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The AtariBASIC

A complete explanation of the inside workings of Atari
BASIC, along with the original source code. For
intermediate and advanced programmers.
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DB65
DB65

DB68
DB6A
DB6C
DB6E
DB78

DB70
DB72
DB73
DB74
DB74
DB77
DB7A
DB7D
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DB8J
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DB87
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AG@5

38

F8

BODAGO
FOEQ0OQ
99DAGY

88

19F4 "DB74
D8

9004 “DB87
E6D9

DO@E9 "DB70

2@0@9DD

C6F5
D@B5 “DB43

2062DC

4C1ADB

BNE

:FAIL
JSR

ASL
ASL
ASL
ASL
:FRD2

LDY
SEC
SED
:FRS1
LDA
SBC
STA
DEY
BPL
CLD

BCC

INC

BNE

:FAIL2
JSR

DEC
BNE

JSR

JMP

:FRD1

H

SUB AGAIN

SUBTRACT OF FR2 DIDN'T GO

FRA2E

7

ADD FR2 BACK TO FR@

SHIFT LAST BYTE OF QUOTIENT ONE NIBBLE LEFT

QTEMP
QTEMP
QTEMP
QTEMP

SHIFT 4 BITS LEFT
X
X
X

SUBTRACT FR1 [DIVISOR] FROM FRE [DIVIDEND]

#FMPREC

FRE, Y
FR1,Y
FRE, Y

:FRS1

:FAIL2
QTEMP

:FRD2

SUBTRACT OF FR1 DIDN'

FRALE

ZTEMP1
:NXTQ

RSHFAE

MDEND

:GETCHAR — Test Input Character

DB94
DB94
DB97
DB99

DB9B
DB9D
DB9D

DBYE
DBAJ

260

20AFDB
A4F2
9082 °“DB9D

B1F3
c8

84F2
60

H

H

i

SET LOOP CONTROL
SET CARRY

SET DECIMAL MODE
GET A BYTE FROM FRE
SUB FR1

STORE RESULT

BR IF MORE TO DO
CLEAR DECIMAL MODE

IF RESULT < @ [FRE < FR1] BR
INCR # TIMES SUB [QUOTIENT]
SUB AGAIN

GO

ADD FR1 BACK TO FR@

DEC LOOP CONTROL
GET NEXT QUIOTIENT BYTE

;SHIFT RIGHT FRO/FRE TO CLEAR

7

EXP
JOIN MULT END UP CODE

ON ENTRY INBUFF - POINTS TO BUFFER WITH INPUT
CIX - POINTS TO CHAR IN BUFFER

ON EXIT CIX - POINTS TO NEXT CHAR
CC - CARRY CLEAR IF CHAR IS NUMBER

*
*
*
*
*
*
*
:GETCHAR
JSR TSTNUM
LDY CIX
BCC :GCHR1
i
LDA [INBUFF], Y
i
:GCHR1
INY
STY CIX
RTS

SKPBLANK-SKIP BLANKS

CARRY SET IF CHAR NOT NUMBER

GO TEST FOR NUMBER
GET CHARACTER INDEX
IF CHAR = NUM, SKIP

GET CHARACTER

POINT TO NEXT CHAR
SAVE INDEX

STARTS AT CIX AND SCANS FOR NON BLANKS

)
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DBA1l SKBLANK

DBA1l SKPBLANK

DBAl1l A4F2 LDY CIX ;GET CIX

DBA3 A920 LDA #$20 ;GET A BLANK

DBAS5 DI1F3 :SB1 CMP [INBUFF],Y ;IS CHAR A BLANK
DBA7 D@@3 “DBAC BNE :SBRTS ;BR IF NOT

DBA9 C8 INY ;INC TO NEXT

DBAA D@F9 “DBAS BNE :SB1 ;GO TEST

DBAC 84F2 :SBRTS STY CIX ;SET NON BLANK INDEX
DBAE 60 RTS s RETURN

;i TSTNUM-TEST CHAR AT CIX FOR NUM
H - RTNS CARRY SET IF NUM
DBAF TSTNUM

DBAF A4F2 LDY CIX ;GET INDEX

DBB1 BI1F3 LDA [INBUFF], Y ;AND GET CHAR

DBB3 38 SEC

DBB4 E930 SBC #$30 ;SUBTRACT ASCLT ZERO
DBB6 9018 “DBD@ BCC :TSNFAIL ;BR CHAR<ASCLT ZERC
DBB8 C90A CMP #s0A ;TEST GT ASCLT 9
DBBA 60 RTS ; DONE

:TSTCHAR — Test to See if This Can Be a Number

ON EXIT CC - CARRY SET IF NOT A #

* CARRY CLEAR IF A #

*
DBBB :TSTCHAR
DBBB AS5F2 LDA fe3 5'¢ ; GET INDEX
DBBD 48 PHA ; SAVE IT
DBBE 2094DB JSR :GETCHAR ; GET CHAR
DBC1 901F "“DBE2 BCC :RTPASS ; IF = #8 RETURN PASS
DBC3 C92E cMP g, ; IF = D.P., OK SO FAR
DBC5 FO14 “DBDB BEQ : TSTN
DBC7 C92B CMP $+ ; IF = +8 OK SO FAR
DBCY9 F@@7 “DBD2 BEQ :TSTN1
DBCB 92D cMP 3=t ; IF = -8 OK SO FAR
DBCD F@@3 "“DBD2 BEQ :TSTNL
DBCF :RTFAIL
DBCF 68 PLA ; CLEAR STACK
DBD@ 38 :TSNFAIL SEC ;SET FAIL
DBD1 60 RTS
DBD2 :TSTN1
DBD2 20894DB JSR :GETCHAR ; GET CHAR
DBD5 9@0B “DBE2 BCC :RTPASS ; IF #, RETURN PASS
DBD7 C92E cMP 3.0 ; IS IT D.P.
DBD9 D@F4 “DBCF BNE :RTFAIL ; IF NOT, RETURN FAIL
DBDB :TSTN
DBDB 2094DB JSR :GETCHAR ; ELSE GET NEXT CHAR
DBDE 9802 “DBE2 BCC :RTPASS ; IF #, RETURN PASS
DBEG BOED “DBCF BCS :RTFAIL ; ELSE, RETURN FAIL
DBE2 :RTPASS
DBE2 68 PLA ; RESTORE CIX
DBE3 B85F2 STA X ;X
DBE5 18 cLc ; CLEAR CARRY
DBE6 60 RTS ; RETURN PASS

NIBSHO — Shift FRO One Nibble Left

o NIBSH2 - SHIFT FR2 ONE NIBBLE LEFT
*

DBE7 NIBSH2
DBE7 A2E7 LDX #FR2+1 ; POINT TO 1ST MANTISSA BYTE
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The Atari® BASIC Sourcebook

Everything You Always Wanted to Know
about the Making of a Computer Language

* When you type in BASIC programs and run them, what is
really going on inside the computer?

* How does the computer know how to handle a FOR-NEXT
loop and where it should go when it meets a RETURN?

* Where do ERROR messages come from?

* How does the computer decide which mathematical opera-
tion to perform first?

* Why do some processes take so long, when others are almost
instantaneous?

® What sometimes causes the computer to lock up when you
delete lines from your program?

* How does the computer know what to do when it sees words
and symbols like GOTO, INT, CHR$, *, +, and >?

* How can your machine language programs take advantage
of some of the sophisticated routines in Atari BASIC?

The creators of Atari BASIC have now revealed their own
work. Even if you aren’t a machine language programmer,
you'll find this book a fascinating exploration of a computer
language. Now you can understand exactly why your pro-
grams work as they do. And if you are a machine language
user, the source listing will let you see exactly where to enter
Atari BASIC to use the powerful routines built into the
language.

ISBN 0-942386-15-9 $12.95



