




















PROGRAM FUNCTIONS 

String Functions Examples 

HOLD-INSTR(5,A$,"THE") 

PRINT LEFT$("LEFTY",4) 

PRINT LEN(C$) 

PRINT MID$("THEMIDPART",4,3) 

A$=RIGHT$("THERIGHT",5) 

C$=SCRN$(5,5) 
PRINT ASC(C$) 

X=STR$(99.99) 

PRINT STRING$(36,"*") 
PRINT STRING$(36,42) 

PRINT TIME$ 

PRINT VAL(R$) 

EOF(4) 

Brief Summary 

Searches for a small string inside a large 
string. Returns the character position within 
the larger string where the smaller string 
begins. If not found, it returns a zero (0). In 
the example, the search begins at the fifth 
character in A$, looking for "THE." If no 
starting number is given, the search begins 
at the first character in the larger string . 

Returns characters from the left side of a 
string. In the example,"LEFT" will be printed. 

Returns the length (number of characters) 
of a string. 

Returns characters from the middle part of 
a string. In the example, the selection of 
three characters in A$, starting with the 
fourth character, result in printing "MID." 

Returns characters from the right side of a 
string. In the example, the A$ is assigned 
"RIGHT." 

Returns the value of the character in text 
modes; in graphics modes, it returns the 
color register number in ATASCll code 
(except in graphics modes 4 and 6) . 

Converts a number into a string. It is the 
opposite of VAL. 

Returns a string of characters. In the first 
example, 36 repetitions of a string (the 
asterisk) are printed. In the second example, 
36 repetitions of the CHR$ function are 
printed (42 is the value of the asterisk in 
ATASCll code). In other words, both result in 
a string of 36 asterisks. 

Returns the contents of the TIME$ string , 
which consists of hours, minutes, and 
seconds (12:01:00). 

Converts a string to a number. It is the 
opposite of STR$. 

Returns a value of true or false to indicate 
the end-of-file condition of the last read from 
an input/output control block. 
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PROGRAM FUNCTIONS 

Special 
Purpose 
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Examples 

PRINT ERL 

PRINT ERR 

PRINT FRE(O) 

PRINT PEEK(751) 
ADRS=PEEK(PLACE) 

POKE 1034,255 
POKEADRS,J 
POKE PLACE,X * Y /2 

PRINT STATUS (4) 

PRINT TIME 

X=USR(898,0) 

ADRS=VARPTR(A$) 
PRINT VARPTR(A$)+1 
PLAYR1=VARPTR(PLM1) 
PRINT VARPTR(CHR1) 
PRINT VARPTR(RESERVE) 

Brief Summary 

Returns the line number of the last encoun­
tered error. 

Returns the code number of the last 
encountered error. 

Returns the number lo free RAM bytes avail­
able for use. 

Returns the contents of the memory address 
enclosed in parentheses. The address and 
byte can be a number or variable, in decimal 
and hexadecimal. You may look at ROM 
as well as RAM addresses. 

Inserts a byte into an address location in 
RAM (but not in ROM). The address and 
byte can be a number, arithmetic expression, 
or a variable-in decimal or hexadecimal. 

Holds the value of the fourth byte of the 
input/output control block; the value tells the 
error condition (1=error; O=no error). 

Returns the real time clock (RTCLOK) loca­
tion's contents. Unlike TIME$ (which returns 
the elapsed time .in hours, minutes, and 
seconds), TIME gives its value in jiffies 
(1/60 of a second). 

Passes control of the program to a machine 
language subroutine. In the example, the 
USR function passes control to a sub­
routine at 898 decimal. An optional number 
may be passed along with the address, for 
use in the subroutine. 

Returns the memory address of a variable's 
symbol table entry. In the first example, 
VARPTR returns the number of bytes in the 
string. In the second example, the starting 
address of the string is printed. In the other 
examples, VARPTR returns the address 
(MSB,LSB) of the first byte allocated for 
player-missile graphics, a character set, and 
the reserved memory set aside for assembly 
language programs. 



FUN FEATURES 

Graphics Examples 

CLS 
CLS 25 

COLOR 4 

FILL 5,5 TO 5,20 

GRAPHICS 0 
GRAPHICS 2+16 
GRAPHICS 7+32 

PLOT X,Y 
PLOT 5,5 TO 10,5 

SETCOLOR 5,4,10 

PADDLE(O) = 624 
PADDLE(1) = 625 
PADDLE(2) = 626 
PADDLE(3) = 627 
PADDLE(4) = 628 
PADDLE(5) = 629 
PADDLE(6) = 630 
PADDLE(?)= 631 

Brief Summary 

Clears the screen text areas and sets the 
background color register to the indicated 
color value. In full screen modes, the 
optional number after CLS sets the border 
color and luminance. In split screen it deter­
mines the background color and luminance. 

Specifies the color register to be used for 
color graphics. 

Fills an area of the TV screen with the color 
of the specified color register number. 

Selects one of 12 graphics modes (CTIA 
provides 8 graphics modes). Adding +16 
to any graphics mode provides a full screen 
display. Adding +32 prevents the graphics 
command from clearing the screen. 

Draws a point, a line, or several continuous 
lines on the TV screen. 

Associates a color and luminance with a 
color register. The first parameter names 
the register used (0-3 is for player-missiles, 
4-7 is for playfield colors, and 8 is always 
the background register). The second 
parameter is the color hue number (0-15), 
while the third parameter is the luminance 
(an even number between 0 and 14-the 
higher the number, the brighter the 
luminance). 

Paddle controller statuses are stored 1n 
locations 624 to 632. There are four paddle 
controller ports, each port handling two 
paddle controllers. The leftmost paddle con­
troller's status is stored in location 624, and 
so on. The status ranges from 1 to 228 as 
the paddle is turned counterclockwise. 
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FUN FEATURES 

Game Number PEEK Brief Summary 
Controllers Location 

PTRIG(O) =636 Paddle trigger statuses are in locations 636 
PTRIG(1) -637 to 643. The trigger of the leftmost paddle is 
PTRIG(2) -638 stored in location 636, and so on. If the 
PTRIG(3) -639 trigger has been pressed, a zero (0) is found 
PTRIG(4) =640 at its address by PEEK(PTRIG(n)). If the 
PTRIG(5) =641 trigger has not been pressed, it contains 
PTRIG(6) =642 a one (1). 
PTRIG(7) =643 

STICK(O) =632 The joystick controller statuses are stored 
STICK(1) =633 in locations 632-635. The leftmost joystick 
STICK(2) =634 status is stored in location 632, and so on. 
STICK(3) -635 The status contains a value as shown in 

the figure below. 

STRIG(O) -644 The joystick trigger statuses are stored in 
STRIG(1) =645 locations 644 to 647. The trigger status of 
STRIG(2) =646 the leftmost joystick is stored in location 644, 
STRIG(3) =647 and so on. The status byte contains a zero 

(0) if the trigger has been pressed, and a 
one (1) if not. 

OPTION ..... PEEK(53279)=3 The status of the OPTION.SELECT, and 
SELECT -+ PEEK(53279)=5 START keys is stored in location 53279. 
START ..... PEEK(53279)=6 The status contains a 7 until one of the three 
No Key ..... PEEK(53279)=7 keys is pressed. It then has a value of 3, 5, 

or 6, depending on which key is pressed. 
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ERROR CODES 
For a full explanation of the following errors, see Appendix O 
of the ATARI Microsoft BASIC II Reference Manual: 

Error Code # Explanation 

NEXT without FOR 135 
Syntax error 136 
RETURN without GOSUB 137 
Out of data 138 
Function call error 139 
Overflow 140 
Out of memory 141 
Undefined line 142 
Subscript out of range 
Redimension error 143 
Division by zero 
Illegal direct 144 
Type mismatch 145 
File 1/0 error 
Quantity too big 146 
Formula too complex 147 
Can't continue 160 
Undefined user function 161 
No RESUME 162 
RESUME without error 163 
FOR without NEXT 
LOCK error 164 
Time error 165 
BREAK abort 166 
IOCB error 167 
Nonexisent device 168 
IOCB write-only error 169 
Invalid command 170 
Device or file not open 171 
Bad IOCB number 

IOCB read-only error 
EOF 
Truncated record 
Device timeout 
Device NAK 
Serial bus 
Cursor out of range 
Serial bus data frame 
overrun error 
Serial bus data frame 
checksum error 
Device-done error 
Read after write-compare 
error 
Function not implemented 
Insufficient RAM 
Drive number error 
Too many OPEN files 
Disk full 
Unrecoverable system data 
1/0 error 
File number mismatch 
File name error 
POINT data length error 
File locked 
Command invalid 
Directory full 
File not found 
POINT invalid 
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