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POSITION 20,2:;POKE 752,0:? "Aus
gang {RVS-ON}B{RVS-OFF} ?";P2§;
"{ESC/CTRL-+} [ESC/CTRL-+} {ESC/C
TRL-+} {ESC/CTRL-+} {ESC/CTRL=-+} {
ESC/CTRL-+} {ESC/CTRL-+} (ESC/CTR
L-+} {ESC/CTRL-+}"; : INPUT P2§
POKE 752,1:G0OSUB 190:G0TO 220
W=0:Z=256:FOR I=1 TO B8:I=Z/2:IF
I$(I,I)="{CTRL-T}" THEN W=W+Z
HEXT I:RETURN
RESTORE 29000:FOR I=0 TO 7:READ
A,B,C:STII)=A:SE(I)=B:0P(I)=C;:
HEXT I:RETURN

P=p+1:IF P=9 THEN P=0

LO=10:IF P=8 THEN LO0=0

POSITION 33,5:7 P

RETURN
S=5+1:IF
L1=10:IF
POSITION
RETURN
SOUND 0,PADDLE(P),10,L0;:SOUND 1
,STRIG(S)*50+50,10,L1:RETURN
P?SITION 18,5:7 "(P)addlesound:

i
E

5=5 THEN 5=0
5=4 THEN L1l=0
33,7:2 8

4210

4220
5000

6000

6010
6020
6030

6040
6050
6100

6105

6110

POSITION 18,7:7 "(S)trigsound :
"5

RETURN
POSITION 0,V:FOR H=1 TO 40:7 "{
CTRL-R}"; :NEXT H:RETURN

? "{ESC/CTRL-<} {ESC/CTRL-=}{ESC
/CTRL-=}{ESC/CTRL-=} {ESC/CTRL-=
HESC/CTRL-=}Haben Sie einen At
ari XL (j/n) ?%;

GOSUB 6600

IF EIN=ASC("J") THEN XL=1

? "{ESC/CTRL-=}{ESC/CTRL-=]Brau
chen Sie Infos (j/n) ?";

GOSUB 6600

IF EIN=ASC("N") THEN RETURN

? " {ESC/CTRL-<] [ESC/CTRL-=}Unit

? "{ESC/CTRL-=}Dieses Programm

laesst den Benutzer{3SPACES}ueb
er den Joystickport Information
en{28PACESInach aussen geben."”

? "Je nachdem, wie die Bits in

PORT A undPORT B gesetzt sind,

wird auf unter-{2SPACES}schiedl
iche Pins des Joy";

6120

6125

6200

6300

6600

6610
6700

6710
6720

2900

? "stickports{4SPACES}Strom geg
eben, Ausserdem kann man die Pa
ddle=, Stick- und Strigwerte da
raus"”

7 "ersehen. Der Kassettenrecord
er kann{3SPACES}auch ein- und a
usgeschaltet werden,"

? "{ESC/CTRL-=}{ESC/TAB} (ESC/TA
BiTaste druecken...";:GET #4,EI
H:RETURN

RETURN

GET #4,EIN:IF EIN<>ASC("J") AND
EIN<>ASC("H") THEN 6600
? CHR$(EIN) :RETURN
OP=PEEK(560)+256*PEEK(561) : POKE
710,0
POKE OF,7+64:POKE OP+1,0:POKE O
2

B+2,6
A$="{65PACES} UNITEST { 7TSPACES}":
FOR I=0 TO 19:POKE 1536+I,ASC(A
$(1+1,1+1))-32:NEXT I:RETURN
0 DATA 1,1,1,0,1,1,1,0,1,0,0,1,1
,1,0,0,1,0,1,0,0,0,0,0

Glijckszahl

g | Grafik - Shomw ot
Progr. Nr. a
Rechner: Atari 600/800 XL und XE Demonstrationen, wie einfach und
Programmname: Grafikshow schnell es geht, dem Atari XL
Programmlénge: 8 KB ansprechende Grafik zu entlocken.
Programmiersprache: Basic

Auch eine praktische Anwendung

Daf der Atari XL der Grafikkiinstler findet dieses Programm. Als 'Party-

'Nummer  eins' unter den  Home-

computern ist, hat sich mittlerweile laufen, um
herumgesprochen. Durch seine spe- halten.
ziellen Grafik- und Videochips

bietet er Leistungen,

die zum Teil
bis in den Bereich der Grafik des
'Commodore-Amiga' gehen.

Das hier abgedruckte Programm zeigt
Spectrum

aus einen breiten
REM SRS S300INitnmsnssanennsinnes 180
REM GRAFIK-SHOW
REM fuer CHIP-SPECIAL 190
REM von KARL PELZER
REM SRESSESR0U#REUDENEREORERERUERIRS 200
100 GRAPHICS 17:POSITION 0,3:7 #6;9E 210
INEH MOMENT":FOR W=0 TO 100:HEXT
W:GOSUB 31000 220
105 POKE 708,0:POKE 709,0:POKE 710,0 230
sPOKE 711,0
110 DL=PEEK(560)+256® PEEK(561) : POKE
DL+8,7:POKE DL+9,7
120 POSITION 0,3:7 #6;"(4SPACESILTHE 500
ATARI){8SPACES) [glRVS-ONlrAlRVS
=-QFF}plRVS-ONInI{RVS-OFFIK[RVS-0 510
HlsH{RVS-0FF} o[ RVS-0ON}w(RVS-0FF}
"
130 POSITION 1,7:7 63" 520
530
180 Poslrron 0,11:7 #6;"PRESS START 540
TO BEGIN® 550
185 FOR H=0 TO 15:W=96+H:POKE 708,W: 560
POKE 709,W:POKE T10,W:POKE T11,W 570
:FOR W=0 TO H:HEXT W:HWEXT H:POKE 580
708,120 590
150 POSITION 1,9:7 #6;90PTION:"; 600
160 IF PEEK(53279)=3 THEN AN=AN+0.5 610
170 IF INT(AM)=AN THEN ? #6j"cassett 620
e on " 630

Eine Publikation von CHIP SPECIAL

Ih

angeschlossenen

vom SpaB.

IF INT(AN)<>AN THEN ? #6;"casset
te off"

FOR W=0 TO 20:HEXT W:IF PEEK(532
79)=6 THEN 230

C1=C1+2:IF C1>251 THEH Ci=0

POKE T11,C1:POKE 709,C1+2:POKE 7
10,C1+4

GOTO 150

FOR H=15 TO 0 STEP =-1:W=96+H:POK
E 708,W:POKE 709,W:POKE T10,W:PO
KE T11,W:FOR W=0 TO 4:NEXT W:NEX

TH
REM {RVS-ON}{8SPACESIGRAPHIK Nr.
1

GRAPHICS 2U:POKE 710,0:X==10:Y¥=~
10: IF INT(AN)=AN THEN POKE 54018

152

A=X+10:Y=Y+10

IF ¥>190 THEN 560

COLOR 1:PLOT 0,Y:DRAWTO X,190
GOTO 520

X=329:1=-10

X=X=-10:Y=Y+10

IF ¥>190 THEN 610

COLOR 1:PLOT 319,Y:DRAWTO X,190
GOTO 570

X==10:Y=200

X=X+10:¥=Y=-10

IF Y<0 THEN 660
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und driickt die

640
650
660
670
680
690

T10
T20

T30

740
800

810
82
83

o o

85

=

Light-Show' kann die Grafik nebenher

re G&ste 2zu unter-

Die Grafik kann =zusdtzlich
noch mit Musikuntermalung versehen
werden. Hierzu legt man einfach eine
Musikkassette in einen an den Atari

Kassettenrecorder
'"PLAY'-Taste. Viel
Karl Pelzer

COLOR 1:PLOT 0,Y:DRAWTO X,0

GOTO 620

X=329:1=200

L=X=101Y=Y=-10

IF ¥<0 THEN T10

COLOR 1:PLOT 319,Y:DRAWTO X,0
GOTO 670

DEG :PLOT 159,95+40

FOR R=0 TO 40 STEP 8:FOR C=0 TO
360 STEP 15:COLOR 1:DRAWTO 159+5
IH(C)'R +95+C0S(C)* 40 :HEXT C:HEXT

FOR R=0 TO 32 STEP 8:FOR C=0 TO
360 STEP 15:COLOR 1:DRAWTO 159+3
IN(C)®4D,95+C0OS(C)I#R:NEXT CiNEXT

R
IF PEEK(53279)<>6 THEN Th0

REM [RVS-ON} {8SPACES}GRAPHIK Nr.
2

GRAPHICS 10:FOR I=0 TO 8:POKE 70
4+1,I%2:NEXT I

C=0:FOR ¥=0 TO 7:C=C+1:COLOR C:P
LOT 0,Y:DRAWTO 79,Y:NEXT Y
C=B:FOR Y=7 TO 14:C=C-1:COLOR C:
PLOT 0,¥:DRAWTO T9,Y:NEXT ¥
C==1:FOR Y=15 T 32 STEP 2:C=C+1
:COLOR C:FOR S=0 TO 1:PLOT 0,Y+S
:DRAWTO 79,Y+S:NEXT S:HEXT ¥
C=8:FOR Y=31 TO 45 STEP 2:C=C-1:

79
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1150
1200

1210
1220

1230

1250
1250
1300
1310

1320

1330

1350
1360
1370
1380
1390
1400

1510

1420

COLOR C:FOR S=0 TO 1:PLOT 0,Y+S:
DRAWTO 79,¥+S:NEXT S:NEXT Y
C==1:FOR Y=46 TO 67 STEP 3:C=C+1
:COLOR C:FOR S=0 TO 2:PLOT 0,Y+5
:DRAWTO 79,Y+S:NEXT S:NEXT ¥
C=8:FOR Y=67 TO 88 STEP 3:C=C-1:
COLOR C:FOR S=0 TO 2:PLOT 0,¥+S:
DRAWTO 79,Y+S:HEXT S:MEXT ¥
C==1:FOR Y=88 TO 116 STEP 4:C=C+
1:COLOR C:FOR S=0 TO 3:PLOT 0,Y+
S:DRAWTO 79,¥+S:NEXT S:NEXT ¥
C=8:FOR Y=117 TO 145 STEP 4:C=C-
1:COLOR C:FOR S=0 TO 3:PLOT 0,Y+
S:DRAWTO 79,Y+S:NEXT S:NEXT Y
C=0;FOR X=0 TO 7:C=C+1:COLOR C:P
LOT X,145:DRAWTO X,191:NEXT X
C=8:FOR X=7 TO 14:C=C-1:COLOR C:
PLOT X,145:DRAWTO X,191:NEXT X
C=0:FOR X=15 TO 22:C=C+1:COLOR C
sPLOT X,145:DRAWTO X,191:NEXT X
C=8:FOR X=22 TO 29:C=C-1:COLOR C
sPLOT X,145:DRANTO X,191:NEXT X
C=0:FOR X=30 TO 37:C=C+1:COLOR C
sPLOT X,145:DRANTO X,191:HEXT X
C=B:FOR X=37 TO 44:C=C-1:COLOR C
sPLOT X,145:DRANTO X,191:NEXT X
C=0:FOR X=45 TO 52:C=C+1;COLOR C
$PLOT X,145:DRAWTO X,191:NEXT X
C=8:FOR X=52 TO 59:C=C=-1:COLOR C
:PLOT X, 145:DRANTO X,191:NEXT X
C=0:FOR T=0 TO 4B:C=C+1:;IF C>7 T
HEN C=1

COLOR C:PLOT 79,191-T:DRAWTO 79-
T,191:HEXT T

FOR C=0 TO 255-14

POKE 704,C:POKE 705,C+2:POKE 70
6,C+4:POKE 707,C+6:POKE 708,C+8

:POKE 709,C+10:POKE 710,C+12:P0
KE T11,C+14

IF PEEK(53279)=6 THEN 1100

NEXT €

GOTO 990

REM {RVS-ON}{BSPACESIGRAPHIK Nr

GRAPHICS 9

RESTORE 1130:FOR 1-1536 T0 1559
tREAD D:POKE I,D:MEXT

DATA 173,11,212,24, 101,20 141,1
o.z12,1u1,2&,208.1?3.3\.203.201
,6,208,2,104,96,76,0,6

FOR I=0 TO 79:COLOR I:PLOT 0,0:

DRAWTO I,191:PLOT 79,191:DRAWTO
I,0:HEXT I

X=USR(15

36)
REM {RVS-ON}{8SPACES}GRAPHIK Nr
y

GRAPHICS 24:POKE 710,12:POKE 70
9,0:COLOR 1

DEG :FOR C=0 TO 360 STEP 20:KRP
X=159+SIN(C)®4N:KRPY=95+COS(C)*®
0

Y

PLOT 0,0:DRAWTO KRPX,KRPY:PLOT
319,0:DRAWTO KRPX,KRPY:PLOT 319
+191:DRAWTO KRPX,KRPY:PLOT 0,19
1:DRANTO KRPX,KRPY

NEXT C

IF PEEK(53279)<>6 THEN 1250

REM [RVS-ON}[8SPACES}IGRAPHIK Hr

GB#PHICS ZH:POKE T10,0:POKE 709
+12: COLOR

FOR I=0 TD 319 STEP H:PLOT I,0:

DRAWTD 159,95:DRAWTO I,191:NEXT
1

FOR I=0 TO 191 STEP 2:PLOT 0,I:
DRAWTO 159,95:DRANTO 319, T:NEXT
1

POKE 623,68:FOR W=0 TO 300:HEXT
W:IF PEEK(53279)=6 THEN 1390
POKE 623,128:FOR W=0 TO 300:HEX
T W:IF PEEX(53279)=6 THEN 1390
POKE 623,192:FOR W=0 TO 300:HEX
T W:IF PEEX(53279)=6 THEN 1390

GOTO 1350
POKE 623,68:FOR C=0 TO 255:POKE
712,C:FOR W=0 TO 2:NEXT W:HEXT

c
REM {RVS-ON} (3SPACESIGRAPHIK Nr

GRAPHICS 24:POKE T10,112:POKE 7
09,12:COLOR 1:DEG :X1=149:Y1=85
:X2=169:¥2=85:X3=169:Y3=105: 4=
149 :Y4=105:RA=20

FOR R=0 TO 360 STEP 10:RA=RA+1

1940

30999
31000

31005
31010

31020

32000
32001
32002
32003

32004
32005
32006
32007
32008
32009
32010
32011

PLOT X1+SIN(R)I®*RA,Y1+COS(RI*RA
DRAWTO X2+SIN(R)®RA,¥2+COS(R)®R

)
DRAWTO X3+SIN(R}®RA,Y3+COS(R)®R

A
DRAWTO X4+SIN(R)®RA,Y4+COS(R}9R

A
DRAWTO X1+SIN(R)®RA,Y1+COS(R)%R
A

HEXT R

IF PEEK(53279)<>6 THEH 1490

REM {RVS-ON} [BSPACESIGRAPHIK Nr

o7

GRAPHICS 24:POKE T710,12:POKE T0
9,0:COLOR 1
X1=10:¥1=10:X2=309:Y2=10:X3=309
:¥3=189: X4=10:Y4=189

FOR I=0 TO 89
K1=X1+1:¥2=Y2+1:X32X3=1:YlU=YlU-1
Yi1s¥1e2:X29K2-2:Y3=Y3-2:XU=X4+2
PLOT X1,Y1:DRANTO X2,Y2:DRAWTO
X3,Y3:DRAWTO XU,YW:DRAWTO X1,¥1
HEXT [:FOR W=0 TO 100:HEXT W
POKE 623,64

IF PEEK(53279)<>6 THEN 1590

REM [RVS-ON} [8SPACESIGRAPHIK ar

.8
GRAPHICS zh POKE 710,0:POKE 709
4+ 12:COLOR
DEG :FOR R*D TO 360 STEP 10
PLOT 159,95:DRAWTO 159+3IN(RI®3
0,95+COS(RI*30: DRAWTO 159+SIN(R
-30)%40,95+COS(R=-30)*u0
DRAWTO 159+SIH(R)®50,95+COS(R)®
S0:DRANTO 159+SIN(R+50)970,95+C
0S(R+50)%70
NEXT R

IF PEEK(53279)<>6 THEW 1660
REM [RVS-ON} [8SPACESIGRAPHIK Hr

.9

GRAPHICS 9:DEG :C=0:T=0:POKE T1

2,112

FOR R=0 TO 356 STEP 2

IF T=0 THEN C=C+1:IF C>15 THEN
1

T=

IF T=1 THEN CsC=1:IF C<1 THEW T
=0

COLOR C:PLOT 40,95:DRAWTO 40+SI
N(R)#*10,95+C0S(R)#40

HEXT R

IF PEEK(53279)<>6 THEN 1770

REM [RVS-ON} [8SPACESIGRAPHIK Nr

.10

GRAPHICS 9:POKE 712,96

FOR I=0 TO 79

COLOR I:PLOT 0,I:DRAWTO I,0:PLO

T 79-1,191:DRAWTO 79,191-1

MEXT I

X=0:¥1=190:¥2=80

FOR I=0 TO 79

COLOR I:PLOT X,Y1:DRAWTO X,¥2:X

=X+ 1Y 1=Y1-13¥2=12-1

NEXT I

IF PEEK(53279)<>6 THEN 1890

POKE 54018,60:GRAPHICS 17:POKE

756 ,MEM: POKE T08,0

POSITION 5,T:7 #6;"DAS WAR'S"

FOR H=0 TO 15:POKE T08,112+H:FO

B W=0 TO 10:MEXT W:MEXT H

FOR H=15 TO 0 STEP -1:POKE 708,
112+H:FOR W=0 TO 10:NEXT W:NEXT
H

POKE T08,0:END

REM {RVS-ONW}{10SPACES}ZS DEF
GRAPHICS 24:POKE 559,0:MEM=PEE
K(T742)-8:RESTORE 32000

IF PEEK(1)=2 THEN 31020

FOR I=0 TO 1023:READ A:POKE ME
M#256+1,A: POKE T12,A:NEXT I
GRAPHICS 17:POKE 756 ,MEM:POKE
1,2:RETURN

DATA ©0,0,0,0,0,0,0,0

DATA 0,28, l,?ﬂ an 0,24,0
0,102,102,102,0,0,0,0
0,102,255,102, 102.255 102

24,62,96,60,6,128,24,0
0,102,108,24,48,102,70,0
28,54,28,56,111,102,59,0
0,24,24,24,0,0,0,0
0,14,28,28,24,28,14,0
c.1\2,55,2h 24, 56 112,0
0.102,60,255.60,102,0.0
0,24,24,126,24,258,0,0

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
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32080
32081

32085

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
06
DATA
8

DATA
DATA
8
DATA
54
DATA

92
DATA

0
DATA
98
DATA
DATA
DATA
1198
DATA
1126
DATA
198
DATA
1198
DATA
56
DATA
2
DATA
62
DATA
1198
DATA
DATA
DATA
24
DATA
240
DATA
198
DATA
98
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

20,0,0,24,24,48
+0,126,0,0,0,0
+0,0,0,24,24,0
312,24,48,96,64,0
0,102,110,118,102,60,0
4,56,24,24,28,126,0

0
0
1]
1
+

Moo oo

0,126,96,124,6,102,60,0
0,60,96,124,102,102,60,0
0,126,6,12,24,48,48,0
0,60,102,60,102,102,60,0
0,60,102,62,6,12,56,0
0,0,25,24,0,24,24,0
0,0,24,28,0,24,24,48
6,12,24,48,24,12,6,0
0,0,126,0,0,126,0,0
96,48,24,12,24,48,96,0
0,60,102,12,24,0,24,0
0,60,102,110,110,96,62,0
0,56,56,108,108,198,206,2

0,248,204,198,252,6,12,24

0,60,118,192,0,192,118,60
0,248,204,198,198,6,12,28

0,254,0,254,192,192,192,2
0,254,0,254,192,192,192,1
0,60,118,192,14,194,118,6
0,198,198,192,254,6,198,1
0,60,24,24,24,24,24,60
0,12,12,12,12,12,56,112
0,198,204,216,240,192,204
0,192,192,192,192,192,190
0,198,238,16,214,198,198,
0,198,198,230,246,218,204
9,56,108,198,198,198,108,
0,248,204,6,12,288,192,19
0,56,108,198,198,214,108,
0,248,204,198,252,192,204
0,120,192,96,60,6,12,248
0,126,24,24,24,24,24,20
0,198,198,198,0,198,238,1
0,198,198,198,198,108,108
0,198,198,198,214,16,238,
0,198,196,108,0,108,198,1
0,198,198,0,108,56,56,56
0,254,0,12,24,48,96,254
0,254,0,62,0,14,0,6
0,64,96,48,24,12,6,0
4,0,248,0,224,0,192
,0,0,0,0,255,0
1127,127,62,28,8,0
§,24,31,31,24,24,24
3,3, 3.3-3 3
§,24,248,248,0,0,0
n,24,248,248,24,24 28

]

5

1

3,

¥

i
0.0,213.2!5.2h.2!.2l
T414,28,56,112,224,192
2

3

0

8

M.

1224,112,56,28,14,7,3
+7415,31,63,127,255
10,0,15,15,15,15
28,192,224,240,248,252,2

54,255

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

15,15,15,15,0,0,0,0
240,240,240,250,0,0,0,0
255,255,0,0,0,0,0,0
0,0,0,0,0,0,255,255
0,0,0,240,240,240,240
128,28,119,119,8,28,0
»0,0,31,31,28,24,24
3040,255,255,0,0,0
24,24,24,255,255,24,24,24
0,0,60,126,126,126,60,0
04040,0,255,255,255,255

a2
0
]
a
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Chip-Special-Serviceteil

32086 DATA 192,192,192,192,192,192,1 32100 DATA 0,6,6,62,102,102,62,0 32116 DATA 0,24,126,24,24,24,14,0
92,192 32101 DATA 0,0,60,102,126,96,60,0 32117 DATA 0,0,102,102,102,102,62,0
32087 DATA 0,0,0,255,255,24,24,24 32102 DATA 0,14,24,62,24,24,24,0 32118 DATA 0,0,102,102,102,60,24,0
32088 DATA 24,24,24,255,255,0,0,0 32103 DATA 0,0,62,102,102,62,6,124 32119 DATA 0,0,99,107,127,62,54,0
32089 DATA 240,240,240,250,240,240,2 32104 DATA 0,96,96,124,102,102,102,0 32120 DATA 0,0,102,60,24,60,102,0
40,240 32105 DATA 0,24,0,56,24,24,60,0 32121 DATA 0,0,102,102,102,62,12,120
32090 DATA 24,24,24,31,31,0,0,0 32106 DATA 0,6,0,6,6,6,6,60 32122 DATA 0,0,126,12,24,48,126,0
32091 DATA 120,96,120,96,126,24,30,0 32107 DATA 0,96,96,108,120,108,102,0 32123 DATA 0,24,60,126,126,24,60,0
32092 DATA 0,28,60,126,24,24,24,0 32108 DATA 0,56,284,24,24,24,60,0 32124 DATA 24,24,24,24,24,24 24,28
32093 DATA 9,28,24,24,126,60,24,0 32109 DATA 0,0,102,127,127,107,99,0 32125 DATA 0,126,120,124,110,102,6,0
32094 DATA 0,2Y4,48,126,48,24,0,0 32110 DATA 0,0,124,102,102,102,102,0 {ESC/BS}{ESC/CTRL-<}{}{}{CTRL-A}8,2}4
32095 DATA 0,284,12,126,12,24,0,0 32111 DATA 0,0,60,102,102,102,60,0 +56,120,56,24,8,0
32096 DATA 0,24,60,126,126,60,24,0 32112 DATA 0,0,124,102,102,124,96,96 {ESC/TAB}[ESC/CTRL-<}{ESC/CTRL--} (ES
32097 DATA 0,0,60,6,62,102,62,0 32113 DATA 0,0,62,102,102,62,6,6 C/CTRL--}32126 DATA B,24,56,120,56,
32098 DATA 0,96,96,124,102,102,124,0 32114 DATA 0,0,124,102,96,96,96,0 24,8,0 .
32099 DATA 0,0,60,96,96,96,60,0 32115 DATA 0,0,62,96,60,6,128,0 32127 DATA 16,24,28,30,28,24,16,0

GrofBBe PEEK- und POKE-Liste

Adresse Bez. Bemerkungen
(Hex) (Dez.)
23 23 CASINI Wenn Kassettenboot erfolgreich abgeschlossen wurde, JSR zu
vorheriger Adresse.
4 4 RAMLO RAM-Zeiger fir den Vektortest
6 6 TRAMSZ Zeitweises Register fur die Speicher Gr.
7 7 TSTDAT RAM-Test Register fir Daten
8 8 WARMST 0 = Einschalten des Gerites

= 1 = System-Reset gedriickt
255 = Normal Wert
Programme bleiben bei Sprung zu dieser Adresse erhalten
Boot Kennung:
9 9 BOOT Bit 1 gesetzt: auf RESET Sprung zu DOSINI
Bit 2 gesetzt: auf RESET Sprung zu CASINI
Sind Bit 1 und 2 gesetzt, erfolgt zuerst Cassetteninitialisierung
Start-Zeiger fir Diskettenprogramme

A B 10, 11 DOSVEC Wird zu Speicherung der Adresse verw., bei der nach ladeb des DOS das
c,.D 12,13 DOSINI Benutzer-Programm startet. Mit einem indirekten JSR hierher 148t es sich initiali-
sieren.
Enthalt hichste nutzbare Benutzer-Adresse
E F 14,15 APPMHI Pokey Interrupt Zeiger
10 16 POKMSK Bit 7 = Interrupt fur Break Taste

Bit 6 = Interrupt fir andere Tasten

Bit 5 = Interrupt fiir serielle Dateneing.

Bit 4 = Interrupt fir serielle Datenausg.

Bit 3 = Interrupt fiir Datenausgabe Ende K.
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