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THE MONKEY WRENCH ( tm )

USERS GUIDE

WHAT IS THE MONKEY HRENCH ?

The Monkey Wrench is a machine language ROM program which
extends the ope r a t i n g c a p a b i l i t y o f the ATARI 800 compu te r. When
i n s t a l l e d i n t o the ATARI, the Monkey wrench p r o v i d e s 9 new BASIC
commands. The commands a r e :

Auto Line Numbering

Delete Line Numbers

Change Margins

Memory That

Renumber

Cursor Exchange

Hex Conversion

Decimal Convers ion

Mon i to r

Provides new l i n e numbers when en t e r i ng
BASIC program l i n e s .

Removes a range BASIC l i n e numbers.

- Provides the c a p a b i l i t y t o e a s i l y change
the screen ma rg i n s .

Provides the c a p a b i l i t y t o t e s t RAM memory.

- Renumbers BASIC's l i n e numbers i n c l u d i n g
i n t e r n a l re fe rences .

- Allows usage of the cursor keys wi thou t
ho ld ing down the CTRL ke y.

- Converts a hexidecimal number to a decimal
number.

- Conve r t s a decimal number to a hexdecimal
number.

- En t e r the machine language mon i t o r.

In a d d i t i o n to t he BASIC commands, the Monkey Wrench a l s o con ta ins a
machine language moni tor w i t h 15 commands used to i n t e r a c t w i t h the
power fu l f e a t u r e s o f t h e 6502 m i c r op r o ce s so r.
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GETTING STARTED

No rma l l y, the Monkey Wrench i s i n s t a l l e d a t the same t ime as the
ATARI BASIC c a r t r i d g e . l bweve r, i t may b e i n s t a l l e d even though t h e
BASIC c a r t r i d g e i s n o t i n s t a l l e d . The Monkey c a r t r i d g e i s i n s e r t e d
i n t o t h e RIGHT CARTRIDGE s l o t . Chce t h e Monkey Wrench is i n s e r t e d
i n t o t he RIGHT s l o t , s imp l y t u r n o n the power sw i t c h ( s e e NOTE). The
Monkey Wrench w i l l a u t om a t i c a l l y i n i t i a l i z e i t s e l f and d i s p l a y :

READY

THE MONKEY WRENCH
COPYRIGHT 1981 BY

EASTERN HOUSE SOFTWARE

Now y o u ' r e r eady to MONKEY around w i t h t h e commands l l !

NOTE: Since t he r i g h t s l o t i s n o t n o rma l l y used. the c o n t a c t s i n t h e
s l o t may become d i r t y and cause the MONKEY WRENCH to ma l f unc t i o n when
fi r s t i n s t a l l e d . To h e l p c l e a n the c o n t a c t s , wipe some a lcoho l o n
t he finge r s o f t he MONKEY VRENCH board and p l ug i t i n and t hen o u t o f
t he r i g h t s l o t seve ra l t imes . Du r i ng normal usage , t he fi n g e r s on
t h e board can b e c leaned u s i n g a p e n c i l e r a s e r . I n a d d i t i o n ; a lways
t u r n o f f t h e ATARI 850 i n t e r f a c e u n i t be fo re t u r n i n g o n t he compute r
when MONKEY NRENCH i s i n s t a l l e d .

BASIC COMMAND DETAILS

The 9 new BASIC commands a r e designed to g i v e you those e x t r a
fea tures t h a t a r e n o t p r ov i ded by the ATARI BASIC. These commands
mus t be executed i n . t h e d i r e c t mode. That i s , they c a n n o t be en t e r ed
i n t o a BASIC program. They must typed on t h e screen w i t h o u t a l i n e
number.

A l l of t h e Monkey Wrench commands mus t be entered w i t h t he
g r e a t e r t han symbol ( ) ) preceding t he command s y n t a x . In a d d i t i o n ,
a l l of t he commands must be entered w i t h t he g r e a t e r t h a n symbol ( ) )
i n t h e fi r s t c h a r a c t e r p o s i t i o n o n t h e l i n e . F i n a l l y , a l l commands
w i t h p a r ame t e r s must c o n t a i n a t l e a s t one space between a l l o f t h e
p a r ame t e r s .
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Automat ic l i n e Numbering

>A ( l i n e number) ( i n c r emen t v a l u e )

The )A command p r o v i d e s au toma t i c l i n e number ing f o r e n t e r i n g
y o u r BASIC p r o g r am . The fi r s t p a r ame t e r e n t e r e d i s t h e s t a r t i n g l i n e
number. The second pa r ame t e r i s t h e i n c r emen t v a l u e used t o
de te rmine t he va lue of t h e n e x t l i n e number. I f t h e increment va lue
i s n o t entered. the inc remen t va l ue de f au l t s to 10 . Now whenever you
e n t e r you r BASIC l i n e s t a t emen t s and depress RETURN, the n e x t l i n e
number w i l l a u t oma t i c a l l y b e d i s p l a y ed on the n e x t l i n e o f the
sc reen .

To e x i t t h e au toma t i c l i n e numbering mode, dep ress t h e BREAK
k e y .

EXAMPLES:

>A 10 10 * S t a r t automat ic
10 REM The o l d dog has fl e e s l l * l i n e numbering
2 0 REM Bu t h e d o e s n ' t c a r e ! ! * a t l i n e 1 0 and
30 * inc remen t by 10

>A 5000 l * S t a r t au t oma t i c
5000 GOTO 1000 * l i n e number ing
5001 IF A-123 THEN 3-321 * at l i n e 5000 and
5002 LET C-O * inc rement by l
5003

No t e : While in t h e automat ic l i n e numbering mode, do n o t change t he
l i n e number p r i n t e d o n t he sc r een o r move the c u r s o r o f f t he c u r r e n t
l o g i c a l l i n e . Doing t h i s may cause a wrong l i n e number t o b e s t o r e d
in t h e BASIC program. I t i s okay to use t he INSERT and DELETE ke y s .
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Delete Range of Line Numbers

> D ( s t a r t i n g l i n e number ) (ending l i n e number)

The )0 command d e l e t e s a range of BASIC l i n e numbers . The fi r s t
p a r a m e t e r s p e c i fi e s t h e s t a r t i n g l i n e number t o b e d e l e t e d . The
second p a r a m e t e r s p e c i fi e s t h e l a s t l i n e number t o b e d e l e t e d .

EXAMPLES:

>D 0 50 * Delete l i n e s 0 to 50

>D 100 200 * Delete l i n e s 100 200

)D 32000 32500 * Delete l i n e s 32000 to 32500

when t h e RETURN k e y is depressed , the l i n e s w i l l be d e l e t e d . The
ATARI buzzer w i l l sound when t h e l i n e s have been d e l e t e d .

Set  Marg ins

) M ( l e f t m a r g i n ) ( r i g h t m a r g i n )

The > H command makes i t p o s s i b l e t o e a s i l y change t h e screen
m a r g i n s . The fi r s t number in the pa rame te r s p e c i fi e s t h e l e f t
m a r g i n ; t l m second number i n t h e p a r a m e t e r s p e c i fi e s t h e r i g h t
m a r g i n . I f t h e second parameter is n o t g i v e n , o n l y t h e l e f t marg in
w i l l be changed.

EXAMPLES:

>M 5 35 * Set margins to 5 and 35

>M 0 39 * Set margins to 0 and 39

> M 2 * S e t l e f t m a r g i n t o 2

The l o w e s t l e f t m a r g i n number i s 0 and t h e h i g h e s t r i g h t margin
number i s 39. D o n ' t s p e c i f y a l e f t marg in number g r e a t e r t h a n the
r i g h t m a r g i n . I f you d o , use t h e SYSTEM RESET key t o r e s e t t h e
m a r g i n s .
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Exchange C u r s o r K e y s

When t h e Monkey Wrench i s i n i t i a l i z e d a t p o w e r - u p , t he c u r s o r
keys ( u p , down, l e f t and r i g h t ) a r e s e t u p t o a l l o w t h e i r usage
w i t h o u t h o l d i n g down t h e CTRL k e y . This f e a t u r e makes i t much more
e a s i e r t o use t h e s c r e e n e d i t i n g c a p a b i l i t i e s o f the ATARI. 1 b use
t h e + , - , - and * cha rac te rs , ho ld down t h e CTRL k e y . I f you d o n ' t
w i s h t o use t h i s f e a t u r e , t y p e i n t h e ) 5 command t o exchange the
c h a r a c t e r s t o t h e normal mode. I f a t a l a t e r t ime you w i s h t h i s
f e a t u r e r e s t o r e d , t y p e > E a g a i n t o exchange t h e k e y s .

Decimal To Hexidecimal Convers ion

> # ( d e c i m a l number)

Conve r t a dec imal number to hex idec imal number. When t h e RETURN
key is dep ressed , t h e hexidecimal number w i l l be d i s p l a y e d on the
n e x t l i n e . The maximum decimal number is 65535.

EXAMPLES:

>#  255
OOFF

># 10
000A

># 65535
FFFF
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lbx idec ima l Tb Decimal Conve rs ion

) 5 ( h e x i d e c i m a l number)

Conver t a hex idec imal number to a decimal number. When t h e
RETURN k e y i s dep ressed . the decimal number w i l l be d i s p l a y e d on t h e
n e x t l i n e . The maximum hexidecimal number is FFFF.

EXAMPLES:

>$ PF
255

>$ A
10

>5 FFFF
65535

M o n i t o r

>*

E n t e r t h e machine language m o n i t o r . The >* command e x i t s t h e
ATARI BASIC program and t u r n s c o n t r o l o f t h e 6502 m i c r o p r o c e s s o r over
to t h e m o n i t o r . See machine language m o n i t o r commands.



PAGE 7

Memory Tbs t

>T ( s t a r t hex add ress ) ( end hex add ress )

( h e o f the most hand i e s t programs you can have f o r y ou r compu t e r
is a MEMORY TEST program. I t a l l ows you to be su re t h a t y o u r RAM
memory i s f u n c t i o n i n g p r o p e r l y . Th i s i s p a r t i c u l a r l y u s e f u l when you
p u r c h a s e a d d i t i o n a l memory modules. You o n l y have a l i m i t e d t ime
p e r i o d o n you r g u a r a n t e e . l b w d o you know t h a t i t i s okay ? You
r e a l l y d o n ' t un less you t e s t i t . A l so whe n one of y o u r programs
i s n ' t work ing p r o p e r l y , i s i t because t he problem i s i n t h e program
or in RAM memory ? Wi t h t h e memory t e s t , you can fi n d o u t .

The t e s t checks t h e memory f o r s t o r a ge r e t e n t i o n , a n open ,
s h o r t e d o r n o n - f u n c t i o n i n g da t a and add ress l i n e s 0 th rough 7 . Th is
i s done b y w r i t i n g 0 0 0 1 ... F F 0 0 0 1 ... F F c o n t i n u a l l y t h roughou t
t h e memory range f o r t h e fi r s t p a s s . When t h i s has been w r i t t e n , i t
i s checked t o v a l i d a t e t he d a t a . O n t he n e x t pass 0 1 0 2 ... FF 0 0
O l ... FF i s w r i t t e n and checked. Th i s con t i nues f o r 256 passes
u n t i l a l l p o s s i b l e comb ina t i ons o f b i t - p a t t e r n s have been checked.

The >T command pa rame te r s ( s t a r t & end addreses) a r e hexidec imal
addresses. The f o l l ow i n g a r e examples of the minimum and maximum
p r a c t i c a l r anges o f memory t h a t shou ld b e t e s t e d .

EXAMPLES: .

>T 0700 7C20 * T b s t memory f rom hex 700 to hex 7020.
t Fo r 32K. 40K, or 48K of memory.

)T 0700 5C20 Te s t memory from hex 700 to hex 5C20.
F o r 24K of memory.

>T 0700 3C20 * Tb s t memory from hex 700 to hex 3C20
* For 16K of memory.

>T 0700 1C20 * Te s t memory f rom hex 700 to hex 1C20
* For BK of memory.

When the RETURN key is depressed, t he screen w i l l d i s p l a y
TESTING. I f any e r r o r s a r e found, they w i l l be ou tpu t t ed as shown on
t h e n e x t page . At t he end of t h e memory t e s t , the sc reen w i l l
d i s p l a y TEST FINISHED and sound t h e buzze r. The memory t e s t per fo rms
a l eng t h y b u t exhaus t ive t e s t o f RAM memory. There fo re , i f y o u ' r e
t e s t i n g a l o t of memory, be prepared to w a i t ! ! ! I f you w ish to
t e rm ina t e t he t e s t e a r l y , depress t he SYSTEM RESET k e y .
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When memory e r r o r s o c c u r d u r i n g t h e t e s t , t h e y w i l l b e o u t p u t t e a
i n  t h e  f o l l o w i n g  f o r m a t :

ADDRESS DATA PATTERN DATA READ
0F ERROR STORED BY TEST BY TEST

xxxx yy 22

Example P r i n t o u t o f Memory E r r o r s

3090 F1 F0
3D90 F3 F2
3090 F5 F4
3090 F7 F6

To the beg inn ing c o m p u t e r i s t , t h e p r i n t o u t o f memory e r r o r s
w o n ' t mean much. Bu t i t does i n d i c a t e a problem i n one o f t h e memory
modules. Remove one of the memory modules and t e s t the RAM t h a t is
l e f t . I f t h e e r r o r s occur a g a i n , cont inue to swap memory modules
u n t i l the e r r o r s n o longe r o c c u r . A t t h a t time. the memory module
n o t i n s t a l l e d w i l l b e the bad o n e .

S ince BASIC and t h e Monkey Wrench take up t h e upper 16K of
memory, i t i s n o t p o s s i b l e t o t e s t t h i s RAM i f y o u have box o r 48K o f
memory. In o r d e r to t e s t t h i s RAM you mus t move or exchange t h e
t h i r d memory module w i t h t h e second module and r e p e a t t h e memory
t e s t . L i k e w i s e , i n o r d e r t o d o a comple te t e s t o n t h e l o w e r p a r t o f
memory, exchange t h e fi r s t memory module w i t h the second module and
r e p e a t the t e s t . F i n a l l y , before s t a r t i n g a t e s t , ensure t h e DOS o r
a program i s n o t l o a d e d . These programs w i l l b e d e s t r o y e d b y the
t e s t .

I f you would l i k e t o s e e t h e memory t e s t a t work, t r y t e s t i n g
p a r t of t h e s c r e e n memory. F o r example, c l e a r the s c r e e n and t y p e :

>T 7E00 8000
>T 5E00 6000
>T 3E00 6000
>T lEOO 2000

F o r 32K, 40K, or ABK of memory
For 24K of memory
For 16K of memory
For 8K of memory
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Renumber bASIC P rog r am

>R ( s t a r t l i n e number) ( i n c r emen t v a l u e )

The )R command w i l l renumber a l l BASIC l i n e s in a BASIC program.
I t w i l l renumber n o t o n l y t h e l i n e numbers b u t a l s o a l l r e f e r e n c e s t o
t he l i n e number b y t he f o l l o w i n g BASIC commands: GOTO. GOSUB, I F
THEN, 0N GOTO, 0N GOSUB, RESTORE, and TRAP.

I f t he renumber r o u t i n e fi n d s t h a t a re fe rence i s made to a
n o n e x i s t e n t BASIC l i n e number, i t w i l l change t h e reference t o l i n e
number 32767. There fore , i t w i l l be easy to l o c a t e when scanning a
l i s t i n g o f t h e p rog ram . I n a d d i t i o n , when t he BASIC program i s RUN,
an e r r o r message w i l l be g i v e n .

The fi r s t p a r ame t e r o f t h e ) R command s p e c i fi e s t h e s t a r t i n g
l i n e number. Tha t i s , t h e fi r s t l i n e number you want the program to
have . The second p a r ame t e r s p e c i fi e s t h e inc rement va lue ( o r t h e
number o f l i n e numbers) between l i n e s . The increment va lue can be
from 1 to 255. I f t h e increment va lue is n o t en te red , i t w i l l
d e f a u l t t o 10 .

EXAMPLES:

>R 10 * Renumber program w i t h t h e fi r s t new
* l i n e number be ing 10 . An inc rement
* va l ue of 10 w i l l be assumed. The new
* l i n e numbers w i l l l ook l i k e 10 , 20.
* 30. 40, 50, e t c .

>R l l Renumber program w i t h t h e fi r s t new
l i n e number be ing 1 and an i n c r emen t
va lue of l. The new l i n e numbers w i l l
l o o k l i k e I . 2 , 3 . ( h 5 ' 6 ) 7 ! e t c .

>R 32000 50 Renumber program w i t h t h e fi r s t new
l i n e number being 32000 and an inc remen t
v a l u e of 50 . The new l i n e numbers w i l l
l o o k l i k e 32000. 32050. 32100, e t c .
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Add i t i o na l Fac t s About Us ing Renumber 1 ! !

l. The renumber command uses t he sc reen RAM memory as a b u f f e r .
Therfore in g raph i c s mode 0, t he l onges t BASIC program t h a t can be
renumbered is 478 l i n e s . An e r r o r message PROGRAM TO LONG FOR SCREEN
HEMORY w i l l b e g i v e n i f t h e program i s t o l o n g . I f n e c e s s a r y , t h e
g r a p h i c s . mode may be changed to GRAPHICS 6 be fo re renumber ing t he
p rog ram . This w i l l doub l e t he number o f l i n e s t h a t can be
renumbered.

2. The maximum l i n e number used by t he >R command is 32766.
Thus use t he increment v a l u e c a r e f u l l y at h i g h s t a r t i n g l i n e numbers.
An e r r o r message OUT OF NUMBERS w i l l be g i ven if t h i s o c c u r s . In
t h i s case, t he BASIC program w i l l be o n l y p a r t i a l l y renumbered and
there fo re is use l e s s . Reload the BASIC program and renumber a g a i n .

3 . There a r e many ways o f c o n s t r u c t i n g BASIC programs.
The re f o r e i t i s imposs i b l e f o r t he renumber r o u t i n e t o know e x a c t l y
what t he programmer had in m i n d . The f o l l o w i n g is a l i s t of examples
of BASIC commands wh ich t he renumber r o u t i n e may or may n o t a c t u p o n .

* The renumber r o u t i n e w i l l n o t renumber BASIC s ta t emen t s
which use symbo l i c l a b e l s as l i n e numbers. Fo r example ,

10 LET CAT'SO
20 GOTO CAT

* B e c a r e f u l l o f t h e f o l l o w i n g BASIC fo rma t :

10 IF A - l THEN 100 + A

The above format is OK. The 100 w i l l be renumbered.

:0 IF A91 THEN A + 100

In t h i s fo rma t , t h e 100 w i l l n o t be renumbered.

N o t e : This a p p l i e s n o t o n l y t o t h e I F THEN
command b u t a l s o to t h e o t h e r commands.
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MACHINE LANGUAGE MONITOR (MLM) COMMANDS

The MLM p r o v i d e s 1 5 commands which a r e most u s e f u l t o t h e
machine language programmer. I t p r o v i d e s t h e u s e r w i t h the
c a p a b i l i t y to e a s i l y i n t e r a c t w i t h t h e 6502 mic rop rocesso r and sys tem
m e m o r y. The MLM uses t h e ATARI screen e d i t i n g c a p a b i l i t y . Th is
f e a t u r e makes t h e MLM p o w e r f u l and easy t o u s e .

l b r m a l l y t h e Monkey Wrench i s used w i t h BASIC. lbwever. i t c a n
be used w i t h o u t BASIC. In t h i s c a s e , the ATARI w i l l au tomat ic e n t e r
t h e MLM when t h e power i s t u r n e d o n .

The f o l l o w i n g i s a l i s t o f t h e MLH commands. C a r e f u l l y read
o v e r t h e commands and examples . Then p r a c t i c e w i t h t h e MLM to g a i n a
b e t t e r i n s i g h t i n t o t h e i r u s e .

. -- COMMAND PROMPT

A p e r i o d i s used t o i n d i c a t e the MLM i s ready f o r a command.

M XXXX YYYY -- DISPLAY MEMORY

D i s p l a y memory s t a r t i n g a t hex address xxxx and e n d i n g a t YYYY.

Example  ‐

M 6531 653F
#6531 01 02 03 04 05 06 07 08
:6539 09 0A OB 0C GD GE OF 10

Note - ‐ I f o n l y s t a r t address i s e n t e r e d , 2 4 memory l o c a t i o n s w i l l
b e  d i s p l a y e d .

Note ‐ ‐ F o r l o n g memory d i s p l a y s , the c o n t r o l - 1 key can b e use t o
s t o p and s t a r t t h e l i s t i n g .

Note - ‐ T b a b o r t a l o n g l i s t i n g , p r e s s t h e space b a r .

I XXXX YYYY - INTERROGATE MEMORY I n t e r r o g a t e memory s t a r t i n g at hex
address xxxx and end ing a t YYYY. The i n t e r r o g a t e command works j u s t
l i k e the . M command e x c e p t i t a l s o d i s p l a y s t h e ATASCII e q u i v a l e n t o f
t h e memory c o n t e n t s . A l l c u r s o r c o n t r o l codes a r e d i s p l a y e d w i t h a
q u e s t i o n mark ( ? ) .
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R -- DISPLAY REGISTERS

D i s p l a y 6502 r e g i s t e r s .

Example Pr in tou t ‑

* PC AR XR YR PR SP
; 7013 41 11 FA 03 FA

. PC - program coun te r ; AR - accumulator; xR = X r e g i s t e r
Y R - Y r e g i s t e r ; P R- s t a t u s r e g i s t e r ; S P - stack p o i n t e r

: -- ALTER MEMORY

Ind ica tes t h a t t h e f o l l o w i n g hex address and l i n e o f hex d a t a
w i l l b e used t o a l t e r memory. Cursur u p and o v e r t o l o c a t i o n and
change b y t e s -- p r e s s RETURN.

; -- ALTER 6502 REGISTERS

Used t o mod i f y 6502 r e g i s t e r s . C u r s o r u p and o v e r t o r e g i s t e r
and change b y t e s ( S ) -- p ress RETURN.

G XXXX -- GOTO

GOTO address s p e c i fi e d b y xxxx and e x e c u t e p rog ram. P r o g r a m
must c o n t a i n a BRK i n s t r u c t i o n t o r e t u r n t o MLM. I f XXXX i s n o t
g i v e n , t h e GOTO address d e f a u l t s t o t h e program c o u n t e r .

X  -  E X I T

E x i t t h e mon i to r and r e t u r n to DOS menu.

S XXXX YYYY -- SAVE MEMORY T0 CASSETTE

Save memory s t a r t i n g a t hex address XXXX t o ending address YYYY.

Note - - The end address mus t be the a c t u a l add ress+ l .
‐ ‐ ‐ ‐ - - . . ‐ ‐ - - ‐ ‐ - . . - - ‑

L XXXX -- LOAD MEMORY FROM CASSETTE

Load memory f rom c a s s e t t e and s t o r e s t a r t i n g a t hex address
XXXX. B i n a r y d a t a saved u s i n g t h e S XXXX YYYY command c a n be l o a d e d
i n t o memory a t any l o c a t i o n ( a s defined b y L XXXX).



PAGE 13

? -- ERROR

A q u e s t i o n mark w i l l b e p r i n t e d i f a bad command o r bad hex d a t a
i s e n t e r e d . I t w i l l a l s o b e g i v e n i f any command t r i e s t o a l t e r a
ROM o r n o n - e x i s t e n t memory l o c a t i o n .
- ‐ _ ‐ ‐ ‐ . - . . - - - - - . - . _ . - - . ‐ u - . . . . ‐ - - - - ‐ _ - . _ - ‐ ‐ - - ‐ - - . - . ‐ - . - - .  ‐

H XXXX YYYY 'ZZZZZ -- HUNT FOR ASCII STRING

Hunt memory from XXXX to YYYY f o r t h e ASCI I s t r i n g ZZZZZ

Example - H 1700 ZABO 'ATARI COMPUTER ‐- Hunt memory f rom $1700 to
$2A80 f o r t h e ASCI I s t r i n g ATARI COMPUTER .

Note - The ASCI I s t r i n g can be up to 20 charac te rs l o n g .

Note - I f a match of t h e ASCII s t r i n g is found , the hex address w i l l
b e l i s t e d t o t h e s c r e e n . I f n o match i s found, o n l y t h e command
promp t ( . ) w i l l b e d i s p l a y e d .

H XXXX YYYY 22 22 22 22 - HUNT FOR HEX CHARACTERS

Hunt memory f rom XXXX to YYYY f o r the hex characters 22 22 22
2 2 .

Example ‐ H 1700 2A80 20 00 07 A9 FF - Hunt memory f rom $1700 to
$2A80 f o r t h e hex cha rac te rs 20 00 07 A9 FF .

Note - The hex c h a r a c t e r s can b e u p t o 2 0 hex b y t e s l o n g .

Note - I f a match o f t h e hex charac te rs i s found , t h e hex address
w i l l b e l i s t e d t o t h e s c r e e n . I f n o match i s found, o n l y the command
prompt ( . ) w i l l b e d i s p l a y e d .
_ - - - _ - - - _ ‐ - - - _ _ - - - - - - - - - - . . . _ - - . . - . _ - - _ _ - - - _ . ‐ _ _ - - _ - . - _ - . . - _ - - _
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D xxxx - DISASSEMBLE MEMORY

Disassemble memory s t a r t i n g at hex address XXXX.

Example - D A000 - Disassemble memory s t a r t i n g at SAOOO. The screen
w i l l c l e a r and d i s p l a y t h e hex code as w e l l as the disassembled
mnemonics. The c o n t r o l ‐ l key is used to s t o p and s t a r t t h e l i s t i n g .
Tb t e rm i na t e t he l i s t i n g , p r e s s t he space b a r .

,AOOO A5 CA -LDA SCA
.A002 D0 04 -BNE $A008
.Aooa AS 08 -LDA $08
,A006 D0 45 -bNE $A04D
e t c

Note - when an un imp l imen ted opcode i s encountered, t he mnemonic
fi e l d w i l l d i s p l a y ??? .

, - ALTER DISASSEMBLE LISTING

A comma command is used to a l t e r t he hex code p r i n t e d o u t by t he
disassemble command. A f t e r t he l i s t i n g has been stopped w i t h space
b a r , s imp l y cu r so r up and ove r and change hex code ( u p t o 3 memory
l o c a t i o n s can b e mo d i fi e d ) . When the RETURN key i s p r e s s e d , t h e
d isassemb ly p rocess w i l l b e g i n a g a i n .

B XXXX YYYY - CALCULATE BRANCH

Ca l cu l a t e t he branch va lue f rom address xxxx to YYYY.

Example - B 4000 4013 ‐ Ca lcu l a t e t h e va lue o f a b ranch i n s t r u c t i o n
when t h e program coun t e r i s a t $4000 and branch t o i n s t r u c t i o n i s a t
$4013. I n t h i s case , t he hex va l u e 1 3 w i l l b e d i s p l a y e d .

A - ATARI DOS

' E x i t t h e mon i to r and g o d i r e c t l y t o t h e DOS menu. I f DOS i s n ' t
loaded, i t w i l l e n t e r t h e MEMO PAD mode.
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ADDITIONAL NOTES

( 1 ) Spaces have been shown in t he examples of t h e MLM commands.
Spaces a r e o p t i o n a l and a r e n o t r e q u i r e d b y the m o n i t o r .

( 2 ) In a d d i t i o n to t h e MLM commands, t h r e e of t h e normal Monkey
Wrench commands c a n be u sed . They a r e : ) E , ) I , and >5 .

ABOUT THE CARTRIDGE

A s s t a t e d p r e v i o u s i l y , t h e Monkey Wrench ROM i s con t a i n ed o n a
s p e c i a l p r i n t e d c i r c u i t c a r t r i d g e . Th is c a r t r i d g e i s configu r ed such
t h a t i t uses memory f rom hex 8000 t o hex 9 f f f when i n s e r t e d i n t o t he
r i g h t s l o t . There fo re , on an ATARI w i t h 48k memory, o n l y 32k of
memory i s u s ab l e . Th is i s , o f course, a c on s t r a i n t o f t h e ATARI
c ompu t e r . I n a d d i t i o n , t h e Monkey Wrench uses hex memory from 600 £0
700 f o r v a r i a b l e memory s t o r a g e .

I f y o u have any que s t i o n s , comments abou t t h i s so f tware (good o r
b a d ) , o r a n y suggest ions about f u t u r e commands; p l ease w r i t e
desc r i b i ng i n d e t a i l t he i n f o rma t i on . E a s t e r n House Sof tware has
always f e l t i t i s impo r t a n t n o t t o abandon t h e u s e r once the sa l e has
been made. Please f e e l y ou can c o n t a c t u s i f n e c e s s a r y.
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