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Beyond BASIC SR

21=210:02=600: Q3=4000P:D$="D1:TEMP":T$ (1)

=" ":T$(251)=" ":T$(2)=T%

(1)

? "ENTER FILE NAME (Dn:name.ext)”:INPUT F

k3

TRAP 4@:DO=VAL(F$(2,2)):IF DO<1 OR DO>4 T

HEN 4@

? "DRIVE NUMBER FOR SORTED FILE ";:TRAP 5

@: INPUT DN

IF DN<1 OR DN>4 THEN S50

? "INSERT ";F$:" IN DRIVE
THEN ? "AND BLANK DISK IN
D$(2,2)=STR$(D0O):? "PRESS
R$

? "FINDING LONGEST RECORD
:0PEN #2,4,0,F$:R=0

TRAP 8@: INPUT #2,R$:L=LEN
R=L

GOTO 76

";D0O:=:IF DN<>DO
DRIVE " ;DN

RETURN "j; : INPUT
LENGTH" : TRAP Q2

(R$):IF L>R THEN

CLOSE #2:7 "LONGEST LENGTH IS ";R:IF R>25

¢ THEN ? "TOO LONG":END

POKE 285,R+1:7? "LOADING

N #2,4,0,F$: M=0

L=1:7? "PASS 1 - ";:GOSUB
160

";F$: TRAF (Q2:0PE

S@@: 1IF M=06 THEN

? "WRITING ";D$:0PEN #3,8,0,D%$: GOSUB 568

? "PASS 2 - ";:L=1:G05UB

o080

CLOSE #2:TRAF Q2:1F DO=DN THEN 7 "DELETI

NG ";F$:XI0 36,#3,8,0,F%
F$(2,2)=STR$(DN) : OPEN #3

.8,8,F%

? "WRITING ";F$:IF M=6 THEN GOSUB 569:G0

TO 4980

TRAP Q2:0PEN #2,4,0,D$:J=1:A=1:B=1:AE=1:

BE=1

IF A=1 THEN TRAP 33@: INPUT #2,R%: TRAP Q3
IF B=1 THEN TRAP 348:RL=ASC(X$(J,J)):Ts=
X$(J+1,J+RL) :J=J+R+1:TRAFP Q@3

IF AE=9 AND BE=@¢ THEN 394

IF AE=1 AND BE=¢ THEN 369

IF AE=9 AND BE=1 THEN 318

IF T=1 THEN 289

IF R$(55,5E) >T$(55,5E) THEN 318

GOTO 369

IF R$(55,S5E)<T$(55,5E) THEN 310
? #3;R$:A=1:B=0:1F AE=6 THEN A=@0:B=BE

GOTO @1

? #3;T4:A=0:B=1:1F BE=9 THEN B=0: A=AE

GOTO G1
AE=@:G0TO0 220
BE=@:6G0T0O 230

J b

267



















































































































































COMPUTE"’s

Third Book of Afari

Here is COMPUTE!'s Third Book of Atari, including some of the
best articles, programs, and games from COMPUTE! Magazine,
plus many more articles and programs that have never before
appeared in print.

Here are just a few of the items of value in this book:

* A complete word processor program

* A spelling quiz program to help your children learn their
weekly spelling words

* A complete guide to the Atari character set

* A memory map for the 1200XL

* A machine language program that allows cursor movement
with a joystick

» A BASIC renumbering utility

* A very fast sorting utility written in machine language

* Articles on sound and graphics

* Three exciting games

* Plus many other useful articles

No matter whether you are an advanced programmer or just
starting out, COMPUTE!'s Third Book of Atari has much of value
to you.

ISBN 0-942386-18-3 $12.95



