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At several of the officers” meetings, the topic of short
couwrses on various topic has  been disucssed. If you are
interested learning more about the Atari system, Rill Eckert will
have & sheet yvou can sign after the meeting. Flease indicate
subject () that interest vou and whether you would like to be &
teacher or student. The courses would not be on  the regular
meeting night, but at a place and time yet to be determined.

You'e probably noticed by now that this issue of the
newsletter is considerably thinner than last month* s, the longest
published to date. There are several causes for this situation.
The most obvious is that last month we published an index of the
programs on all the Disks of the Month and released a very long
Atari DEMOFPAC. The other reasons are that this month, I received
ornly one article, by Charles BErown, a regular contributor. Unless
ancother DEMOFAC twnes up along with 2 or 3 articles, a issue
cannot be put out next month. I+ there is no DEMOFALC, there
cshould be 4 or 5 articles, each at least a page long. We could
also use Filler material such as tips on software use,
programming, and hardware.

There is & great variety of topics to wite about: the new
hardware Atari will be releasd soon, reviews of software,
programming topices {(read the enclosed articles), and your personal
cheservations and opiniaons about personal computers. There are a
large number of Atari owners without modemss it you see something
o & bulletin board that vou like to share, pull it down and send
it to the editor. The same holds for magazine articles if
caopyrighte are not a problem.

Eratta

Eratta is a Latin word uwsed to designate printers or witer’s
errars in & publicatian. There are several in  the DOM index
pubilished last month. The columns on the first and last pages of
the DOM index were interchanged. To save the espense of another
page, the directory listing Ffor DOM #27Y was placed at the bottom
of the last page of the DOM inde:x. My apologies for the confusion
this may have caused.

Norman Frnapp, Editor




ATART MEMORY AND IT°8 USES

Whern youw program yow  Atari,what you are actually doing is
accessing it's memory. The Atari computer is nothing else but a
large collection of memory locations. Unless you are doing a lot
of simple things you will have to know the uses of many memory
locations. You will also have to know what these locations will
do under various situations.

For example, I was using Basic XL a while back. I was trying
to save a page of text by using the famous MOVE command. I first
moved my page to  location 20000 (decimal). I used this location
as a storage space. Then I went to move the page back to location
40000 {(decimal). This is the lowest screen location for  the
Graphics O s=screen. When 1 typed in the command I made a big
mistake. I forgot and left owt a zero. Instead of moving the
page to location 40000, I moved it to location 4000. This would
be the same thing as pokeing a value to that leocation but with the
move command you  can move a lot of bytes at one time. When I
tried to save my program to the disk I got a DOS error telling me
that my drive won™t respond. Natuwrally I thought that there was
something wrong with my drives. Instead what I did was by moving
my text to location 4000 instead of 400000, I wrote over the disk
operating system that was in memory when the disk was booted. By
writing over DOS in memory I scrambled it and as= a result the DOS
system could not recognize my command. As a result I lost my
proagram and had to start over. Luckily it was & small program and
it wasn*t anvthing serious. I could easily restore DOS by turning
of+ the computer and rebooting it. This i=s just one example of
what can go wrong i+ you miss just one digit. You camnn easily do
some serious damage with the wrong numbers in  the wrong place.
Luckily for us as  far &= 1 know youw can not do  any permanent
damage to the computer by tvping on the kevboard. It you do put

something in  the wong place and scramble evervthing. All you
have to do 1= turn off  the computer and turn it back on again.
This should set evervyvthing back to normal again. Unfortunately

this method will also force yvou to lose anvthing that vyou had
typed in. I¥ yvou are changing memory locatioms it may be a good
idea to save yvow program off before yvou run it. That way i you
do scramble something you can simply twn the computer on and off
again and load youwr program back in. This will save you & lot of
worl retyping yvouwr program back in.

I'¥ vou have tried vyouwr hand at programing. You may have
heard of the "pesek" and "polke’” commands. The peek command is like
the name implies. You are peeking or looking at something. When
yvoau tell the computer to peek & memory location. You are telling
it to show yvou the contents of that location. - vou could say
that the computer is showing vou what is  being stored at that
location. It is =afe to look o peek any location you  want.
Fesking & location is harmless to  the computer. Even I+ vou type
in the wromg number for  the location vou wanted. The computer
would simply show  vyou the contents of the wrong location. You
would not damage anyvthing.

Or the other hand 14 vou want to poke something you had
hetter know what you are doing. When yvou poke & location you are
putting a value into it. I other words youw are changing it. Ey
changing & memory location you are changing the way the computer
will worlk. If you put & value into the wrong location by mistake




vou could really mess  things wup. So remember that peeking or
looking at a location in memory is harmless. Orn the other hand if
vou poke or change a memory location you could really cause some
headaches.

I hope that I have given an insight into how the computer
works. I+ done properly programing can be an enjoyable
edperience. If yow start putting the wrong things into the wrong
places it can be a real pain in the neck.

bylZTHe L _E S el o BEFCRA

FINDing

The Basic XL MOVE command discussed by Charles Erown in the
accampanying article possesses some of the characteristics of the
FOEE command. I+ it is desired to just inspect the contents of a
single memory location, the PEEE command permits us to do this.
EBzsic XL has another command which permits inspection of a number
of consecutive memory locations, the FIND function.

Before we consider a rather simple use of the FIND function,
let’s look at ite form:

Findi{long$,58horts, Strt)

This function looks throwgh & long string., Long%$. for the presence
of & short string, Short$, starting &at position in Long$ given by
number Strt. I+ Shorts is present in Long$, then the location of
its first character will be assigned to the numberic variable,
Lotn as shown in the following example:

Letn=Find (Lorng%$, 5horts, Strt)

I+ 8trt is 0O, the all of Long$s is searched. I+ Strt is 10, the
firet 9 characters of Long$ will not be compared with Short$. i+
Short$d is not i Long$, the value of Letn is set to 03 this
property of Find permits it use in the I+ ... Then ... statement:

150 I+ Findf(lLong$.S5horts, 5trt) Then Goto 200
1&0 7 "Shortd is not in Long$”

The English langusge translation of the two line of code above is
that corntrol is transferred to line 200 i+ Short$ is  in Long$s
otherwise line 1&0 is executed it Long$ does not contain Shorté.

Now that we know some of the properties of the Find function,
let’s use it to check string input for a Rasic XL program. In the
context of a larger program, we want to ernter a date and check the
input for kevbosrd entry of a valid month name:

10 Dim Monthyr$ (36), Months (3

20 Monthyr$ = "JANFEEMARAFPRMAY JUNJULAUGSEFQCTNOVDECD "
100 Frint "Enter Month, lst 2 letters ":i:ilnput Month$
110 I+ Len{Mornth$)< 2 Then Gotao 100

120 Lotn = Find$ (Monthyr$,Month$,0)

120 14 Lotn=0 Then Goto 100

140 I+ Inmt d.ctn+2) /275 ilctn+2) /3) Then Goto 100




150 Print Momth#:" is & valid month name"
L&D Stop

I linme 10, the strings subsequently used are defined and
dimensioned. In line 20 the first 2 characters of each month name
are stored in  the strinmng Monthyrd. Line 100 prints & prompt
asking for a month name and thern stops execution uwuntil the user
responds. Lines 110 to 140 evaluate the user’'s response to see if
the following conditions are satisfied:

1. Only 2% characters are to be entered: line 110

Z. The string of 2 characters must be in Monthyr#$: lines 120 to
130
Z. The entry must be a valid abbreviationi lime 140

The third condition arises because the Find function looks at
every possible string of 2% charactersi not just those we are
interested in which start at positions 1, 4, 7, 10, 13, 1&, 19,

2R, 25, 28, 31, and 34.

I¥ vou do not have a Basic XL cartridge or Rasic A+, vyou may
be wondering now how this ie done in  Atari Basic. This 1is
accomplished by replacing lines 1190 to 140 with the following
lines:

110 LETN=0

120 FOR I=1 TO 24, =

TED IF MONTHS=MONTHYR$ (I, I+2) THEN LCTN=I
140 MNEXT I

145 IF LCTN=0D THEM GOTO 100

A1l three of the conditions for proper input are satistied since
orly the segments of MONTHYR$ looked at are the month names.

The two sclutions for string finding given are both equally
valid. The advantages for the Rasic XL approach are that the
coding is more understandable and that the comparison is much more
faster than using the Atari BRasic scolution to this problem.
However, speed is essential only when yvou are trying to FIND a
substring in & very long string. In the example that we’ve looked
at, MONTHYR® is not very long o that the time reguired to execute
the statements in Atari Basic does not reguire the user to wait
for finishing of the test.

I+ the programmer can  wite error  catching routines for
bevboasrd input, the user can recover from his mistakes and
corntinue without heaving to start over agsin and again and agsin.
With entry of strings. the validation process can be tedious to
program but worth it in the long run for the user. The validation
process can also used to speed up entry of strings. For example,
if & library of frequently entered words has been built up it may
be possible for the used to enter a long like "magazine" just by
keving "ma'. I¥ "magic" is also in the library, "maga" or "magi”
would have to be keved in before & valid word could retrieved from
the library. I+ the word is not in the library, then the new word
could be added to the library for future entry.

Most Basic approsches to checking keyvboard entry that I*ve
gncountered have bheen have for entry of numerical data. 6 simple
test for erntry of numeric data would the following short program:



10 TRAF 10FRINT "EEY IN A NUMBEFR OR LETTER "j;:@ INFUT X
20 FPRINT "You keyed in the number "iX:60TO 10

Fey it in on youwr Hasic or Hasic XL screen, then key RUN <return:

and follow instructions. I+ vyou do not understand some of
commands, please look them up in  an the Atari manual which came
with vyow computer. I just did not  have time to give

explainations of all the Atari Basic commands used in these short
programs. One last comment on the programs in this article: the
first letter of BRasic XL commands, functions, and variables is
upper case while the following letters are lower case when listed
but may be keved in either cases all letters in Atari Rasic
commands, functions, and variables must be keyed in upper case.

My original goal when I started writing this article was just
to explain how the Basic XL FIND string Ffunction worked. By the
natuwre of the xample I chose to illustrate uwse of the Find
functian, I encountered a topic which I considered quite
important: design of Basic programs so that the user can recover
from his mistakes.

by Norman Knapp







