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PROGRAM REGISTRATION FORM

LJls,

SEND FORM TO:

COMPUTER BASED SOFTWARE ENTERPRISES

P.0. Box 10827 St. Louis, Mo. 63129

PROGRAM NUMBER_Il- 1074 DATE OF PURCHASE
STORE NAME
ADDRESS
CITY, STATE, ZIP

PURCHASER
ADDRESS
CITY, STATE, ZIP

’

PLEASE ANSWER THE FOLLOWING SO THAT WE MAY BETTER
ANSWER YOUR QUESTIONS SHOULD YOU HAVE PROBLEMS.

PRINTER TYPE
INTERFACE TYPE
MODEM (Y/N)____ATARI 400 OR 800
MEMORY SIZE
OTHER HARDWARE OR MODIFICATIONS TO YOUR ATARI:

(MAIL WITHIN 10 DAYS OF PURCHASRE)
THE OPPOSITE SIDE MUST BE SIGNED

(over)




EDIT 6502 ATARI

THIS SIDE MUST BE SIGNED TO REGISTER YOUR PROGRAM

SOFTWARE LICENSE AGREEMENT

LJK Enterprises Inc. (hereafter referred to as LJK) has sold or
will §e11 to the undersigned ("purchaser”) magnetic diskettes
containing original data and programs expressed and arranged in
electronically coded and magnetically stored form. LJK has sold
or agreed to sell the diskettes only upon the condition that the
purchaser acknowledge and agree to the following. By signing
the Agreement, the purchaser so acknowledges and agrees.

1.

The purchaser understands and acknowledges that the data and
programs recorded on the diskettes are copyrighted original

:grks of authorship and are unique proprietary material of
K.

The purchaser will not copy or reproduce any portion of the

data or programs recorded on the diskettes, nor allow others
to do so.

¢

The purchaser will not create or prepare any derivative
materials from the data and programs recorded on the
diskettes, nor will the purchaser translate such data and
programs into another computer system or create any
combination which includes any portion thereof, nor allow
others to do so.

The purchaser will not sell, transfer, distribute, or
display to the public any copy or reproduction of the data
or programs recorded on the diskettes or any materials
derived therefrom or translation or adaptation thereof to
any person or organization, nor allow others to do so.

The purchaserlacknowledges and agrees that the purchaser
will be liable for damages to LJK for any violation of this
Agreement,

The purchaser acknowledges that LJK makes no warranty or
representation whatsoever with respect to the data and,
programs recorded on the diskettes, and that neither LJK nor
any author thereof will be responsible for error or
omissions therein or erroneous or inaccurate application of
any results from the use thereof.

LJK ENTERPRISES, INC.

PURCHASER

DATE

o

" /a
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ASSEMBLER, EDITOR, SYMBOLIC DISASSEMBLER,
AND MACHINE LANGUAGE MONITOR FOR THE
ATARI 800 AND ATARI 400
COPYRIGHT <C> 1981

LJK ENTERPRISES, INC.
P. O. BOX 10827
ST. LOUIS, MO. 63129
(314) 846-6124

VERSION 1.0




-NOTICE-LJK ENTERPRISES, INC. MAKES NO WARRANTY OF ANY KIND WITH
REGARD TO THIS MATERIAL, INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTY OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE. LJK shall not be liable for any errors or omissions
contained herein or for incidental or consequential damages in
connection with the furnishing, performance, or use of this
material .NO PART OF THIS PROGRAM OR MANUAL MAY BE COPIED,
PHOTOCOPIED, FOR IN ANY WAY REPRODUCED WITHOUT EXPRESSED WRITTEN
PERMISSION OF LJK ENTERPRISES, INC. COPYRIGHT 1980, 1981, LJK
ENTERPRISES, INC.

EDIT 6502 is a trademark of LJK Enterprises, Inc.

Atari, Atari 400, and Atari 800 are trademarks of Atari
Computer, Inc.

®




EDIT 6502

AUTHOR'S PREPACE
EDITORIAL -- ELEMENTS OF GOOD PROGRAMMING

When asked to lecture on assembly language programming two of
the most often asked questions I get is "What are some good
techniques in programming the 6502?" and "Most assembler
manuals expect you to know too much before you start, why don't
they have tutorials?" In response to the second question, I
feel that there are a number of books in the marketplace that
explain, in great detail, what is required for good assembly
lanquage programming. The problem in the beginner getting the
most out of it leads back to ‘the first question, where my
overwhelming response is to be a good programmer the first
requirement is to KNOW THE INSTRUCTION SET OF THE PROCESSOR YOU
ARE WORKING WITH. And by knowing the instruction set, I mean,
knowing exactly what each instruction does for you. I can pick
up almost any magazine and see articles with assembly listings
that demonstrate my point (and these people must have some
proficiency or else they wouldn't be published). A typical
example might be:

LDA FLAG
CMP #0
BEQ OK

This code will always work, but if the programmer completely
understood the instruction set of the 6502 he would KNOW that
the LDA FLAG instruction did, indeed, either set or clear the 0
flag in the 6502's status register and that the CMP #0
instruction is redundant. This may seem a trivial matter to
some of you; but, compounding this type of thing several times
in code and not taking advantages of other *'features' of the

<i>
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microprocessor by not understanding exactly what happens is what
generally is the cause of good, concise code to be turned into
slow and long code. I could demonstrate countless examples just
like the one above on this subject.

.
With the memory size of systems increasing this point DOES NOT
GO AWAY! The philosophy should be the majority of the memory
(as much of it as possible) should go to the user for USER DATA
rather than to expand the program. There are only two viable
exceptions to this, those being 1 - when thére is no data and 2
- when shrinking the program costs the user something. The
program is written for the USER, not the programmer.

Most of the code I see is not geared this way. It generally
' takes more time and organization to write user oriented codé,
but that is what it is all about. We call it designing a good
user interface. Others call it human engineering. To me, it is
a good practice to write code, even that is just for yourself,
to be geared toward someone who is not familiar with the

machine.

To observe this phenomenon, just take any program that you've
written and place someone in front of the machine who has no
knowledge of the machine, tell 'then to run the program and WALK
AWAY FROM THE MACHINE. If the program is designed with the user
interface foremost in mind, they should be able to run_the
program without assistance! This is a very hard thing for the
programmer to do. He ‘or she will want to help them along to

warn them of pitfalls in the system; but that is what the test
s

ey

is all about.

< il >
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I highly recommend that people flowchart their programs and
spend a great deal of time in organization of the program before
they ever sit down in front of a machine. This organizing time
should be though of in terms of how the user will be perceiving
and using the program and the possible things that they might do
that the program never intended them to 8o (this is the hard
part, you can never think of all the ways). Nothing is more
frustrating to the user than a program that crashes for no
reason that they can discern. In this organizational time
methods of actual coding should be thought out so that by the
time you sit down at the machine to write the code, it is merely
an exercise in typing.

All of the aforementioned material deals with programming in
general. To»get specific to the 6502 and Atari, one of the key
things to understand is that the status register controls all.
All of your decisions are based on it. Pay particularly close
attention as to how each instruction may affect the status. Lay
out your entire memory map of the system before you start out
coding including temporaries, zero page allocation and user data
space.

You may notice that this particular program is less user
oriented than other LJK programs which may seem a contradiction
in what we have been discussing. It is not, however. As this
program is geared toward a USER who would find menus and the
like a retardant doing things 'in an efficient manner. The
program is geared to a more knowledgeable user.

< iii >
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POR THE BEGINNER

Most beginners are familiar with another programming language
such as basic. The key thing they seem to forget is that theyg
did not learn that language overnight. Remember the first daj,.
you brought your Atari home and sat down and said "What does
PRINT mean?" Computers are excellent educational tools in that
you can try something on the machine without worrying about
destroying the hardware. If you totally crash the system you
can just turn off the machine and reboot it. Just as you aid
when first learning, write small pieces of code and TRY THEM.
The logic of assembly language is very similar to other
programming languages, it is only a matter of learning new
nomenclature and, in most cases, learning that in assembly
language, you must provide the memory allocation. My
recommendation on early routines is to write something that will
VISUALLY show you its results. It is one of the most rewarding '
ways to experiment and learn.

FOR THE INTERMEDIATE PROGRAMMER

The best way to learn new techniques is to steal them. Before I
get in trouble, let me say that you shouldn't steal peoples
code, but examine the techniques they have used to perform
tasks. There is nothing wrong with taking any piece of source
listing that you can find and read through and understand
exactly what the author was doing. This is an excellent way of
finding new and better ways of performing tasks. Store any new
technique you may see a way for that future time when it just

happens to fit the bill.

< iv >
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FOR THE ADVANCED PROGRAMMER

Before you read this, you should read the other two sectionsl!
The key thing to being a good programmer is to always look to
improve. Ego can oftentimes get in the way of this. The very
best of programmers don't claim to know it all and are always
looking for new and better ways of doing things. Another key
point is to not come in looking at things with a preconceived
notion. The single biggest stifler of creativity is
preconceived notions. Let your imagination run with ideas and
keep it free of constraints that you think might be there.

Ken Leonhardi
LJK Enterprises, Inc.

i
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KEYBOARD FUNCTIONS
INPUT CONTROLS

Exit entry of line at current cursor position.

Go to the beginning of the line.

Go to the end of the line.

Find character after cursor location.

Move the cursor back 1 space (non-destructive
backspace).

Advance the cursor by copying over the character from
‘the screen and adding it to the input buffer.

Move the cursor up. This will not change your
position in the input buffer, but will only move the
cursor up.

Move the cursor down. Again, this will not change
your position in the input buffer, but will only move
the cursor down.

Clear entire screen

Insert one character (space) at cursor location.
Delete character at cursor location.

Cancel entire input line and start over. The input
buffer will be cleared and you will be placed on a
new line (with prompting) for new input.

Delete previous character typed into input buffer.
Clear screen from cursor location to end of line.
Clear screen from cursor location to end of screen.
Tab cursor over to next multiple of 8 column. This
will copy the screen contents into input buffer over
the range of characters it copies

Exit entry of input line by accepting entire line.
Set lower case enter mode.

Toggle input inverse flag off and on.

Esc allows for entering and viewing’'any control
character into the input buffer.

Abort operation and return to outer leveL command.

CONTROL
SHIFT
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COMMANDS SHEET

INPUT/OUTPUT COMMANDS

LOAD "DEV:FNAME, EXT"

BLOAD [ADR1l] "DEV:FNAME.EXT"
BRUN [ADR1] "DEV:FNAME,EXT"
BSAVE ADR1,ADR2 "DEV:FNAME.EXT"
XIO ADR1,ADR2 "DEV:

MERGE "DEV:FNAME, EXT"
SAVE "DEV:FNAME. EXT"
DIR (D]

DOS NONE

SYSTEM MANAGEMENT

NEW NONE

LEN NONE

HIM (ADR1]

TABS [LNOl] [,LNO2] [,LNO3]
HELP NONE

CLR NONE
LOM [ADR1]) #
SYMB [ADR1]

DATE NONE .

EDITTING COMMANDS

ADD NONE

INS LNO1

FIND [LNO1) [,LNO2] "STRINGL"

CHNG [LNOl)[,LNO2] "STRING1"STRING2"
SRCH [LNOl1] [,LNO2] "STRING1"STRING2"

TABLE NONE

EDIT LNOl [,LNO2]

DEL LNO1 [,LNO2]

LIST [LNO1][,LNO2]
PLIST [LNO1] [,LNO2]
COPY LNOl,LNO2 TO LNO3

MODE CHANGING

ASM [PLTSWA"]
DIS ADR1l,ADR2 "STRINGl"

MON NONE
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MONITOR COMMANDS

HEX RESULT (16 BIT)

DISPLAY (HEX AND ASC)

LIST (DISASSEMBLE)
HEX SEARCH

ASC STORE

RETURN TO CCP
WRITE SECTOR

TURN ON PRINTER
STEP

DOS

VERIFY

PARAMETER SEPARATOR

(-]

A C 23 Z 0 o+ N

DECIMAL RESULT

GO

ASC SEARCH

HEX STORE

FILL MEMORY
DISPLAY REGISTERS
READ SECTOR

TURN OFF PRINTER
TRACE

MOVE

USER
PARAMETER SEPARATQOR






