:FRINT #63"0"$FOSITION 14,3iFRINT #6;DELAYIFOR I=0 TO 30:NEXT
I:SOUND 0,0,0,0RETURN

3240 Z=0$POSITION 17,3:FRINT #63" "I{FOSITION 17,4:FRINT #6;"<"iFOR I=0 TO 30:NE
T I:SOUND 0,0,0,0

3745 IF PEEK(S0279)=5 THEN TONE=TONE+13GOSUE 3240

3250 IF PEEK(S3279)=4 THEN Z=Z+1!IF Z>10 THEN SOUND 0,30,10,5:G0OTO 3270

2255 GOTO 3245

3260 IF TONE»99 THEN TONE=10

3265 FOSITION 14,4:FRINT #¢jTONE!SOUND 0,TONE,10,10:FOK I=0 TO 10INEXT I:SOUNL
,0,0,0:RETURN

3270 Z=0:FOSITION 17,4:FRINT #63" "iFOSITION 17,S5:iFRINT #6;"<"iFOR I=0 TO 303INE
T I:SOUND 0,0,0,0

3275 IF PEEK(53279)=5 THEN RX=RX-1:GOSUE 3285 :

3280 IF PEEK(53279)=6 THEN Z=Z+1:IF Z>10 THEN SOUWD 0,30,10,5:GOTO 3350

3284 GOTO 3275

3285 IF RX<1 THEN RX=9 :

3290 FOSITION 14,5iFRINT #4jRX:SOUND 0,30,10,5iFOR I=0 TO 30:NEXT I{SOUND 0,0,0,

0

2295 IF FX=9 THEN SIGHNAL=10:QRH=0
2300 IF RX=8 THEN SIGNAL=10:QRM=1
3205 IF RX=7 THEN SIGNAL=7:QRM=2
3310 IF RX=6 THEM SIGMNAL=%:0QRM=3
3315 IF RX=5 THEN SICGNAL=C:0RM=4

2220 IF RX=4 THEN SIGHAL=7 !QRM=5

3325 IF REX=2 THEN SIGMNAL=S5:QRH=6
2220 IF RX=2 THEN SIGNAL=4:GRN=7

b |

3240 IF RX=1 THEN SIGNAL=3!QRri=7

3345 RETURN

3290 Z=0IFOSITION 17,5iFRINT #463" "IFOSITION 17,&6iFRINT #63"<"IFOR I=0 TO 303INLEX
T I:50UMD 0,0,0,0 )

3255 IF PEEK(S3279)>=5 AND CWL=1 THEN SOUMD 0,150,10,5:CGOSUE 3220

3340 IF FEEK(S2279)=5 AND CWL=0 THEN SOUND 0,30,10,5:GOSUE 2390

3345 IF PEEK(S3279)=6 THEN Z=Z+1:!IF Z>10 THEN SOUND 0,30,10,S5S:GCTO 2400

3370 GOTO 3355

3230 FOSITION 14,46 'FRINT #63"NO."ICHL=0:TYFE=10:FOR I=0 TO 30:NEXT I:SOUND 0,0,0

o |

3390 POSITION 14,46:FPRINT #6;“YE9"§CHL=1:TYPE=°6:FUR I=0 TO 30INEXT I:SOUND 0,0,0

0IRETURN

0:RETURN

2400 Z=0:FPOSITION 17,4:FRINT #4;" "I{FOSITION 17,7 {FRINT #63"<"i{FOR I=0 TO 303INEX
T I:SOUND 0,0,0,0

3405 IF FEEK(S3279%9)=5 AND CWN=1 THEN SOUND 0,150,10,5:COSUE 3430

3410 IF PEEK(S2279)=S AND CWN=0 THEN SOUWD 0,30,10,5:G0SUE 3440

341353 IF PEEK(S53279)=6 THEN Z=Z+1:IF Z>10 THEN SOUND 0,30,10,S5:G0OTO 3450
3420 GOTO 3403

N
N

3430 FOSITION 14,7 iFRINT #&43"NO.":CHUN=0:FOR I=0 TO 30:NEXT I:SOUND 0,0,0,0:RETUR

2440 POSITION 14,7 {FRINT #63"YES"!{CHUN=1:FOR I=0 TO 30:NEXT I$SOUND 0,0,0,0RETUS

GOTO 3470

3450 IF CWL=0 AND CWN=0 THEN SOUND 0,70,10,5:FOR I=0 TO 40:NEXT I:SOUND 0,0,0,0?

3455 IF CWL=1 AND CWN=1 THEN MIXED=1



1454 IF CWL<CWN OF CHL:CHUN THEN MIXED=0

31440 GOTO 3480

3470 FPOSITION 17,7 :FRINT #63" ":iGOTO 3250

3480 Z=03FPOSITION 17,7 ¢FRINT 343" "IFOSITION 17,8iFRINT #6;"<"IFOR I=0 TO 30:INEX

[ T:S0UND 0,0,0,0

3485 IF FEEh(qB”??‘ =5 THEN TIME=TIME+10:S0OUND 0,30,10,5:COSUE 3500

3490 IF PEEK(S53279)=4 THEN Z=Z+1:!IF Z>10 THEN SOUwD 0,306,10,5:G0OTO 3510

3495 GOTO 3485

3500 IF TIME>430 THEN TIME=10:FOSITION 16,8!FRINT #6&3"."

3505 FPOSITION 14,S:FRINT #463TIMEIFOR I=0 TO 1SINEXT I{SOUND 0,0,0,C:RETURN

3510 Z=0:FOSITION 17,8:FRINT $&3" "IFOSITION 17,7 FRINT %63"<"iFOR I=0 TO 30INEX

T I:SOUND 0,0,0,0

3515 IF FEEK(S3279)=5 THEN SOUND O,
3520 IF PEEK(SB”??) =4 THEN SOUND 0,30,10,5:FDR I=0 TO SO0NEXT It
TO 5000

3525 GOTO 3515

4000 REM *xxxTHE MOFSE CODEXXXEEXEEKKXK

4005 GRAFPHICS 1+14:SETCOLOR 4,4,1:SETCOLOR 0,13,10

4010 FOR D=0 TO 19:FOSITION D,0:FRINT #&6;"X"INEXT D

4015 FOR D=0 TO 19:FOSITION D,ZZ‘TRINT 63X INEXT D

70,10,5S:iFOR I=0 TO 30iNEXT I:iGOTO 3000
SOUND G,0,0,0:G0

4020 FOR D=0 TO 22'FOSITION 0,D:FRINT #&3"X"INEXT D

4025 FOR D=0 TO 22:FOSITION 19,DIFRINT F63"X" INEXT D

4030 FOSTITION 1,1 :iFRINT %63" A X- UV oxxx-=-"

4035 FOSITION 1,2:PRIHT $43" B —-¥xX W X=="

4040 FOSITION 1,3:FRINT $43" C —-%-X X —xx="

4045 POSITION 1,4:FRINT #43;" D —xX Y —-x--="

4050 POSITION 1,S:PRINT #63" E X Z —=xx"

4055 FOSITION 1,46iFRINT $63" F xx-x"

4040 FOSITION 1,7 ¢FPRINT #463" G ——X 1 ¥t

4045 FOSTTION 1,8¢FRINT #é63" H xxxx 2 ARK=———" :

4070 FOSTITION 1,9:FRINT #4:" I =xx 3 KAx=-="

4075 FOSITION 1,10:PRINT $46:" J %X=—- 4 wExx-"

4020 FOSITION 1,11:PRINT F63" K —-%x- oS OREXKEX"

4085 FOSITION 1,123PRINT #63" L x-xx & =xEXXM

4090 FOSITION 1,13:PRINT #6;" M -- 7 =—=—xyx"

4095 POSITION 1,143FRINT #63" N -X 8 ——=Xx"

4100 FOSITION 1,15iFPRINT #43" 0 ——- F ==

4105 POSITION 1,14:PRINT #463" P X——X § ~==—o "

4110 POSITION 1,17 PRINT 463" QR --%-—

4115 FOSITION 1,18iFRINT #43" R x-x"

4120 POSITION 1,19:PRINT %6" 5 xxx x = DIT"

4125 FOSITION 1,205FPRINT #63" T - - = DAH"

4130 POSITION 1,21:FRINT #6;" U xx-"

4150 IF PEEK(S3279)<>7 THEN 4200

4140 GOTO 4150 ;

4200 FOR T=0 TO S

4210 FOR V=200 TO 10 STEP -20 Z

;%22 SOUND 0,V,10,5$S0UND 1,V+1,10,5:S0UND 2,V+2,10,S:SOUND 3,V+3,10,SiNEXT VINE

4230 sSounD 0,0,0,0350UND 1,0,0,0¢50UND 2,0,0,03S0UND 3,0,0,0:CODE=0SCOTO 3000

fugthEzGTH=n:GRﬁPHICS 0: ETCDLDR 4,12,7 {SETCOLOR 2,0,0: SETLDLDR 1,0,0:FOKE 752,
R R

5010 REM xxxxxxxxxx C,S.EAFLOW XXEXEXX

S020 REM xXxxxxxxxxX C,S,EBARLOW XXXXxXXX

S030 REM x*xxxxxx*¥X C,S,EARLOW XXEXXXX

5040 REM xxxxxxxx%X C,S,EARLOW XXXEXXXX

S050 REM xxxxaxxxxX C,S5,EARLOW XXXXXXX:

90460 REM xxxzxxxxxxx C,S,EARLOW

EAXEKREX



“*

Hi- welcome to the U.K., ATARI COMFUTER OWNERS CLUE software

library
This is to be 3 forum for the exchange of proarams, ideas
and tipe (YOURS 235 well- NOT just ours !'!!)uhal we propose is

that in each issue we will present & listing of the library’s
conternts - with of course the names of relevant programmers next
to them:. To obtain a8 copy of any three of these proarams Just
send us a copy of one of Your OWN programs on a8 cassette or on
floppy disc (and include return postage !!) and we will copy
this to owur libraryg, then I will run off copies of the programs
you request (sounds like an offer you cant refuse !)

we are lookirng for any type of program, be it business,
educational or agames. Even attractive or intriguing pictures or
demo routines will pbe gladly accepted. HWHhat I would particularly
like to see is a qood flow of machine code or hybrid machine
code/BASIC programs with liehtrnina-fast routines for sound and
videa functions

: »~
So, basically, the rules of the game arei-

1) Hrite yourself 3 program

2y Chose three programs from our list

3) Send cassette or floppy disk with Yyour program + return
postage.

4) Wsit patiently behind letter box esch morning with Your
ATARI ready y A

A few wordy of warning rnow.

FLEASE dont send Your programs to me on "cheap ‘n nasty"
cassettes, 2s I may not have time to verify cassette copies of
the proqrams that 4ou requests Nor do I faney spendina my
eveninge untangling tape from the imner caverns of my casselle
drive !1!!

Frograms sent in to me must be original - no copyriant
material (I darn’t like being woken wp in the middle of the night
by 3 knock on the door !'!!)

Eelow is an example of the format that we hope to usel-

Code not Title! Typet! S/DiSize(K){ Authori

Code Noi: = A reference number assigned by me
S/D% = Gtatic or dynamic display
Type: = Game, Business, Display, Educational

EDITORS NOTE : unfortunately poor old Ron doesnt have any contributions

as this is his first issue, so if you send him something
he will send something back, sorry but this time you will
have to take pot luck.Please be generous in your donations
as we cant put up with his long face in the office much
longer and we figure the only way to make him happy. ' is to
give him some programs so that he can make a list........

Gratoom



ALL CONTRIEBUTIONSLCOMMENTS AND SOFTWARE
EXCHANGE SHOULD EE ARCRESSED TOi-
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