
VIEW FROM THE FIRST BYTE
by Stacy Goff

This has been a nice month of recovery, a pleasant
transition between the hectic activities surrounding
the ACE conference and the usual Spring rush. We
have taken advantage of this time to determine
where we are headed next, and have initiated some
new programs.
Our basic BASIC class seems to 
be going very well; over a dozen 
eager enthusiasts are rapidly 
becoming star programmers; 
well at least somewhat more 
proficient than they were! As a 
part of their weekly homework 
assignments each student is 
working on a copy of the exciting new 
game which has been only rumor for the last five
months; the ACE PILOT WWII biplane dogfight.
Now, the secret’s out! As well as being a great
educational testbed it should be a very good game
as well!

Another activity under way is the long discussed
program inventory. Those of us with disks are
discovering the advantages of ORGANIZING our
files! “What do you mean you have SIX copies of that
program and you can’t find ANY of them?” At least
with a tape system you aren’t nearly as tempted to
proliferate copies of programs; it just isn’t as easy!

SOLVED with the introduction of our new FILEINDX
program, which allows you to read the directories of
ALL your disks into one big file, and then sort on
Disk#, Program Name, Extender or Program Type,
then write the whole mess out to the printer, or save
to disk! Bravo! the lazy person’s way to keep track of
what you’ve got!

Which brings me to our next point! What this
country needs is a good, quick sort subroutine. (I
know, they’re about as scarce as a 5 cent cigar).
George Blank suggests some interesting BASIC
sorting techniques in the February Softside
magazine, but even double-parsing, shell selecting 
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turbocharged BASIC sorts are still only BASIC.

Why not a machine language sort subroutine for the
Atari? You could pass it the array to be sorted, the
sort key, sort length, record length and total number
of records; the subroutine would return upon
completion - 6 times faster! Who, oh who can help
us? Make yourself famous, have a sorting subroutine
named after yourself!

Send us a copy of your machine language sort
subroutine and we will publish it to share it with
others. Those of you who have been reading since
the beginning may remember the plea made several
issues ago for SOMEONE to write a BASIC Compiler;
my reasoning being that the main disadvantage of
BASIC (speed) could be resolved by COMPILING
(turning BASIC language into machine code) the
program once it was thoroughly debugged.

Now that Sheppardson has announced their new
Basic A+, an advanced BASIC, a perfect opportunity
is available. You see, their new BASIC has features
that regular Atari BASIC will not recognize. So as a
software developer, you can apparently only sell
your products to people who have the Basic A+
interpreter IF you take advantage of the neat new
features.

So Sheppardson should write a BASIC Compiler for
their Basic A+ interpreter. Sheppardson is the ideal
company for the job, since (guess what) they wrote
the ORIGINAL Atari BASIC! Since they have the
necessary expertise, and since the addition of a
BASIC Compiler to their line would VASTLY increase
the attractiveness of their new BASIC, I am sure that
if they consider it seriously, they’ll do it. Here’s
hoping!

Our next meeting is scheduled for Wednesday, March 11,
7:30 PM at my house. My phone is 686-8308; in addition,
sessions of our new class, basic BASIC are held the
remaining Wednesdays of the month. Call for more
information on the classes. 

The April meeting will be Wednesday, April 8th at Mike Dunn’s
house! The newsletter will be late in April because of the West
Coast Computer Faire. Have a good month!
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have them do it unless you are really handy with
close quarter soldering. Speaking of Mosaic 
(P.O. Box 748, Oregon City, Or. 97045), we don’t write
advertisements for them - it’s just that Wynn Smith
has been very helpful to the User Group’s, and is
a talented individual.
 
Anyway, after calling Wynn and telling him of my
troubles, he told me about his new 32K RAM Board
for the 400 and 800 - about to be released, it has a
special power component that keeps the heat down
to slightly more than a 16K and less than two 16K’s.
 
It features a new low-power design by Wynn,
screened by the CAT Tektronix Computer, and has
gold-plated edge connectors, 2-week burn-in period,
and 1 year guarantee. Its price is much less than 2
16K boards. I was so impressed, I ordered one!! 

Wynn is also the distributor of the new Basic A+
from Shepardson Microsystems (20395 Pacifica Dr.
Suite 108, Cupertino, Calif. 95014). 

As you may know, these are the folks that wrote the
Atari BASIC, the Assembler, etc. They now have an
expanded Disc Based STRUCTURED BASIC, with
many features such as PRINT USING, IF ...ELSE...
ENDIF, WHILE... ENDWHILE, TRACE, RENAME, and
extensive Player-Missile Commands.
 
They also have a new DOS, called CP/A, with many 
of the features of CP/M, with a built in Editor,
Assembler, Debug, etc. that interfaces with their 
new BASIC. It does not have string Arrays, but a truly
structured BASIC might not need it. It also has a
CASE command!! I hope to get a review copy and
review it more extensively in the next issue!!!

Speaking of CASE, Pat Mullarky (NMV Software
206 Northside Rd. Bellevue, Wash., 98004) has been
helpful in teaching me some of the mysteries of his
FORTH. All I can say so far is that it works as
advertised, is incredibly fast, and a very few lines of
code do a tremendous amount. He plans on
supporting it with extensions - the graphic and
floating point extensions are just about ready; the
new Atari-like Editor and DOS-compatible version
almost so. When ready, a nominal charge will get
them. 

The Forth from Quality Software has not yet
arrived; I am interested in comparing the two, and
will do so when I know enough about FORTH to do
so - maybe next issue.

Notes from the Editor

We are now in contact with Atari owners and clubs
all over the world including Hong-Kong and
Germany. Many have written in for information on
how to start a User’s club; hopefully our last issue
gave some hints and if more help is needed, please
call or write. We are exchanging programs on a
regular basis with several other clubs as well as
exchanging articles. In the interest of helping
people who don’t know the clubs in their area, this
issue will include all the clubs or individuals wanting
to start a club. We are also very fortunate in having
two new active members from out of town who
really know what they are doing who have been
willing to help us - John Allen from the Seattle
group and Ray Banister from Salem, Or.

Then there is the “Mystery Man” from Chicago,
who sends “Mail-O-Grams” with news, hints and
now programs on tape, the most recent being a
downloading program he wrote to save information
from MicroNet on discs for later viewing. His name
is Larry Hitz, and he wants to start a club in the
Chicago Area, and have his program publicized - it
is in this issue.

In our area, no one has MicroNet because of the
long distance charge; however, with Hitz’s
program, it might be feasible. One of the features
demonstrated by Mike Ward of Compuserve at
our ACE conference in Portland was the Atari
Newsletter direct from the company with many
hints, news, programs, etc., which could be saved to
use in this newsletter.

Would anyone out there be willing to write about
their experiences with MicroNet or the Source, or
even load a disc for me with the Atari News so I
could see it - would be greatly appreciated!! by me
and other readers who are unable to get MicroNet.

John Allen of Seattle has figured out several ways
to convert an 8K to 16K, and has sent me a
beautiful drawing on how to do it; it is not very easy
to do, and once you buy the chips, tools, etc. it
might be just as well to get the complete kit from
Mosaic for a few more dollars.

I tried to do what the plans said, but unfortunately, I
must have done something wrong - my board is
now dead!!! - So Beware of doing it yourself - my
advice would be to stick  with the kit that Mosaic
has or 



Dear ATARI Dealer:
Several exciting programs will occur during first quarter. We want you to know all about
them. They’re designed to bring customers into your stores so we want you to be ready.

By the end of first quarter, we will send out four major mailings to all ATARI Personal
Computer owners who have returned their warranty cards.

1.Our new product literature and our new software catalog.
2.Literature from 38 outside suppliers that offer products they claim to be

compatible with either the ATARI 400™ or 800™ Personal Computers.
3.An introductory issue of the new magazine with a $5 discount coupon to bring

them back into your store. This coupon is redeemable toward any purchase of any
personal computer system software produced by ATARI. The coupon has been
designed to be as easy as possible for you. You just: 1) fill in the name of your store
on the front, 2) write the purchaser’s name and address on the back and the
software program purchased on the back, and 3) deposit it to your bank account
like you would any check you received in your store.

4.The first issue of the new magazine presenting new products, creative uses of the
ATARI Personal Computer and information requested by users.

When you sell an ATARI product to your customers, please emphasize the importance
of returning the warranty card. That’s the only way we know who they are to send
them information and the magazine. Without their names, we can’t help you, their
dealer, as much in bringing them back to your store.

Thank you for your continued support of ATARI Personal Computer Systems. These
programs are just one more way we are supporting you, our dealers.

Sincerely,

Keith Schaefer
National Sales Manager
Computer Division
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This article will discuss assembly language as a
programming language, and will discuss the
difference between machine level and higher level
language.

First, it would be useful to discuss the general
concept of how the Atari understands programs.
When a BASIC program is typed into the computer,
it is “tokenized”, which means that it is stored in
memory as single bytes for each command, not as
text. When the program is run, the BASIC
interpreter in the Atari translates each instruction
into a series of machine language commands.

Since a program written directly in assembly
language would not need to be translated, it would
run faster than a translated program.
You can write programs with an editor, either sold
by a private software company, or with the Atari
Assembler Editor. Programs written in machine
language do not need to be translated, and
generally run much faster than higher level
programs.

The programming language FORTH is a notable
exception to the rule that higher-level languages
are slow. FORTH is a language that is very close to
assembly language, but is somewhat easier to
program in. FORTH is a good way to familiarize
yourself with machine-like languages.

If you bought your Atari to learn more about
computers, it is well worth buying either an
assembler or FORTH. It will expand your
                    understanding of computers and 
                     probably improve programming 
                                             abilities. All assembly 
                                               language programs are 
                                               compatible, so do not 
                                               feel tied to the Atari 
                                              assembler-editor. Not all 
                                              FORTHs are compatible, 
                                             but they are similar 

enough to make conversion easy.

NEXT - Atari’s Assembler/editor
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In our Newsletter, a lot of space has been devoted to
the FORTH language, and perhaps we should explain
why. Our local membership is composed almost
entirely of beginners who have had no previous
exposure to computer language. Several of us have
learned BASIC and are now interested in expanding
our horizons. The choice is to learn Assembly
Language or FORTH. 

FORTH seems to be easier to learn and more
versatile - it at least makes some sense. As a
complete novice in Forth, I want to share our trials
and tribulations of learning this language. It is a
structured, stack-orientated, threaded language.
Items are placed in a stack; you define what you want
your program to do.

Your definitions can be in either Forth or in
Assembly Language. Each line is compiled when
written, so when executed, the program approaches
the speed of Assembly Language.

The threadedness refers to the fact that the
definitions are stacked on each other and linked
together. I am nowhere near the point in which I can
write anything, but in copying programs, it is amazing
how little code needs to be typed in to accomplish a
lot. Very little memory is used. FORTH is freely
transportable from machine to machine - the only
differences are machine dependent functions, such
as graphics, or Assembly Language definitions for a
different processor.

We have been in contact with the FORTH Interest
Group (FIG) P.O. Box 1105 San Carlos, Ca. 94070, a
non-profit group that provides information and help
for FORTH users, as well as several Atari and non-
Atari FORTH users we have found. I have Pat
Mullarky’s version of fig-FORTH, another club
member in Eugene has ordered the Quality
Software version; we hope to learn together, and to
have some of the experts we have contacted write
more articles for us. Anyone out there who would like
to do so, or who have FORTH programs that we could
publish, please let me know - any help would be
appreciated greatly.

The standard reference book for learning FORTH is
“Using Forth” by the company that started it all,
Forth, Inc., but I found a new book by Ting, Systems
Guide to fig-Forth to be more helpful. Both are
available from “fig” by phone or mail order.

Boston Atari Club

Assembly Language article 3
 By Paul Hoffman

FORTH
 By M.R. Dunn, Editor



10 REM 'D:DUMPMEM2.BAS' - By Ray C.
Bannister 11/17/80
50 POKE 82,0:POKE 83,39:REM LEFT/RT
MARGIN
70 PRINT ""
80 PRINT CHR$(125)
90 DIM
H$(32),X$(48),M$(4),N$(1),ADDR$(4),A$(1
6):A$="0123456789ABCDEF"
100 PRINT "BEGINNING Addr to list (Hex)
";:INPUT ADDR$:M$=ADDR$:GOSUB
2000:ADDR=M
105 IF ADDR$<>"" THEN 110
107 FOR I=0 TO 255:PRINT " ";:PRINT
CHR$(I);:NEXT I:END
110 IF M=99999 THEN PRINT "NOT HEX. TRY
AGAIN!":GOTO 100
130 IF LEN(ADDR$)<4 THEN
M$="0":M$(2)=ADDR$:ADDR$=M$:GOTO 130
190 IF M=99999 THEN PRINT "NOT HEX. TRY
AGAIN":GOTO 100
200 PRINT "and ENDING Addr to list
(Hex)";:INPUT M$:GOSUB 2000:ADDREND=M
210 IF M=99999 THEN PRINT "NOT HEX. TRY
AGAIN!":GOTO 200
250 IF ADDREND<ADDR THEN END
275 H$="":X$=""
300 LNTH=16:IF ADDREND-ADDR<16 THEN
LNTH=ADDREND-ADDR+1
400 FOR I=1 TO LNTH
500 X=PEEK(ADDR+I-1)
510 Y=INT(X/16):Z=X-16*Y
520 X$(LEN(X$)+1)=" "
530 IF X=155 THEN
X$(LEN(X$)+1)="Rn":GOTO 600:REM Use
"Rn" for RETURN Key
540 X$(LEN(X$)+1)=CHR$(X)
590 X$(LEN(X$)+1)=" "
600 H$(LEN(H$)+1)=A$(Y+1,Y+1)
700 H$(LEN(H$)+1)=A$(Z+1,Z+1)
800 NEXT I
810 IF LEN(H$)=32 THEN 900
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The following program is one of many utilities
that our newest member from Salem has written.

It dumps the memory, using the special graphic
characters as ASC hex equivalents, as you
sometimes see in machine language strings
mixed with BASIC programs. - ed.

MEMORY DUMP
 By Ray Bannister

820 FOR I=1 TO 32-
LEN(H$):H$(LEN(H$)+1)=" ":NEXT I
900 PRINT ADDR$;"
";CHR$(ASC(H$)+128);CHR$(ASC(H$(2))+128
);H$(3,8);
902 PRINT
CHR$(ASC(H$(9))+128);CHR$(ASC(H$(10))+1
28);H$(11,16);
904 PRINT
CHR$(ASC(H$(17))+128);CHR$(ASC(H$(18))+
128);H$(19,24);
906 PRINT
CHR$(ASC(H$(25))+128);CHR$(ASC(H$(26))+
128);H$(27,32)
908 PRINT "(";X$;")"
910 ADDR$(3,3)=CHR$(ASC(ADDR$(3))+1)
930 IF ADDR$(3,3)>"F" THEN
ADDR$(2,2)=CHR$(ASC(ADDR$(2))+1):ADDR$(
3,3)="0"
932 IF ADDR$(3,3)=":" THEN
ADDR$(3,3)="A"
940 IF ADDR$(2,2)>"F" THEN
ADDR$(1,1)=CHR$(ASC(ADDR$)+1):ADDR$(2,2
)="0"
942 IF ADDR$(2,2)=":" THEN
ADDR$(2,2)="A"
950 IF ADDR$(1,1)=":" THEN
ADDR$(1,1)="A"
990 ADDR=ADDR+LNTH
1000 GOTO 250
2000 IF M$="" THEN M=99999:RETURN
2050 M=0:FOR I=1 TO LEN(M$):N$=M$(I,I)
2100 IF N$<"0" OR N$>"F" OR (N$>"9" AND
N$<"A") THEN M=99999:POP :RETURN
2200 IF N$<"A" THEN 2400
2300 M=M*16+ASC(M$(I))-ASC("A")+10
2350 GOTO 2500
2400 M=M*16+ASC(M$(I))-ASC("0")
2500 NEXT I
2600 RETURN

Editor’s Note: Things to Try
Press RETURN at the first address prompt to print the
Atari character set.

Try dumping 0600 to 060F. If you see zeroes and
hearts, that is normal. Character 0 displays as a heart.

Want a quick test? Type:
FOR I=0 TO 15:POKE 1536+I,65+I:NEXT I

Then dump 0600 to 060F again. 
You should see A through P.



So you don’t have the music composer cartridge!
You can still have music on your Atari by writing in
BASIC. One method is shown in the Atari BASIC
Book on Pages 305 to 310. This method uses
subroutines for the timing of notes and is very
costly memory-wise.

A much better method is found in the BASIC
Reference Manual on Page 58. A modification of
this method (Data Statements) will use less
memory and will allow the sustaining of 1 or more
notes while changing others.

In line 40 on the listing for the “Theme From
Starwars”, S is the amount of time that all the notes
in that Data line are sustained. Generally, S equals
1 which is a Quarter Note. Any adjustments in
timing are made from that base. For example, a half
note could be S=2 such as on line 165 or S=1 twice
such as on lines 110 and 112. In this case, notes 81,
108, and 128 are being played as 2 quarter notes
without a break or rest and therefore sound like a
half-note. Meanwhile, N3 changes from 162 to 173.

The notes on lines 100, 102, and 104 are all the
same and of very short duration. In order to make
them sound like three very short notes it is
necessary to add lines 101, 103, and 105 showing
0,0,0,0. With no value for S, the break is just long
enough for the computer to read and make the
proper sound.

Line 25 is in the program only to help catch errors in
notes or timing. After your program is running, this
line can be deleted. If it is deleted, then it will be
necessary to adjust the multiplier of S on line 40
since the music will play considerably faster. The
same is true if you add graphics to your program.
The higher the value of the multiplier of S, the
slower your music will play.

For ease in demonstration, I have used a separate
data line for each note or series of notes/chords but
with practice, usually a whole measure can be put
on one data line.

You will find in doing your own music that it will
occasionally be necessary to transpose some notes
in the base clef since the Atari will only go one
octave below middle C. It sure would be nice to have
another octave lower (are you listening, Atari?).

P.S. you have to be able to read music.

MUSIC WITHOUT THE 
COMPOSER CARTRIDGE

see STARWARS by Aaron Ness - ed. STARWARS

1 GRAPHICS 2+16
2 ? #6;" STAR WARS THEME"
3 ? #6;" BY JOHN WILLIAMS"
4 REM ARR. BY AARON NESS
8 FOR W=1 TO 500:NEXT W
9 GRAPHICS 0
10 READ S,N0,N1,N2,N3
20 IF N0=-1 THEN END
25 ? S;"|";N0;"|";N1;"|";N2;"|";N3
30 SOUND 0,N0,10,4:SOUND 1,N1,10,4
35 SOUND 2,N2,10,4:SOUND 3,N3,10,4
40 FOR X=1 TO S*150:NEXT X:GOTO 10
100 DATA .3,108,0,0,0
101 DATA 0,0,0,0,0
102 DATA .3,108,0,0,0
104 DATA 0,0,0,0,0
105 DATA .2,108,0,0,0
110 DATA 1,81,108,128,162
111 DATA 1,81,108,128,173
114 DATA 1,53,64,81,193
116 DATA 1,53,64,81,217
120 DATA .3,60,81,96,243
122 DATA .3,64,81,96,243
124 DATA .2,72,81,96,243
125 DATA 1,40,53,64,128
128 DATA 1,40,53,64,144
129 DATA 1,53,64,81,162
140 DATA .3,60,81,96,243
141 DATA .3,64,81,96,243
144 DATA .2,72,81,96,243
145 DATA 1,40,53,64,128
148 DATA 1,40,53,64,144
149 DATA 1,53,64,81,162
160 DATA .3,60,72,91,182
161 DATA .3,64,72,91,182
164 DATA .3,60,72,91,182
165 DATA 2,72,85,108,217
168 DATA .6,108,0,0,0
169 DATA 0,0,0,0,0
172 DATA .3,108,0,0,0
173 DATA 0,0,0,0,0
180 DATA 1,81,108,128,162
181 DATA 1,81,108,128,173
184 DATA 1,53,64,81,193
185 DATA 1,53,64,81,217
190 DATA .3,60,81,96,243
191 DATA .3,64,81,96,243
194 DATA .2,72,81,96,243

6

by Ray Bannister
arranged by

Aaron Ness - age 14
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196 DATA 1,40,53,64,128

198 DATA 1,40,53,64,144

199 DATA 1,53,64,81,162

210 DATA .3,60,81,96,243

211 DATA .3,64,81,96,243

214 DATA .2,72,81,96,243

215 DATA 1,40,53,64,128

218 DATA 1,40,53,64,144

219 DATA 1,53,64,81,162

230 DATA .3,60,72,91,182

231 DATA .3,64,72,91,182

234 DATA .3,60,72,91,182

235 DATA 1,72,85,108,217

236 DATA .6,108,0,0,0

237 DATA 0,0,0,0,0

238 DATA .3,108,0,0,0

250 DATA 1.5,96,121,162,0

251 DATA 0,0,0,0,0

252 DATA .5,96,0,0,217

254 DATA .5,60,81,96,217

255 DATA .5,64,81,96,217

258 DATA .5,72,81,96,217

259 DATA .5,81,81,96,217

270 DATA .3,81,96,0,217

271 DATA .3,72,96,0,217

274 DATA .3,64,96,0,217

275 DATA 1,72,0,0,217

278 DATA .25,96,0,0,217

279 DATA 1,85,108,144,217

282 DATA .6,108,0,0,0

283 DATA 0,0,0,0,0

284 DATA .3,108,0,0,0

290 DATA 1.5,96,121,162,217

291 DATA 0,0,0,0,0

292 DATA .5,96,121,162,217

294 DATA .5,60,81,121,217

295 DATA .5,64,81,121,217

298 DATA .5,72,81,121,217

299 DATA .5,0,81,121,217

310 DATA .75,53,68,91,136

311 DATA .25,72,0,0,0

314 DATA 2,72,85,108,217

315 DATA .6,108,0,0,0

318 DATA 0,0,0,0,0

319 DATA .3,108,0,0,0

320 DATA 1.5,96,121,162,0

321 DATA 0,0,0,0,0

322 DATA .5,96,0,0,217

324 DATA .5,60,81,96,0

325 DATA .5,64,81,96,0

328 DATA .5,72,81,96,217

329 DATA .5,0,81,96,0

340 DATA .3,81,96,121,217

341 DATA .3,72,96,121,0

344 DATA .3,64,96,121,0

345 DATA .6,72,96,121,217

348 DATA .3,0,96,0,0

349 DATA 1,85,0,0,0

352 DATA .6,53,0,0,217

353 DATA 0,0,0,0,0

354 DATA .3,53,0,0,0

360 DATA .6,40,50,60,81

361 DATA .3,45,60,81,128

364 DATA .6,50,60,81,243

365 DATA .3,53,0,81,217

368 DATA .6,60,0,81,204

369 DATA .3,68,0,0,182

372 DATA .6,72,0,0,162

373 DATA .3,81,0,0,144

380 DATA 1,53,0,0,0

381 DATA .1,72,85,121,217

384 DATA 0,0,0,0,0

385 DATA .1,72,85,121,217

386 DATA 0,0,0,0,0

387 DATA .1,72,85,121,217

388 DATA 0,0,0,0,0

389 DATA .5,72,85,121,217

390 DATA .3,0,0,108,0

391 DATA 0,0,0,0,0

392 DATA .3,0,0,108,0

393 DATA 0,0,0,0,0

394 DATA .3,0,0,108,0

395 DATA 0,0,0,0,0

400 DATA 1,81,108,128,162

401 DATA 1,81,108,128,173

404 DATA 1,53,64,81,193

405 DATA 1,53,64,81,217

410 DATA .3,60,81,96,243

411 DATA .3,64,81,96,243

414 DATA .2,72,81,96,243

415 DATA 1,40,53,64,128

418 DATA 1,40,53,64,144

419 DATA 1,53,64,81,162

430 DATA .3,60,81,96,243

431 DATA .3,64,81,96,243

434 DATA .2,72,81,96,243

435 DATA 1,40,53,64,128

438 DATA 1,40,53,64,144

439 DATA 1,53,64,81,162

STARWARS
450 DATA .3,60,72,91,182

451 DATA .3,64,72,91,182

454 DATA .3,60,72,91,182

455 DATA 2,72,85,108,217

456 DATA .6,108,0,0,0

457 DATA 0,0,0,0,0

458 DATA .3,108,0,0,0

462 DATA 0,0,0,0,0

470 DATA 1,81,108,128,162

471 DATA 1,81,108,128,173

474 DATA 1,53,64,81,193

475 DATA 1,53,64,81,217

480 DATA .3,60,81,96,243

481 DATA .3,64,81,96,243

484 DATA .2,72,81,96,243

485 DATA 1,40,53,64,128

488 DATA 1,40,53,64,144

489 DATA 1,53,64,81,162

500 DATA .3,60,81,96,243

501 DATA .3,64,81,96,243

504 DATA .2,72,81,96,243

505 DATA 1,40,53,64,128

508 DATA 1,40,53,64,144

509 DATA 1,53,64,81,162

520 DATA .3,60,72,91,182

521 DATA .3,64,72,91,182

524 DATA .3,60,72,91,182

525 DATA 2,72,85,108,217

528 DATA 1,53,108,217,0

530 DATA .5,0,0,0,217

540 DATA 1,40,53,64,162

542 DATA 1,40,53,64,173

544 DATA 1,40,53,64,193

546 DATA 1,40,53,64,217

550 DATA 1,40,53,64,243

552 DATA 1,40,53,64,217

554 DATA 1,40,53,64,193

556 DATA 1,40,53,64,173

558 DATA 2,40,53,64,162

559 DATA 0,0,0,0,0

560 DATA .1,40,53,64,162

561 DATA 0,0,0,0,0

562 DATA .1,40,53,64,162

563 DATA 0,0,0,0,0

564 DATA .1,40,53,64,162

565 DATA 0,0,0,0,0

566 DATA 1.7,40,53,64,162

600 DATA 0,-1,0,0,0

THE MARCH ISSUE OF INTERFACE AGE HAS TWO ARTICLES ON 
OTHER WAYS TO WRITE MUSIC WITH ATARI BASIC. - ed.

https://archive.org/details/InterfaceAge198103/page/n63/mode/1up
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No self-respecting newsletter is without a serial
program, it seems, so ACE NEWS presents
FILEINDX, a multiple part program designed to blur
your vision, give us something to write about for
the next several months, AND actually provide
some constructive results!

FILEINDX is a working program (I know, they all say
that) that allows you to load ALL your disk
directories into memory, sort them, and save them,
print them, or whatever you want to do with them.

The program allows you to provide a code with each
index to indicate whether it is a game, demo, or
whatever, and stores off the program (or file) name,
extender, # sectors, disk#, and code, all in a
compact 20-character record. This is an IN
MEMORY file system, as opposed to a DISK ACCESS
system. In that respect it is similar to the Softside
Database or to Atari’s Mailing List program.

For those of you who look down your noses at IN
MEMORY systems, I’m afraid you’ll have to wait for
FLEXFILE, our flexible file generating system, which
uses multiple indices and Note/Point access to
records. The program requires at least a 24K (32K if
you use old Dos) disk system, and you can handle
more indexes than you know what to do with if you
use 40K (Although the sort will kill you!).

Our intention is to print half the program this
month (It DOES work; I just tried it again) and half
next month; then we will correct errors for the next
few months (just kidding!). For those who cannot
stand to type it all in, don’t despair; within a month
we will have our exchange library complete and
ready for action.

Some notes on the program: that funny character }
is entered by hitting escape, then control and clear;
the up arrows are necessary in order to have
correct screen formatting. All print statements
should be entered using the inverted (Atari
symbol) key, except the following: 700, 770, 1320,
1540, 1550, and 1850, 1860 thru 1940 use the
inverse key for the function code only. Finally, the
file type codes I have set up (which won’t appear
until next month) are: F datafile; U utility;

8 REM * * * * * * * * * * * * * * * *
10 REM FILEINDX - AN INDEX TO DISK
12 REM FILES, WITH OPTIONS TO SORT,
14 REM SAVE TO DISK, LOAD BACK FROM
20 REM DISK, DISPLAY OR PRINT. IN-
22 REM PUT IS FROM DISK DIRECTORIES.
24 REM USES D:PROGINDX.DAT TO SAVE.
30 REM >COPYRIGHT FEBRUARY 1981 BY
32 REM STACY GOFF, OF THE EUGENE
34 REM ATARI COMPUTER ENTHUSIASTS.<
36 REM * * * * * * * * * * * * * * *
40 DIM FILE$(30),D$(5):D$="D:":D=1
50 DIM AREA$(20*300),SAV$(20):REM CHANGE
AREA FROM 300 TO DESIRED MAX SIZE
60 GOTO 1790
70 REM * * * * * * * * * * * * * *
80 REM     SOUND SUBROUTINE
90 REM * * * * * * * * * * * * * *
100 TONE=14:GOTO 130:REM PROMPT TONE
110 TONE=2:GOTO 130:REM ATTEN TONE
120 TONE=4:REM DANGER TONE
130 FOR Z=1 TO 30:SOUND
0,10,TONE,12:NEXT Z
140 FOR Z=39 TO 1 STEP -1:SOUND
0,10,TONE,Z/3:NEXT Z
150 SOUND 0,0,0,0:RETURN
155 ? CHR$(125);" NO RECORDS IN MEMORY
":GOSUB 120
156 FOR X=1 TO 500:NEXT X:GOTO 1790
160 REM
500 REM * * * * * * * * * * * * * *
510 REM ROUTINE TO ADD RECORDS
520 REM * * * * * * * * * * * * * *
530 ? CHR$(125);" DO YOU WISH TO ENTER A
FILE"
540 ? " TYPE CODE? (Y OR N)";:GOSUB 100
550 TRAP 530:INPUT D$
560 IF D$="Y" THEN PSW=1
570 ? "(UP1)ENTER 'END' OR INSERT NEXT "
580 ? "(UP2)DISK AND ENTER NUMBER "
590 TRAP 580:GOSUB 100
600 INPUT D$:IF LEN(D$)<>1 THEN 610

FILEINDX - MIRACLE CURE FOR ALL PROBLEMS
B business; T tricks; G games; M music and D demo.
You may use these codes, or invent your own and
code them into the program next month. One
interesting feature you will enjoy is the use of
different sounds for prompts; have fun with it, and
let us know if you have any suggestions for changes
or improvement!
 
by Stacy Goff



605 D$(3,3)=D$(1,1):D$(1,2)="00"
610 IF LEN(D$)<>2 THEN 620
615 D$(2,3)=D$(1,2):D$(1,1)="0"
620 IF D$="END" THEN GOTO 820
630 DISKS=DISKS+1:TRAP 780
640 FILE$="D": FILE$(2)=STR$(D):
FILE$(3)=":*.*":OPEN #1,6,0,FILE$
650 INPUT #1;FILE$: ? FILE$,:IF PSW=0
THEN ?
660 IF FILE$(5,9)="FREE " THEN GOTO 780
670 IF FILE$(3,6)="DOS " OR
FILE$(3,6)="DUP " THEN GOTO 760
680 IF FILE$(3,7)="MENU " THEN GOTO 760
690 IF PSW=0 THEN GOTO 710
700 TRAP 40000:? "PROGRAM TYPE";:INPUT
SAV$
710 FILE$(18,20)=", ":FILE$(19,19)=SAV$
720 COUNT=COUNT+1
730 LOC=COUNT*20-19:AREA$(LOC,LOC+2)=D$
740 AREA$(LOC+3,LOC+19)=FILE$(3,19)
750 AREA$(LOC+14,LOC+14)=",":GOTO 650
760 IF PSW=0 THEN 650
770 ? "**BYPASSED**":GOTO 650
780 ?:? " END OF DIRECTORY, THIS DISK "
785 ? "TOTAL RECORDS IS NOW ";COUNT:?
790 GOSUB 110
800 FOR X=1 TO 200:NEXT X
810 CLOSE #1:GOTO 580
820 REM END OF FILE:
830 ?:? " RECORDS ADDED: ";COUNT
840 ? " DISKS INPUT: ";DISKS
850 GOSUB 110
860 PSW=0:FOR X=1 TO 500:NEXT X:GOTO 1790
870 REM
1270 REM * * * * * * * * * * * * * *
1280 REM SAVE TO DISK FILE
1290 REM * * * * * * * * * * * * * *
1300 IF COUNT=0 THEN GOTO 155:REM NO
RECORDS TO OUTPUT
1310 TRAP 1390:OPEN
#2,9,0,"D:PROGINDX.DAT"
1320 ? "}TYPE Y IF YOU WANT TO ADD ALL
RECORDS IN MEMORY TO FILE (CAUTION; MAY
RESULT IN DUPLICATES)"
1330 GOSUB 120
1340 INPUT D$:IF D$<>"Y" THEN CLOSE
#2:GOTO 1790
1350 FOR X=1 TO COUNT
1360 FILE$(1,20)=AREA$(X*20-19,X*20)
1370 PRINT #2;FILE$:NEXT X
1380 CLOSE #2:GOTO 1790
1390 IF PEEK(195)=170 THEN 1430
1400 IF PEEK(195)=129 THEN 1430
1410 ? "} I’M REAL CONFUSED! ":GOSUB 120

MORE FILEINDX
1420 CLOSE #2:FOR X=1 TO 500:NEXT X:GOTO
1790
1430 CLOSE #2:OPEN
#2,8,0,"D:PROGINDX.DAT"
1440 GOTO 1350
1450 REM * * * * * * * * * * * * * *
1460 REM LOAD INDEX FROM DISK
1470 REM * * * * * * * * * * * * * *
1480 TRAP 1580:OPEN
#2,4,0,"D:PROGINDX.DAT"
1490 INPUT #2;FILE$:D$(1,1)=FILE$
1500 TRAP 1610:SETCOLOR 2,RND(0)*9,0
1510 ? "}(DOWN) ACE INDEX TO PROGRAMS "
1520 ? "DISK# PROG.NAME XTEN SIZE"
1530 INPUT #2;FILE$:COUNT=COUNT+1
1540 ? " ";FILE$(1,3);"  ";FILE$(4,11) ;"
";FILE$(12,14);
1550 ? " ";FILE$(16,18);"";FILE$(20,20)
1560 AREA$(COUNT*20-19,COUNT*20)=FILE$
1570 GOTO 1530
1580 TRAP 40000:CLOSE #2:? "}(DOWNx2)FILE
NOT FOUND "
1590 GOSUB 120
1600 FOR X=1 TO 500:NEXT X:GOTO 1790
1610 IF PEEK(195)<>136 THEN GOTO 1410
1620 ? ," END OF FILE REACHED "
1630 GOSUB 110
1640 ?:? "HIT RETURN WHEN READY":INPUT D$
1650 CLOSE #2:GOTO 1790
1660 REM
1790 REM * * * * * * * * * * * * * *
1800 REM TRAFFIC COP ROUTINE
1810 REM * * * * * * * * * * * * * *
1820 SETCOLOR 2,RND(0)*9,0
1830 ? "}(DOWNx1)";"EUGENE ACE’s  "
1840 ? ,"PROGRAM INVENTORY (DOWNx1)"
1850 ? "WHICH ACTION DO YOU WISH TO
PERFORM?"
1860 ? "ENTER: L TO LOAD INDEX FROM DISK"
1870 ? ,"A TO ADD RECORDS"
1910 ? ,"SA TO SAVE INDEXes TO DISK"
1930 ? ,"Z TO 'ZIP' MEMORY"
1940 ? ,"E TO EXIT PROGRAM"
1950 GOSUB 100
1960 INPUT D$
1970 IF D$="A" THEN GOTO 510
1990 IF D$="SA" THEN GOTO 1280
2000 IF D$="L" THEN GOTO 1450
2040 IF D$="Z" THEN GOTO 2070
2050 IF D$="E" THEN GOTO 2090
2060 GOTO 1790
2070 GOSUB 120
2080 RUN
2090 GOSUB 120
2100 GRAPHICS 0:END

9
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The following program, taken from the newsletter
of the Dallas, Texas Atari user group,
demonstrates use of graphics mode 11. Although
the patterns are nothing really new, check out the
number of different colors on the screen at the
same time! 

I never even knew graphics 11 existed, did you?
Note that the screen resolution is 80x192; the
horizontal resolution of graphics 5 with the vertical
resolution of graphics 8! Who knows what
additional secrets the Atari contains?

5 REM .* * * * * * * * * * * * * * *
6 REM .*
7 REM .* GRAPHICS 11 DEMO: HOW
8 REM .* MANY COLORS DO YOU SEE?
9 REM .*
10 REM * WRITTEN BY RON HUNTER,
11 REM * OF THE ATARI USER GROUP
12 REM * OF DALLAS, TEXAS
13 REM *
14 REM * * * * * * * * * * * * * * *
15 GRAPHICS 11
20 SETCOLOR 2,0,0:COLOR 1
25 SETCOLOR 4,0,0
30 X=INT(RND(0)*79):Y=INT(RND(0)*191)
31 A=INT(RND(0)*79):B=INT(RND(0)*191)
32 Z=3
33 Q=RND(0)*10:IF Q>5 THEN Z=-3
35 TRAP 100
40 PLOT X,Y
50 DRAWTO A,B
80 A=A+Z:B=B+Z
90 GOTO 40
100 COLOR RND(0)*16
105 STP=STP+1:IF STP>20 THEN STP=0:GOTO
15
107 X=A-Z:Y=B-Z:GOTO 31

GRAPHICS 11 DEMO PROGRAM
to disengage the BREAK key - as outlined in Feb.
COMPUTE, POKE 16,64:POKE 53774,64 - each time
you change graphic modes, push RESET or open the
editor, etc, the break key enables again so make
sure it is where you want it.
- ed.

POKES AND PEEKS

DOS II will only address 2 disc drives unless you
POKE it for 4 - first POKE 1802,15 then write DOS
- see below - that DOS will then always address 4
drives. 

The DOS II comes with write and read verify - to
make it faster and eliminate the verify, POKE
1913,80, type DOS then “H”. To restore the verify
POKE 1913,87 and rewrite the DOS.

     note from editor - The following review is about 
     an Adventure written by a mysterious person 
     known only as “Max of Cls Ulum”. According to 
     folklore, this talented individual wrote this disc-
     based program, and gave it to a computer store 
     in Seattle, saying only they were to give it to 
     anyone they like.
 
    ADVENTURE - review by Brian Dunn, age 11
    For those of you that have played or have the
    disk “Adventure”, you have to think before each 
    move, that is if you want to stay alive! As far as
I know, I am the only person who has gotten out 
of the forest, although I haven’t found the
treasure. Here are some helpful hints I use:

Hint #1: Look down a lot! You can find the
following: Swords, keys, worms, potions, ropes,
monsters!!

Hint #2: The only way to kill a monster is to type in
“use potion”

Hint #3: Look up a lot - you can find things there
too.

Hint #4: Play it a couple of times. It’s random of
what you find but everything is always in the same
place.

Happy hunting or dying!! (fiendish laugh). If you
find the treasure of if you can get out of
Adventure-land, please contact either me or my
Dad - Good luck!! - Brian Dunn

Brian’s highest score in Space Invader’s is
6614 - can you beat that - ??? Let us know.

KID
S CO

RN
ER

THIS IS A LARGER ISSUE, BECAUSE THE 
NEXT ISSUE WILL BE LATE.

Stacy Goff And Mike Dunn Are Going To The San Francisco Computer
Faire April 3,4, And 5. We Also Hope To Spend April 2 At The Atari
Company In Sunnyvale, Both To Learn And To Help Earl Rice, The New
Atari User's Group Coordinator Set Up The Atari User's Group Package
And Support Systems.

Meeting At Stacy's Mar. 11 And Mike's Apr. 8
(Please Send Or Bring Money)

Next Issue Will Cover The Above Events-About The Middle Or End
Of April. The Bay Area User's Group Will Have A Booth - See You There.
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by Larry Hitz

This program was sent to us on a tape from Larry in
Chicago. It loads a program from MicroNet, etc.,
right on the disc to save time and money; the list is
then read or printed. None of us have a Modem
yet, so I don’t know how well it works. I presume
you would read the disc by using the Copy
command of DOS, and copy to the Screen, the
Editor, or to your Printer.

0 TRAP 2000
5 GOSUB 5000
10 DIM A$(1)
11 Y=ADR(A$)+20:X=1:FULL=FRE(0)-100
12 OPEN #1,4,0,"K":OPEN #2,13,0,"R:"
28 XIO 40,#2,0,0,"R:"
50 STATUS #2,Z:IF PEEK(747) THEN GET
#2,N:IF N>31 THEN ? CHR$(N);:POKE
Y+X,N:X=X+1:GOTO 50
55 IF PEEK(764)<>255 THEN GET #1,N:PUT
#2,N:GOTO 50
60 IF PEEK(53279)=3 OR X>FULL THEN 1100
70 IF PEEK(53279)=6 THEN ?:? "START":X=1
100 GOTO 50
1100 CLOSE #2:CLOSE #1
1150 ?:? "SAVING MESSAGES TO DISK"
1200 TRAP 1250:OPEN
#4,9,0,"D:MODEM.TXT":GOTO 1300
1250 TRAP 1275:CLOSE #4:OPEN
#4,8,0,"D:MODEM.TXT":GOTO 1300
1275 CLOSE #4:?:?:? "UNABLE TO SAVE
MESSAGES":?:? " PLEASE CHECK DRIVE 1??"
1277 ? "TRY ANOTHER FORMATTED DISK??"
1280 ? " HIT <RETURN> TO TRY AGAIN!"
1290 OPEN #1,4,0,"K:":GET #1,Z:CLOSE
#1:GOTO 1150
1300 FOR T=1 TO X-1:N=PEEK(Y+T):?
CHR$(N);:PUT #4,N:NEXT T:CLOSE #4
1400 ?:? "RETURNING TO MODEM ":GOTO 12
2000 ? "}850 INTERFACE NOT
BOOTED...":END
5000 ? "}"
5010 ? "MODEM/DISK PROGRAM 2/1/81"
5030 ? "Larry Hitz"
5040 ? "15 Mohawk Drive"
5050 ? "Clarendon Hills, Il. 60514"
5100 ?:? "Be sure you have a disk in
DRIVE 1."
5200 ?:? "To start saving text into
memory"
5210 ? " hit <START>. Each time START
is"

MODEM TO DISC
5220 ? "pressed-memory is CLEARED."
5300 ?:? "To save memory to disk"
5310 ? "hit <OPTION>. Program
automatically"
5320 ? "appends to a current file or it
will"
5330 ? "create a new file."
5340 ?:? "The saved text filename is
<MODEM.TXT>"
5350 ? "Program saves memory
automatically"
5360 ? "when FULL without pressing
OPTION"
5370 ? "then returns to MODEM."
5400 ? " MODEM IS NOW RUNNING FULL
DUPLEX"
6000 RETURN

Our club is now looking into getting Modems - the
Atari Connection or the RS232 Microconnection
by Microperipheral (2643 151 Place N.E.
Redmond, Wash. 98052) seems like a winner on
paper. It connects directly to your phone jack,
interfaces directly to the Atari with or without the
Atari interface, and downloads directly to a printer
or cassette.
 
Several of us may get one and use it mainly for
program exchange with our many friends around
the country. Anyone having experience with this
modem or programs they would like to share,
please let us know. Our exchange chairman, E.J.
Knoll, 4480 Pinecrest, Eugene, Or. 97405 503-343-
5191, is trying to organize our library - anyone
interested in this contact him for information.

OTHER A.C.E. GROUP CONTACTS
RICHARD HIATT
5333 BALTIMORE DRIVE #39
LA MESA,, CA 92141
 
FOOTHILL COL. ATARI USERS GRP*
12345 EL MONTE ROAD
LOS ALTOS HILLS, CA 94022
 
ROBIN SHEPER
5425 JIGGER DR
SOQUEL, CA 95073
 
STARFLEET ’
8833 ZEPHYR ST.
ARVADA, CO 80005
 
LARRY HITZ
15 MOHAWK DRIVE
CLARENDON HILLS, IL 60514

PAUL HOFFMAN
48 NORFOLK ST.
CAMBRIDGE, MA 02139
 
BRUCE FRAYER
3025 LINCOLN BLVD
CLEVELAND, OH 44118
 
MARK E. BISHOP
2123 JOPLIN ST,,S.
SALEM, OR 97302
 
DAVID MANN
5451 MISSION
HOUSTON, TX 77096
 
PHIL SHAFER
3708 BIG HORN TRAIL
PLANO, TX 75075
 
JOHN C. ALLEN
3428 GLACIER PEAK AV
EVERETT, WA 98204
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	VIEW FROM THE FIRST BYTE by Stacy Goff
	This has been a nice month of recovery, a pleasant transition between the hectic activities surrounding the ACE conference and the usual Spring rush. We have taken advantage of this time to determine where we are headed next, and have initiated some new programs.
	Our basic BASIC class seems to  be going very well; over a dozen  eager enthusiasts are rapidly  becoming star programmers;  well at least somewhat more  proficient than they were! As a  part of their weekly homework  assignments each student is  working on a copy of the exciting new  game which has been only rumor for the last five months; the ACE PILOT WWII biplane dogfight. Now, the secret’s out! As well as being a great educational testbed it should be a very good game as well!
	Another activity under way is the long discussed program inventory. Those of us with disks are discovering the advantages of ORGANIZING our files! “What do you mean you have SIX copies of that program and you can’t find ANY of them?” At least with a tape system you aren’t nearly as tempted to proliferate copies of programs; it just isn’t as easy!
	SOLVED with the introduction of our new FILEINDX program, which allows you to read the directories of ALL your disks into one big file, and then sort on Disk#, Program Name, Extender or Program Type, then write the whole mess out to the printer, or save to disk! Bravo! the lazy person’s way to keep track of what you’ve got!
	Which brings me to our next point! What this country needs is a good, quick sort subroutine. (I know, they’re about as scarce as a 5 cent cigar). George Blank suggests some interesting BASIC sorting techniques in the February Softside  magazine, but even double-parsing, shell selecting
	turbocharged BASIC sorts are still only BASIC.
	Why not a machine language sort subroutine for the Atari? You could pass it the array to be sorted, the sort key, sort length, record length and total number of records; the subroutine would return upon completion - 6 times faster! Who, oh who can help us? Make yourself famous, have a sorting subroutine named after yourself!
	Send us a copy of your machine language sort subroutine and we will publish it to share it with others. Those of you who have been reading since the beginning may remember the plea made several issues ago for SOMEONE to write a BASIC Compiler; my reasoning being that the main disadvantage of BASIC (speed) could be resolved by COMPILING (turning BASIC language into machine code) the program once it was thoroughly debugged.
	Now that Sheppardson has announced their new Basic A+, an advanced BASIC, a perfect opportunity is available. You see, their new BASIC has features that regular Atari BASIC will not recognize. So as a software developer, you can apparently only sell your products to people who have the Basic A+ interpreter IF you take advantage of the neat new features.
	So Sheppardson should write a BASIC Compiler for their Basic A+ interpreter. Sheppardson is the ideal company for the job, since (guess what) they wrote the ORIGINAL Atari BASIC! Since they have the necessary expertise, and since the addition of a BASIC Compiler to their line would VASTLY increase the attractiveness of their new BASIC, I am sure that if they consider it seriously, they’ll do it. Here’s hoping!

	Notes from the Editor
	COMPUTERS FOR PEOPLE  * DEALER NEWS *
	Dear ATARI Dealer: Several exciting programs will occur during first quarter. We want you to know all about them. They’re designed to bring customers into your stores so we want you to be ready.
	By the end of first quarter, we will send out four major mailings to all ATARI Personal Computer owners who have returned their warranty cards.
	Our new product literature and our new software catalog.
	Literature from 38 outside suppliers that offer products they claim to be compatible with either the ATARI 400™ or 800™ Personal Computers.
	An introductory issue of the new magazine with a $5 discount coupon to bring them back into your store. This coupon is redeemable toward any purchase of any personal computer system software produced by ATARI. The coupon has been designed to be as easy as possible for you. You just: 1) fill in the name of your store on the front, 2) write the purchaser’s name and address on the back and the software program purchased on the back, and 3) deposit it to your bank account like you would any check you received in your store.
	The first issue of the new magazine presenting new products, creative uses of the ATARI Personal Computer and information requested by users.

	When you sell an ATARI product to your customers, please emphasize the importance of returning the warranty card. That’s the only way we know who they are to send them information and the magazine. Without their names, we can’t help you, their dealer, as much in bringing them back to your store.
	Thank you for your continued support of ATARI Personal Computer Systems. These programs are just one more way we are supporting you, our dealers.
	Sincerely,
	Keith Schaefer National Sales Manager Computer Division
	Assembly Language article 3
	Boston Atari Club
	By Paul Hoffman
	This article will discuss assembly language as a programming language, and will discuss the difference between machine level and higher level language.
	First, it would be useful to discuss the general concept of how the Atari understands programs. When a BASIC program is typed into the computer, it is “tokenized”, which means that it is stored in memory as single bytes for each command, not as text. When the program is run, the BASIC interpreter in the Atari translates each instruction into a series of machine language commands.
	Since a program written directly in assembly language would not need to be translated, it would run faster than a translated program. You can write programs with an editor, either sold by a private software company, or with the Atari Assembler Editor. Programs written in machine language do not need to be translated, and generally run much faster than higher level programs.
	The programming language FORTH is a notable exception to the rule that higher-level languages are slow. FORTH is a language that is very close to assembly language, but is somewhat easier to program in. FORTH is a good way to familiarize yourself with machine-like languages.
	If you bought your Atari to learn more about computers, it is well worth buying either an assembler or FORTH. It will expand your                     understanding of computers and                       probably improve programming                                               abilities. All assembly                                                 language programs are                                                 compatible, so do not                                                 feel tied to the Atari                                                assembler-editor. Not all                                                FORTHs are compatible,                                               but they are similar
	enough to make conversion easy.
	NEXT - Atari’s Assembler/editor


	FORTH
	By M.R. Dunn, Editor
	In our Newsletter, a lot of space has been devoted to the FORTH language, and perhaps we should explain why. Our local membership is composed almost entirely of beginners who have had no previous exposure to computer language. Several of us have learned BASIC and are now interested in expanding our horizons. The choice is to learn Assembly Language or FORTH.
	FORTH seems to be easier to learn and more versatile - it at least makes some sense. As a complete novice in Forth, I want to share our trials and tribulations of learning this language. It is a structured, stack-orientated, threaded language. Items are placed in a stack; you define what you want your program to do.
	Your definitions can be in either Forth or in Assembly Language. Each line is compiled when written, so when executed, the program approaches the speed of Assembly Language.
	The threadedness refers to the fact that the definitions are stacked on each other and linked together. I am nowhere near the point in which I can write anything, but in copying programs, it is amazing how little code needs to be typed in to accomplish a lot. Very little memory is used. FORTH is freely transportable from machine to machine - the only differences are machine dependent functions, such as graphics, or Assembly Language definitions for a different processor.
	We have been in contact with the FORTH Interest Group (FIG) P.O. Box 1105 San Carlos, Ca. 94070, a non-profit group that provides information and help for FORTH users, as well as several Atari and non-Atari FORTH users we have found. I have Pat Mullarky’s version of fig-FORTH, another club member in Eugene has ordered the Quality Software version; we hope to learn together, and to have some of the experts we have contacted write more articles for us. Anyone out there who would like to do so, or who have FORTH programs that we could publish, please let me know - any help would be appreciated greatly.
	The standard reference book for learning FORTH is “Using Forth” by the company that started it all, Forth, Inc., but I found a new book by Ting, Systems Guide to fig-Forth to be more helpful. Both are available from “fig” by phone or mail order.

	MEMORY DUMP
	By Ray Bannister
	The following program is one of many utilities that our newest member from Salem has written.
	It dumps the memory, using the special graphic characters as ASC hex equivalents, as you sometimes see in machine language strings mixed with BASIC programs. - ed.
	10 REM 'D:DUMPMEM2.BAS' - By Ray C. Bannister 11/17/80 50 POKE 82,0:POKE 83,39:REM LEFT/RT MARGIN 70 PRINT "" 80 PRINT CHR$(125) 90 DIM H$(32),X$(48),M$(4),N$(1),ADDR$(4),A$(16):A$="0123456789ABCDEF" 100 PRINT "BEGINNING Addr to list (Hex) ";:INPUT ADDR$:M$=ADDR$:GOSUB 2000:ADDR=M 105 IF ADDR$<>"" THEN 110 107 FOR I=0 TO 255:PRINT " ";:PRINT CHR$(I);:NEXT I:END 110 IF M=99999 THEN PRINT "NOT HEX. TRY AGAIN!":GOTO 100 130 IF LEN(ADDR$)<4 THEN M$="0":M$(2)=ADDR$:ADDR$=M$:GOTO 130 190 IF M=99999 THEN PRINT "NOT HEX. TRY AGAIN":GOTO 100 200 PRINT "and ENDING Addr to list (Hex)";:INPUT M$:GOSUB 2000:ADDREND=M 210 IF M=99999 THEN PRINT "NOT HEX. TRY AGAIN!":GOTO 200 250 IF ADDREND<ADDR THEN END 275 H$="":X$="" 300 LNTH=16:IF ADDREND-ADDR<16 THEN LNTH=ADDREND-ADDR+1 400 FOR I=1 TO LNTH 500 X=PEEK(ADDR+I-1) 510 Y=INT(X/16):Z=X-16*Y 520 X$(LEN(X$)+1)=" " 530 IF X=155 THEN X$(LEN(X$)+1)="Rn":GOTO 600:REM Use "Rn" for RETURN Key 540 X$(LEN(X$)+1)=CHR$(X) 590 X$(LEN(X$)+1)=" " 600 H$(LEN(H$)+1)=A$(Y+1,Y+1) 700 H$(LEN(H$)+1)=A$(Z+1,Z+1) 800 NEXT I 810 IF LEN(H$)=32 THEN 900

	820 FOR I=1 TO 32-LEN(H$):H$(LEN(H$)+1)=" ":NEXT I 900 PRINT ADDR$;" ";CHR$(ASC(H$)+128);CHR$(ASC(H$(2))+128);H$(3,8); 902 PRINT CHR$(ASC(H$(9))+128);CHR$(ASC(H$(10))+128);H$(11,16); 904 PRINT CHR$(ASC(H$(17))+128);CHR$(ASC(H$(18))+128);H$(19,24); 906 PRINT CHR$(ASC(H$(25))+128);CHR$(ASC(H$(26))+128);H$(27,32) 908 PRINT "(";X$;")" 910 ADDR$(3,3)=CHR$(ASC(ADDR$(3))+1) 930 IF ADDR$(3,3)>"F" THEN ADDR$(2,2)=CHR$(ASC(ADDR$(2))+1):ADDR$(3,3)="0" 932 IF ADDR$(3,3)=":" THEN ADDR$(3,3)="A" 940 IF ADDR$(2,2)>"F" THEN ADDR$(1,1)=CHR$(ASC(ADDR$)+1):ADDR$(2,2)="0" 942 IF ADDR$(2,2)=":" THEN ADDR$(2,2)="A" 950 IF ADDR$(1,1)=":" THEN ADDR$(1,1)="A" 990 ADDR=ADDR+LNTH 1000 GOTO 250 2000 IF M$="" THEN M=99999:RETURN 2050 M=0:FOR I=1 TO LEN(M$):N$=M$(I,I) 2100 IF N$<"0" OR N$>"F" OR (N$>"9" AND N$<"A") THEN M=99999:POP :RETURN 2200 IF N$<"A" THEN 2400 2300 M=M*16+ASC(M$(I))-ASC("A")+10 2350 GOTO 2500 2400 M=M*16+ASC(M$(I))-ASC("0") 2500 NEXT I 2600 RETURN

	MUSIC WITHOUT THE  COMPOSER CARTRIDGE
	STARWARS
	arranged by Aaron Ness - age 14
	by Ray Bannister
	So you don’t have the music composer cartridge! You can still have music on your Atari by writing in BASIC. One method is shown in the Atari BASIC Book on Pages 305 to 310. This method uses subroutines for the timing of notes and is very costly memory-wise.
	A much better method is found in the BASIC Reference Manual on Page 58. A modification of this method (Data Statements) will use less memory and will allow the sustaining of 1 or more notes while changing others.
	In line 40 on the listing for the “Theme From Starwars”, S is the amount of time that all the notes in that Data line are sustained. Generally, S equals 1 which is a Quarter Note. Any adjustments in timing are made from that base. For example, a half note could be S=2 such as on line 165 or S=1 twice such as on lines 110 and 112. In this case, notes 81, 108, and 128 are being played as 2 quarter notes without a break or rest and therefore sound like a half-note. Meanwhile, N3 changes from 162 to 173.
	The notes on lines 100, 102, and 104 are all the same and of very short duration. In order to make them sound like three very short notes it is necessary to add lines 101, 103, and 105 showing 0,0,0,0. With no value for S, the break is just long enough for the computer to read and make the proper sound.
	Line 25 is in the program only to help catch errors in notes or timing. After your program is running, this line can be deleted. If it is deleted, then it will be necessary to adjust the multiplier of S on line 40 since the music will play considerably faster. The same is true if you add graphics to your program. The higher the value of the multiplier of S, the slower your music will play.
	For ease in demonstration, I have used a separate data line for each note or series of notes/chords but with practice, usually a whole measure can be put on one data line.
	You will find in doing your own music that it will occasionally be necessary to transpose some notes in the base clef since the Atari will only go one octave below middle C. It sure would be nice to have another octave lower (are you listening, Atari?).
	P.S. you have to be able to read music.
	1 GRAPHICS 2+16 2 ? #6;" STAR WARS THEME" 3 ? #6;" BY JOHN WILLIAMS" 4 REM ARR. BY AARON NESS 8 FOR W=1 TO 500:NEXT W 9 GRAPHICS 0 10 READ S,N0,N1,N2,N3 20 IF N0=-1 THEN END 25 ? S;"|";N0;"|";N1;"|";N2;"|";N3 30 SOUND 0,N0,10,4:SOUND 1,N1,10,4 35 SOUND 2,N2,10,4:SOUND 3,N3,10,4 40 FOR X=1 TO S*150:NEXT X:GOTO 10 100 DATA .3,108,0,0,0 101 DATA 0,0,0,0,0 102 DATA .3,108,0,0,0 104 DATA 0,0,0,0,0 105 DATA .2,108,0,0,0 110 DATA 1,81,108,128,162 111 DATA 1,81,108,128,173 114 DATA 1,53,64,81,193 116 DATA 1,53,64,81,217 120 DATA .3,60,81,96,243 122 DATA .3,64,81,96,243 124 DATA .2,72,81,96,243 125 DATA 1,40,53,64,128 128 DATA 1,40,53,64,144 129 DATA 1,53,64,81,162 140 DATA .3,60,81,96,243 141 DATA .3,64,81,96,243 144 DATA .2,72,81,96,243 145 DATA 1,40,53,64,128 148 DATA 1,40,53,64,144 149 DATA 1,53,64,81,162 160 DATA .3,60,72,91,182 161 DATA .3,64,72,91,182 164 DATA .3,60,72,91,182 165 DATA 2,72,85,108,217 168 DATA .6,108,0,0,0 169 DATA 0,0,0,0,0 172 DATA .3,108,0,0,0 173 DATA 0,0,0,0,0 180 DATA 1,81,108,128,162 181 DATA 1,81,108,128,173 184 DATA 1,53,64,81,193 185 DATA 1,53,64,81,217 190 DATA .3,60,81,96,243 191 DATA .3,64,81,96,243 194 DATA .2,72,81,96,243

	STARWARS
	329 DATA .5,0,81,96,0 340 DATA .3,81,96,121,217 341 DATA .3,72,96,121,0 344 DATA .3,64,96,121,0 345 DATA .6,72,96,121,217 348 DATA .3,0,96,0,0 349 DATA 1,85,0,0,0 352 DATA .6,53,0,0,217 353 DATA 0,0,0,0,0 354 DATA .3,53,0,0,0 360 DATA .6,40,50,60,81 361 DATA .3,45,60,81,128 364 DATA .6,50,60,81,243 365 DATA .3,53,0,81,217 368 DATA .6,60,0,81,204 369 DATA .3,68,0,0,182 372 DATA .6,72,0,0,162 373 DATA .3,81,0,0,144 380 DATA 1,53,0,0,0 381 DATA .1,72,85,121,217 384 DATA 0,0,0,0,0 385 DATA .1,72,85,121,217 386 DATA 0,0,0,0,0 387 DATA .1,72,85,121,217 388 DATA 0,0,0,0,0 389 DATA .5,72,85,121,217 390 DATA .3,0,0,108,0 391 DATA 0,0,0,0,0 392 DATA .3,0,0,108,0 393 DATA 0,0,0,0,0 394 DATA .3,0,0,108,0 395 DATA 0,0,0,0,0 400 DATA 1,81,108,128,162 401 DATA 1,81,108,128,173 404 DATA 1,53,64,81,193 405 DATA 1,53,64,81,217 410 DATA .3,60,81,96,243 411 DATA .3,64,81,96,243 414 DATA .2,72,81,96,243 415 DATA 1,40,53,64,128 418 DATA 1,40,53,64,144 419 DATA 1,53,64,81,162 430 DATA .3,60,81,96,243 431 DATA .3,64,81,96,243 434 DATA .2,72,81,96,243 435 DATA 1,40,53,64,128 438 DATA 1,40,53,64,144 439 DATA 1,53,64,81,162
	196 DATA 1,40,53,64,128 198 DATA 1,40,53,64,144 199 DATA 1,53,64,81,162 210 DATA .3,60,81,96,243 211 DATA .3,64,81,96,243 214 DATA .2,72,81,96,243 215 DATA 1,40,53,64,128 218 DATA 1,40,53,64,144 219 DATA 1,53,64,81,162 230 DATA .3,60,72,91,182 231 DATA .3,64,72,91,182 234 DATA .3,60,72,91,182 235 DATA 1,72,85,108,217 236 DATA .6,108,0,0,0 237 DATA 0,0,0,0,0 238 DATA .3,108,0,0,0 250 DATA 1.5,96,121,162,0 251 DATA 0,0,0,0,0 252 DATA .5,96,0,0,217 254 DATA .5,60,81,96,217 255 DATA .5,64,81,96,217 258 DATA .5,72,81,96,217 259 DATA .5,81,81,96,217 270 DATA .3,81,96,0,217 271 DATA .3,72,96,0,217 274 DATA .3,64,96,0,217 275 DATA 1,72,0,0,217 278 DATA .25,96,0,0,217 279 DATA 1,85,108,144,217 282 DATA .6,108,0,0,0 283 DATA 0,0,0,0,0 284 DATA .3,108,0,0,0 290 DATA 1.5,96,121,162,217 291 DATA 0,0,0,0,0 292 DATA .5,96,121,162,217 294 DATA .5,60,81,121,217 295 DATA .5,64,81,121,217 298 DATA .5,72,81,121,217 299 DATA .5,0,81,121,217 310 DATA .75,53,68,91,136 311 DATA .25,72,0,0,0 314 DATA 2,72,85,108,217 315 DATA .6,108,0,0,0 318 DATA 0,0,0,0,0 319 DATA .3,108,0,0,0 320 DATA 1.5,96,121,162,0 321 DATA 0,0,0,0,0 322 DATA .5,96,0,0,217 324 DATA .5,60,81,96,0 325 DATA .5,64,81,96,0 328 DATA .5,72,81,96,217
	450 DATA .3,60,72,91,182 451 DATA .3,64,72,91,182 454 DATA .3,60,72,91,182 455 DATA 2,72,85,108,217 456 DATA .6,108,0,0,0 457 DATA 0,0,0,0,0 458 DATA .3,108,0,0,0 462 DATA 0,0,0,0,0 470 DATA 1,81,108,128,162 471 DATA 1,81,108,128,173 474 DATA 1,53,64,81,193 475 DATA 1,53,64,81,217 480 DATA .3,60,81,96,243 481 DATA .3,64,81,96,243 484 DATA .2,72,81,96,243 485 DATA 1,40,53,64,128 488 DATA 1,40,53,64,144 489 DATA 1,53,64,81,162 500 DATA .3,60,81,96,243 501 DATA .3,64,81,96,243 504 DATA .2,72,81,96,243 505 DATA 1,40,53,64,128 508 DATA 1,40,53,64,144 509 DATA 1,53,64,81,162 520 DATA .3,60,72,91,182 521 DATA .3,64,72,91,182 524 DATA .3,60,72,91,182 525 DATA 2,72,85,108,217 528 DATA 1,53,108,217,0 530 DATA .5,0,0,0,217 540 DATA 1,40,53,64,162 542 DATA 1,40,53,64,173 544 DATA 1,40,53,64,193 546 DATA 1,40,53,64,217 550 DATA 1,40,53,64,243 552 DATA 1,40,53,64,217 554 DATA 1,40,53,64,193 556 DATA 1,40,53,64,173 558 DATA 2,40,53,64,162 559 DATA 0,0,0,0,0 560 DATA .1,40,53,64,162 561 DATA 0,0,0,0,0 562 DATA .1,40,53,64,162 563 DATA 0,0,0,0,0 564 DATA .1,40,53,64,162 565 DATA 0,0,0,0,0 566 DATA 1.7,40,53,64,162 600 DATA 0,-1,0,0,0

	FILEINDX - MIRACLE CURE FOR ALL PROBLEMS
	FILEINDX is a working program (I know, they all say that) that allows you to load ALL your disk directories into memory, sort them, and save them, print them, or whatever you want to do with them.
	Our intention is to print half the program this month (It DOES work; I just tried it again) and half next month; then we will correct errors for the next few months (just kidding!). For those who cannot stand to type it all in, don’t despair; within a month we will have our exchange library complete and ready for action.
	Some notes on the program: that funny character } is entered by hitting escape, then control and clear; the up arrows are necessary in order to have correct screen formatting. All print statements should be entered using the inverted (Atari symbol) key, except the following: 700, 770, 1320, 1540, 1550, and 1850, 1860 thru 1940 use the inverse key for the function code only. Finally, the file type codes I have set up (which won’t appear until next month) are: F datafile; U utility;
	B business; T tricks; G games; M music and D demo. You may use these codes, or invent your own and code them into the program next month. One interesting feature you will enjoy is the use of different sounds for prompts; have fun with it, and let us know if you have any suggestions for changes or improvement!
	by Stacy Goff
	8 REM * * * * * * * * * * * * * * * * 10 REM FILEINDX - AN INDEX TO DISK 12 REM FILES, WITH OPTIONS TO SORT, 14 REM SAVE TO DISK, LOAD BACK FROM 20 REM DISK, DISPLAY OR PRINT. IN- 22 REM PUT IS FROM DISK DIRECTORIES. 24 REM USES D:PROGINDX.DAT TO SAVE. 30 REM >COPYRIGHT FEBRUARY 1981 BY 32 REM STACY GOFF, OF THE EUGENE 34 REM ATARI COMPUTER ENTHUSIASTS.< 36 REM * * * * * * * * * * * * * * * 40 DIM FILE$(30),D$(5):D$="D:":D=1 50 DIM AREA$(20*300),SAV$(20):REM CHANGE AREA FROM 300 TO DESIRED MAX SIZE 60 GOTO 1790 70 REM * * * * * * * * * * * * * * 80 REM     SOUND SUBROUTINE 90 REM * * * * * * * * * * * * * * 100 TONE=14:GOTO 130:REM PROMPT TONE 110 TONE=2:GOTO 130:REM ATTEN TONE 120 TONE=4:REM DANGER TONE 130 FOR Z=1 TO 30:SOUND 0,10,TONE,12:NEXT Z 140 FOR Z=39 TO 1 STEP -1:SOUND 0,10,TONE,Z/3:NEXT Z 150 SOUND 0,0,0,0:RETURN 155 ? CHR$(125);" NO RECORDS IN MEMORY ":GOSUB 120 156 FOR X=1 TO 500:NEXT X:GOTO 1790 160 REM 500 REM * * * * * * * * * * * * * * 510 REM ROUTINE TO ADD RECORDS 520 REM * * * * * * * * * * * * * * 530 ? CHR$(125);" DO YOU WISH TO ENTER A FILE" 540 ? " TYPE CODE? (Y OR N)";:GOSUB 100 550 TRAP 530:INPUT D$ 560 IF D$="Y" THEN PSW=1 570 ? "(UP1)ENTER 'END' OR INSERT NEXT " 580 ? "(UP2)DISK AND ENTER NUMBER " 590 TRAP 580:GOSUB 100 600 INPUT D$:IF LEN(D$)<>1 THEN 610

	MORE FILEINDX
	605 D$(3,3)=D$(1,1):D$(1,2)="00" 610 IF LEN(D$)<>2 THEN 620 615 D$(2,3)=D$(1,2):D$(1,1)="0" 620 IF D$="END" THEN GOTO 820 630 DISKS=DISKS+1:TRAP 780 640 FILE$="D": FILE$(2)=STR$(D):  FILE$(3)=":*.*":OPEN #1,6,0,FILE$ 650 INPUT #1;FILE$: ? FILE$,:IF PSW=0 THEN ? 660 IF FILE$(5,9)="FREE " THEN GOTO 780 670 IF FILE$(3,6)="DOS " OR FILE$(3,6)="DUP " THEN GOTO 760 680 IF FILE$(3,7)="MENU " THEN GOTO 760 690 IF PSW=0 THEN GOTO 710 700 TRAP 40000:? "PROGRAM TYPE";:INPUT SAV$ 710 FILE$(18,20)=", ":FILE$(19,19)=SAV$ 720 COUNT=COUNT+1 730 LOC=COUNT*20-19:AREA$(LOC,LOC+2)=D$ 740 AREA$(LOC+3,LOC+19)=FILE$(3,19) 750 AREA$(LOC+14,LOC+14)=",":GOTO 650 760 IF PSW=0 THEN 650 770 ? "**BYPASSED**":GOTO 650 780 ?:? " END OF DIRECTORY, THIS DISK " 785 ? "TOTAL RECORDS IS NOW ";COUNT:? 790 GOSUB 110 800 FOR X=1 TO 200:NEXT X 810 CLOSE #1:GOTO 580 820 REM END OF FILE: 830 ?:? " RECORDS ADDED: ";COUNT 840 ? " DISKS INPUT: ";DISKS 850 GOSUB 110 860 PSW=0:FOR X=1 TO 500:NEXT X:GOTO 1790 870 REM 1270 REM * * * * * * * * * * * * * * 1280 REM SAVE TO DISK FILE 1290 REM * * * * * * * * * * * * * * 1300 IF COUNT=0 THEN GOTO 155:REM NO RECORDS TO OUTPUT 1310 TRAP 1390:OPEN #2,9,0,"D:PROGINDX.DAT" 1320 ? "}TYPE Y IF YOU WANT TO ADD ALL RECORDS IN MEMORY TO FILE (CAUTION; MAY RESULT IN DUPLICATES)" 1330 GOSUB 120 1340 INPUT D$:IF D$<>"Y" THEN CLOSE #2:GOTO 1790 1350 FOR X=1 TO COUNT 1360 FILE$(1,20)=AREA$(X*20-19,X*20) 1370 PRINT #2;FILE$:NEXT X 1380 CLOSE #2:GOTO 1790 1390 IF PEEK(195)=170 THEN 1430 1400 IF PEEK(195)=129 THEN 1430 1410 ? "} I’M REAL CONFUSED! ":GOSUB 120
	GRAPHICS 11 DEMO PROGRAM
	The following program, taken from the newsletter of the Dallas, Texas Atari user group, demonstrates use of graphics mode 11. Although the patterns are nothing really new, check out the number of different colors on the screen at the same time!
	I never even knew graphics 11 existed, did you? Note that the screen resolution is 80x192; the horizontal resolution of graphics 5 with the vertical resolution of graphics 8! Who knows what additional secrets the Atari contains?
	5 REM .* * * * * * * * * * * * * * * 6 REM .* 7 REM .* GRAPHICS 11 DEMO: HOW 8 REM .* MANY COLORS DO YOU SEE? 9 REM .* 10 REM * WRITTEN BY RON HUNTER, 11 REM * OF THE ATARI USER GROUP 12 REM * OF DALLAS, TEXAS 13 REM * 14 REM * * * * * * * * * * * * * * * 15 GRAPHICS 11 20 SETCOLOR 2,0,0:COLOR 1 25 SETCOLOR 4,0,0 30 X=INT(RND(0)*79):Y=INT(RND(0)*191) 31 A=INT(RND(0)*79):B=INT(RND(0)*191) 32 Z=3 33 Q=RND(0)*10:IF Q>5 THEN Z=-3 35 TRAP 100 40 PLOT X,Y 50 DRAWTO A,B 80 A=A+Z:B=B+Z 90 GOTO 40 100 COLOR RND(0)*16 105 STP=STP+1:IF STP>20 THEN STP=0:GOTO 15 107 X=A-Z:Y=B-Z:GOTO 31
	POKES AND PEEKS
	DOS II will only address 2 disc drives unless you POKE it for 4 - first POKE 1802,15 then write DOS - see below - that DOS will then always address 4 drives.
	The DOS II comes with write and read verify - to make it faster and eliminate the verify, POKE 1913,80, type DOS then “H”. To restore the verify POKE 1913,87 and rewrite the DOS.
	to disengage the BREAK key - as outlined in Feb. COMPUTE, POKE 16,64:POKE 53774,64 - each time you change graphic modes, push RESET or open the editor, etc, the break key enables again so make sure it is where you want it. - ed.
	note from editor - The following review is about       an Adventure written by a mysterious person       known only as “Max of Cls Ulum”. According to       folklore, this talented individual wrote this disc-      based program, and gave it to a computer store       in Seattle, saying only they were to give it to       anyone they like.
	ADVENTURE - review by Brian Dunn, age 11     For those of you that have played or have the     disk “Adventure”, you have to think before each      move, that is if you want to stay alive! As far as I know, I am the only person who has gotten out  of the forest, although I haven’t found the treasure. Here are some helpful hints I use:
	Hint #1: Look down a lot! You can find the following: Swords, keys, worms, potions, ropes, monsters!!
	Hint #2: The only way to kill a monster is to type in “use potion”
	Hint #3: Look up a lot - you can find things there too.
	Hint #4: Play it a couple of times. It’s random of what you find but everything is always in the same place.
	Happy hunting or dying!! (fiendish laugh). If you find the treasure of if you can get out of Adventure-land, please contact either me or my Dad - Good luck!! - Brian Dunn
	Brian’s highest score in Space Invader’s is 6614 - can you beat that - ??? Let us know.



	KIDS CORNER
	MODEM TO DISC
	by Larry Hitz
	This program was sent to us on a tape from Larry in Chicago. It loads a program from MicroNet, etc., right on the disc to save time and money; the list is then read or printed. None of us have a Modem yet, so I don’t know how well it works. I presume you would read the disc by using the Copy command of DOS, and copy to the Screen, the Editor, or to your Printer.
	5220 ? "pressed-memory is CLEARED." 5300 ?:? "To save memory to disk" 5310 ? "hit <OPTION>. Program automatically" 5320 ? "appends to a current file or it will" 5330 ? "create a new file." 5340 ?:? "The saved text filename is <MODEM.TXT>" 5350 ? "Program saves memory automatically" 5360 ? "when FULL without pressing OPTION" 5370 ? "then returns to MODEM." 5400 ? " MODEM IS NOW RUNNING FULL DUPLEX" 6000 RETURN
	0 TRAP 2000 5 GOSUB 5000 10 DIM A$(1) 11 Y=ADR(A$)+20:X=1:FULL=FRE(0)-100 12 OPEN #1,4,0,"K":OPEN #2,13,0,"R:" 28 XIO 40,#2,0,0,"R:" 50 STATUS #2,Z:IF PEEK(747) THEN GET #2,N:IF N>31 THEN ? CHR$(N);:POKE Y+X,N:X=X+1:GOTO 50 55 IF PEEK(764)<>255 THEN GET #1,N:PUT #2,N:GOTO 50 60 IF PEEK(53279)=3 OR X>FULL THEN 1100 70 IF PEEK(53279)=6 THEN ?:? "START":X=1 100 GOTO 50 1100 CLOSE #2:CLOSE #1 1150 ?:? "SAVING MESSAGES TO DISK" 1200 TRAP 1250:OPEN #4,9,0,"D:MODEM.TXT":GOTO 1300 1250 TRAP 1275:CLOSE #4:OPEN #4,8,0,"D:MODEM.TXT":GOTO 1300 1275 CLOSE #4:?:?:? "UNABLE TO SAVE MESSAGES":?:? " PLEASE CHECK DRIVE 1??" 1277 ? "TRY ANOTHER FORMATTED DISK??" 1280 ? " HIT <RETURN> TO TRY AGAIN!" 1290 OPEN #1,4,0,"K:":GET #1,Z:CLOSE #1:GOTO 1150 1300 FOR T=1 TO X-1:N=PEEK(Y+T):? CHR$(N);:PUT #4,N:NEXT T:CLOSE #4 1400 ?:? "RETURNING TO MODEM ":GOTO 12 2000 ? "}850 INTERFACE NOT BOOTED...":END 5000 ? "}" 5010 ? "MODEM/DISK PROGRAM 2/1/81" 5030 ? "Larry Hitz" 5040 ? "15 Mohawk Drive" 5050 ? "Clarendon Hills, Il. 60514" 5100 ?:? "Be sure you have a disk in DRIVE 1." 5200 ?:? "To start saving text into memory" 5210 ? " hit <START>. Each time START is"

	Our club is now looking into getting Modems - the Atari Connection or the RS232 Microconnection by Microperipheral (2643 151 Place N.E. Redmond, Wash. 98052) seems like a winner on paper. It connects directly to your phone jack, interfaces directly to the Atari with or without the Atari interface, and downloads directly to a printer or cassette.
	Several of us may get one and use it mainly for program exchange with our many friends around the country. Anyone having experience with this modem or programs they would like to share, please let us know. Our exchange chairman, E.J. Knoll, 4480 Pinecrest, Eugene, Or. 97405 503-343-5191, is trying to organize our library - anyone interested in this contact him for information.
	OTHER A.C.E. GROUP CONTACTS


