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THE EDILTORS S O uiird

This is my third issue of ACE of COL's newsletter.
However, this is the first opportunity I have taken to speak
to you in this manner. It has been our policy that our
publication would print articles written by the membership.
When I took on the editorship in the middle of the year, it
was with the understanding that I would edit rather than
write the newsletter.

By necessity, we’'ve had to back down from these high
standards. This has been become necessary since there have
been fewer submissions of articles than in ouw first year of
publications even then many of the articles were written by
the staff. Yes, there was a staff of one or two people then
in addition to the editor and a proofreader. The job
formerly done by 3 or 4 people is now being done by just one
person with some assistance.

The other way in which our standards are being diluted
is that we are reprinting material from other souwces:
DEMOFAC"s published by Atari. This doesn’t bother me too
much as long as the material is useful and of good quality.

Circulation of our publication is only to memberss: it
you want to write articles just to sharpen yow writing
skills and are nervous about a wide distribution of our
publicatio, you have nothing to worry about. On the other
hand, if vou would like to submit articles to national
publications as well to ACE of Columbus, I don’t think that
ACE of Columbus should retain all rights for subsequent
publication of ouwr articles. I have not published in my
issues a retainer of rights of subsequent publication and
will not. If the author can sell his articles, that’ s great
since writing takes a lot of effort.

Mow that I°ve touched upon the subjects of guality,
guantity, and publication rights, I would like to throw out a
few ideas for articles.

1. Mew hardware: R-VERTER {(modem adapter)s; MCFEN (light

pen): ATR 8000 (CP/M, ME-DOS): SixFacks AMDEE hard disk
dirives '

2. New software: ACTIONS SUPER-TEXT: SFARE  CHANGE:
DECISIONS: AGENT USAS :



(]

F. Book reviews.
4. Foreign language instruction.
J. Fersonal opinion on special topics concerning computers.
4. How you are using your computer: education, relaxation,
spread sheets, genealogy., communications, gambling,

investments, writing, professional purposes, art, etc.

7. What would you like to able to see computers used for?

The listing should give you some topics that vou may
wirite an article about. :

In this issue we have a personal opinion article by
Charles HBrown. Read it carefully. lets have an open
discussion about what ACE of Columbus could be deoing in  the
next year.

Your editor has submitted an article about how a program
was wiritten. I am not trying to make programmers out of
evervbody, but I am trying to show in a small way what is
involved in writing a program.

We also have DEMOFAC #5 published by Atari.

MFE



THE FLITUuRE OF &S TRl

I often ask myself lately how Atari is doing, go around
to many of the computer stores in Columbus, and try to find
Atari products. Instead, I find a lot of items from other
computer systems, but not from Atari.

I have to ask myself if there is anything that we as
Atari users group can do? I know that we can®t move
mountains, but we can try to accomplish. saomething.

Maybe we could check out other system users groups to
see what they are doing. I have, seen where a Commodore users
group has special days at Software City on 1461. They have a
meeting and open demonstration on the Commodore computers and
accessories. The public is invited to come in, ask guestions
and see various demonstrations on that line of equipment.
This way the public can see the computer work and actually
see what they can do. They also can see the various software
and accessories in action. This way the people will better
uwnderstand what they are locking at and will more likely be
more willing to buy it.

I think this is something we could do even if it was
just as & public service gestuwe. NMNot only would the general
public be helped, but ow own club members could come and
have their questions answered. It would also let the public
know about ow club, such as who we are, what we do and where
do we meet. This would get more people interested in our
group and allow it to grow.

I think this is just one of the many options that we
have to consider. I am suwre we can come up with more ways to
expand tha interest in Atari computers and accessories. If
we get more interest in Atari computers, then I am sure that
more products will be produced and that means more things we
can do with our wonderful computers. Who knows what the
future could be like.

by Charles W. Brown



A SIMPLE SCREEN DUMF
by Norman kKnapp

While I was recently writing a program, I wanted to be able to
send to my printer text displayed on the screen. A quick look through
my books and magazines did not produce the program which I had seen
previously. S8Since I needed the program and could remember the main
ideas involved, I decide to write another program from scratch. The
amount of time involved to produce the first working version was
comparable to the time I spent looking through my library for the
published program (which I found while writing this article).
Computer programmers call this utility a screen dump, a subroutine
which reads information from a displayed screen and sends it to a
printer. I will present here a Basic screen dump which can be appended
to most BRasic programs. The text of the main program is modified in
only three places, thus permitting easy appendage of the screen dump to
a Basic program. :

The Graphics O screen

Textual and numeric information in most Atari Basic programs is
digplaved on what Atari calls the Graphics © screen. This screen
displays characters in a rectangular field of 40 columns and 24 rows:
Atari Basic uses only 38 columns, but the programmer can use 40 columns
by changing the left margin of the screen (FOEE 82,0). This
rectangular field can be imagined as a set of rectangles each of which
containse & character.

The set of characters universally used (all makes of computers and
printers) is called the ASCII set of character codesi each character

is assigned a unigue numeric codei any number from O to 127. The
alphameric portion of this set of 128 characters is made up of the
upper/lower case letters and the numbers 0-9. PFunctuation, math., and
business characters are the space, ', ", #., %, %, &, 7, B, {, ), <, &,
T T T T T o S I L, and comma. There is also a
group of ‘“control® character codes accessed by the simultaneously
pressing the ctrl key and an alpha key which produce graphics

characters (heart, triangle, circle, rectangle, etc.) when printed to
the screen. When directed to another peripheral, usually a printer.,
these nonprinting codes will control some aspect of the mode of
operation of that device. My program will not dump to the printer the
control characters.

The Atari computers use an expanded version of the ASCII set of
codes: a 2596 character set of codes (0-255) which is referred to as
the ATASCII codes. The additional characters (128-283) are identical
to ASCII characters except that they are digplaved in the inverse video
mode. My EFS0N printer prints inverse video mode characters (except
control characters)as italics characters. Some printers will print
control code characters and inverse video mode characters. The EFSOMN
MX-80 with the Graphtrax + option reqguires the use of machine language
utility in the Atari to print these characters in an EFS0M dot graphics
mode.
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A discussion of the Atari graphics modes is not complete without
discussing the "cursor’®, the solid rectangle which moves around the
screen during execution of a program, either stopping occasionally when
the program requires input by the user or coming to a +inal rest when
the program is finished. Even though the cursor may be blinking, be
only partially visible, or even invisible, its function is still the
same: its location on the screen indicates where a character is to be
placed (printed to the screen) or where we want the program to find out
what is on the screen  at a specified location (read the screen).
*Reading”® a screen is used for user friendly data input and screen
dumps. ‘

FOSITION XCORD,YCORD

The FOSITION statement defines where the cursor is to be placed on
the screen. It must be followed by two numeric constants or variables
separated by a «<omma. The first number indicates the column and the
second number indicates the row of the position -on the screen occcupied
by the cursor. These numbers are similar to the Cartesian coordinate
system except that the Y coordinate varies from O for the top row of
the screen to 2% for the bottom row. The column numbers range from O
on the left to 39 on the right side of the screen. The GRAFHICS O
screen has 24 rows and 40 columns.

GET #3,CODE

The GET statement, when used with the FOSITION statement, obtains
the ATASCII code of the character at the place on the screen defined by
the current X and Y coordinates.

Mow we’ve gotten to the point where we can tie things together.
Instead of printing out the entire screen, let’s just consider how a
single line is printed. To be more specific, let s print out the top
line of the screen. The following program does this task. The text
following this program contains a line by line discussion of the
progiram.

10 DIM LINES {(40)

20 CLOSE #Z:0PEN #3,4,0,"810"

30 GBRAFHICS O

40 REM *#%% Run here the praogram which

prints to the GR. O screen #%#
50 XCORD=0:YCORD=D
&0 LINEg=""

70 FOSITION XCORD, YCORD

g0 GET #3%,CODE

0 LIMES (LEM(LINES$) +1)=CHR% (CODE)
100 XCORD=XCORD+1

110 IF XCORD<=3I%2 THEN 70

120 LFRINT LINES

1320 CLOSE #3

140 STOF

Line 10 contains a DlIMension statement which must be used to



define the size of a string variable: LINES$. A string variable, which
may contain any ATASCII character, has a "$" at the end of its name. A
numeric variable has assigned to it an integer, real, or floating
number: XCORD and YCORD, examples of integer numbers, are first used
in statement S0.

Line 20 contains two commands which we have not discussed vyets
OFEN and CLOSE. These commands open and close channels through which
the ATARI computer communicates with its peripherals: the screen,

printer, keyboard, cassette recorder, disk drive, and RSBZIZ ports.
There are eight channels available numbered O to 73 channels 1-3 may
he used by the programmer without any restrictions. Channels & may

used by the programmer in the absence of a GRAFRICS statement (#6 sends
output to the screen). Channel #7 must be available for the LFRINT
command. In line 20, channel #3 is opened up to the screen. Since a
channel may communicate with only one peripheral at a time or a
peripheral may communicate through only one chanmel at a time, a CLOSE
command is given for a channel before it is 0OFENed. Otherwise, an
error condition may develope which will stop the program.

The second number in the OFEN command, "4", indicates that the
computer will accept data from the device designated by the last
parameter. "S5:" indicates that the input device is the display screen.
The third parameter is set to O for most peripherals: see p. 376 of
"Your ATARI Computer" by Foole, McMiff, and Cook for an extended
discussion of the OFPENM and CLOSE commands.

Line 30 determines the graphics mode, GRAFHICS 0.

Lirne 40 just indicates where the application program is placed.
The final version of this program will handle this more elegantly than
this crude version.

Line 50 defines the X and Y coordinates of the first screen
location which is to be read.

Line 60 initializes the LINE$ stringi here it has a length of O
characters.

Line 70 places the cursor at the X and Y screen coordinates
determined by the current values of the numeric variables XCORD and
YCORD.

Line 80 BETs the decimal code wvalue of the ATASCII character at
the cuwrrent location of the cursor.

Im line 90, two new functions are used. The CHR$ function
generates the ATASCII character corresponding to ATASCII code following
it, represented here by the numeric variable CODE. The LEN function
returns the number of characters in the string variable immediately
following it. The overall effect of the statement in line 90 is to
append an ATASCII character to the string variable LIMES.

Line 100 increases the value of the X coordinate variable, XCORD,
by one so that the next position to the right may be read the next time
line 70 is processed.




In line 110, the IF ... THEN ...
command is used to insure that the program does not try to GET an ASCII
code from a position off the screen to the right. As long the value of
XCORD is less than or equal to 39, program control is transferred to
line 70 which moves the cursor one space to the right. When XCORD=40
control is transferred to line 120.

In lime 120, the LFRINT command opens channel #7 to the printer,
prints the string LINE$ on the printer, and then closes channel #7.

NMow that the line has been sent to the printer, channel #3 to the
Screen is closed using the CLOSE command in line 130. The statement is
not required, but it is geood programming practice, for the reasons
given earlier, to close a channel when it no longer being used.

Line 140 STOFs execution of the program. A message is printed to
the screen given the line number where the S5TOF command is encountered.

All of this may seem like a lot of effort to just print out just
one line of the screen. With just a little more effort the whole
screen can be printed. This can be done by just increasing the value
of the Y coordinate variable, YCORD, in a manner similar to the way the
X coordinate variable, XCORD, was changed. The following statements
can be inserted in the line printing algorithm to permit printing the
entire screen.

123 YCORD=YCORD+1
126 IF YCORD<=2Z3 THEN &0

This is the complete GRAFHICS © screen dump. However, there are
several features which can be added to make the utility more compact
and/or user friendly. The +first is that FOR ... MEXT loops can be used
to change the variables XCORD and YCORD thus replacing the clumsy
construction used in lines 50, 100, 110, 125, and 126. The rewritten
prragram is given below:

10 DIM LINME$(40)

20 CLOSE #Z:0PEN #3,4,0,"5:2"

0 BRAFHICS ©

40 REM *¥%* Run here the program which

prints to the GR. O screen ¥¥#
60 FOR YCORD=0O TO 23
70 LINE$=""

80 FOR XCORD=0O TO 29

90 FOSITION XCORD, YCORD

100 GET #3,CO0DE

110 LINES (LEN(LINES$) +1)=CHR%$ (CODE)
120 NEXT XCORD

120 LPRINT LIMES$

140 NEXT YCORD

130 CLOSE #3=

140 STOF




The latest version of our screen dump dumps an entire screen to
the printer, but it does not have some desirable features: 1. A
message line which asks you if you want the contents of the screen sent
to the printer: 2. An error trapping procedure to tell you to turn the
printer oni 3. A change in the screen color to indicate that a screen
is being generated which can be printed: 4. A way of stopping the
printing process and retwning to the main program.

The finished program is listed at the end of this article. I+ vou
key in this program, store it on a disk using the LIST command

LIST "D:SCRNDMF.ERAS

instead of the SAVE command. Cassette recorder users must use LIST "C:"
rather than the CSAVE command. Line numbering starts at 3I0000 since
most EBASIC programs do not have line’ numbers in this range. This
permits merging of this utility with an Atari BASIC or a BASIC XL
program. The merging process is: .

LOAD "DIMAIMFRG.RBASY
ENTER "D:SCRNDMF.BASY

Cassette recorder users must first CLOAD the main program and then use
the ENTER "C:" command to merge the main program and the screen dump.
I¥ yow main program processes lines with number ranging 30000 to
30150, use a line renumbering utility on the original SCRNMDMF.BEAS file
before the merging process.

Implementation of this utility if straight forward. Be sure to
place a

DIM LINES$(40)

statement near the beginning of the main Atari EBASIC programs the
LINE$ string does not need to be dimensioned in a BASIC XL program.

Inspect yow BASIC program to locate the first place where
information {(you want dumped to the printer) is printed to the screen
and place a

GOSUE 30010

statement at that place; the easy way is to substitute this statement
for GRAFHICS O command. Then place a

FOSUR ZO0I0

at place just after tha last place where information {(you want dumped)
is printed to the screen.

The program will work just as before, except that the screen twns
red while the screen is being generated. When the screen is finished,
a message is printed close to bottom asking if vyou want the screen
dumped to the printer. If the answer is No, the screen turns blue and
control returns to the main program.



I+ vou answer Yes, the printing process starts and the screen
turns blue when the job is +finished. If the printer has not been
tuwrned on, a request asking vyou to twn the printer on flashes across
the bottom of the screen until the printer is turned on. Then the
message line is restored to its original status and the printing
process starts.

The printing process may be stopped at any time by holding down
the ESCcape key until the screen color turns back to blue and control
returns to the main program.

The final version of this program is somewhat different that the
earlier versions in that it is organized into subroutines, small
programs which can be processed one or more times during & job. Line
0010 defines the GRAFHICS O screen. Lines 30030 to 30130 are the
"main" part of the screen dump where screen coordinates are changed and
lines are printed. Line 30020 reads a row of the screen. Lines 30072
and 30140 to to 30130 check the condition of the printer and tell you
to turn it on if it is off.

This program is all Atari BASIC except for the FEEK statement in
line 30100 which checks to see if the ESCape key is pressed down after
a line has been sent to the printer.

SUMMARY

In this article I have attempted to show how the idea for a
program was found and how the program itself evolved from the crude
initial version to a more versatile final version. The versatility and
weaknesses of BASIC as a programming language are illustrated. I will
say no  more about this other the fact that even though the final
version of my screen dump is much more useful than earlier versions, it
is also more difficult +to follow the flow of the program than in the
simple, earlier versions.
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TOOO0 REM 89965896596 365 K06 5 36 56 55000636 6966 3 456 5
ZOO001 REM SCREEN DUMP UTILITY GR. O
IOO02 REM by Norman knapp SJULL984
F0o04 REM

IO00S REM *%% Flace a GOSUR 20010 stat
ement at the point in the main program
where printed screen begins. ¥%¥
F0004H REM

I0010 CLOSE #3:0FPEN #3,4,0,"8:"IGRAFHI
C5 Q:SETCOLOR 2,1,1:RETURN

TOO020 FOR XCORD=0 TO 32:FOSITION XCORD
LYCORD: GET #3,CODE:LINE® (LEN(LINME®)+1)
=CHR$ (CODE) : NEXT XCORD:RETURN

I0024 REM

I0025 REM *#¥% Place a GOSUR I0030 stat
ement at the point in the main progiam
where printed screen ends. ¥¥%

FIO026 REM

IOOI0 LINE$="":YCORD=22:G605UB 30020
I0040 POSITION 0,22

0050 7 "Print this screen: (Y/N) "3iC
LOSE #1:0FEN #1,4,0,"K:":GET #1,CODE:C
LOSE #1

Z00&0 IF CHR$ (CODE)="N" THEM GRAFHICS
0OIRETURN

Z0070 IF CHR$(CODE) < x"Y" THEN 30040
IOO72 TRAF Z0140:LPRINT

I0075 POSITION O,22:7 LINES

I0090 FOR YCORD=0O TO 23

ZO100 LINES="":608UR ZI0020:ILFRINT LINE
%1 IF PEEE(7564)=28 THEN GRAFHICS OIRETU

R

I0120 MEXT YCORD

I0170 CLOSE #3:TRAF 40000:6RAFHICS OIR
ETURN

0140 FOR XCORD=0 TO 39:FOSITION XCORD
J22:7 " "3 iNEXT XCORD

TO1S0 FOSITION 0,22:7 "TURN ON PRINTER
M3natEiGOTO 30072



