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iIMmtroductiocon
Welcome to the Programmers’ Tool Kit. This diskette contains routines
written in ACTION! which extend your ACTION! programming capabilities,

The following is a list of the files on the disk, together with a short
description of what each file does.

ABS.ACT - a routine which will return the absolute value of an INT.

ALLOCATE.ACT - routines which allow dynamic runtime memory
manipulation.

CHARTEST.ACT - routines which perform various tests and functions
on characters.

CIRCLE.ACT - a circle drawing routine using neither Sine nor Cosine.

CONSOLE.ACT - a routine which both debounces the console Keys and
allows vyou to tie routines into them.

I0.ACT - routines which implement some advanced 1/0 operations.
JOYSTIX.ACT - routines which make interpreting joystick input easier.
PMG.ACT - player/missile graphics routines.

PRINTF.ACT - an extended version of the ACTION! Library ‘PrintF’.
REAL.ACT - routines which allow you to use floating point numbers.
SORT.ACT - QuickSort for BYTE, CARD, INT, and string data.
TURTLE.ACT - an implementation of turtle graphics, ala LOGO.
GEM.DEM - a four person game written in ACTION!,

KALSCOPE.DEM - a colorful demo of ACTION! s speed.

MUSIC.DEM - a demo which creates a playable organ.

SNAILS.DEM - a two person game translated from BASIC to ACTION'.

WARP.DEM - a one person game which uses many of the advanced
constructs and abilities of ACTION!.

There are also some files with the extension '.DMn’, where ‘n’ is a number.
These are demos of the routines in a specific file, designed to help you
better understand the procecdure required to maKe use of the Tool Kit

routines.
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Note: In most of the ACTION! source files there are global variables
and procedures which contain the wunderline character (‘.°)s These
variables and routines are internal to the Toolkit routines, and should be
neither called nor accessed by you unless you are positive you Know for

what they are used.

To Boot This Disk simply boot your DOS disk with the ACTION! cartridge
inserted, and then put this disk in your drive. THIS DISKETTE DOES

NOT HAVE DOS ON IT AND WILL NOT BOOT DIRECTLY.,

ABS.ACT
INT FUNC Abs(INT n)

Purpose: To return the absolute value of an INTeger,

Params: n - the INTeger whose absolute value 1s returned.

Description: This function will return the absolute value of the INT
passed to it.




PROC AllocInit(CARD p)

Purpose: To set up the free list and initialize the allocation routines.
Params: p - the address of the first free memory location in memory.

Description: This routine is used to create the free list so that
Alloc and Free may be used. See the introduction to this csection for

Instructions on its use,

Note: If you are planning to use P/M graphics and/or bit-map graphics,
you should enable the P/Ms and be in the most memory intensive
graphics mode you plan to use when you call Alloclnit, since it
considers all memory up to MEMHI ($2E5) to be free space.
(Alternatively, you can merely change the value of MEMHI.)












































































































