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FOREWORD .

ATARITOOLS-800 is a little toolkit to assist the software development across the range of
ATARI-8bit computers (400/ 800/ 5200 SuperSystem/ XL/ XE/ XEGM game console).

The toolkit is divided into several parts, each dedicated to a particular function to use
such as Characters, Bitmap graphics, Screens, Players-Missiles, ect ..

This documentation was made quick, so be lenient with faults & quirks.

But be free to do a notification at ataritools mail, I accept with gratitude comments &
corrections.
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2. Working with SCREEN-Editor

2.1. Displays & usage

The second folder is SCREEN-Editor, witch is an Atari text editor.

/. RD's ATARITOOLS-800 V.0.4.0 For ATARI 400,800 /XL /XE/5200 {XEGS.
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With it you can :

Edit a 40X24 text-screen, both in monochrome and 4-color simultaneously.

It handle the previous folder program (CHAR-Editor) to let you create the screen with, if
wanted, a different CharSet on each text line, including colors (if in 4-colors mode view).
Finally saving the job.

First, the zone 1 is a screen map that can be edited with characters. The zone is set to 40
lines of 40 chars by convenience, just a « standard » text screen in GR.0 or GR.12.

The zone 2 is a panel mainly with view options and cursor location.

The zone 3 is a vector that contains the CharSet used at each text-line of the screen.

The zone 4 is a set of copy-delete-move-insert tools to help edition.

Zone 5 is load/ save and special functions part.



2.2. Screen Map

To edit in the screen-map, some information is necessary.

First, in the screen map (zone 1) you can select a char-zone by left-mouse button click to
locate the char you want to put on

2.3. The « Float CharSet »

but we need to choose a char to put on it. To do that, we must click on the « View Float
CharSet » witch is a switch to hide and see the current CharSet to be used.
This currency is set just at the right of the button (here 1)
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When the button is switched on (view), it is colored in red. Black otherwise.
When switched on, a charset will appear and follow the mouse as a memento (mouse will
stay at top-left of the charset).

This is the charset that will be used to edit the text screen. We name it the « float charset »
It is a 4 colors/ monochrome set



To put a char on the screen, after select « float charset », you click on the screen on a
character location and choose in the « fload charset » the character you want with keyboard
arrows from the numerical part of the keyboard (4,8,6,2) to move in the float charset.

To put the selected character on the screen, just use « + » key of the keyboard,
to remove, use « - », always on numerical keyboard part.
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Screen can be viewed/ edited in color or monochrome with the panel (zone 2), this is always
the same data in the text screen.

First option is to color borders of the screen (best viewing borders only option), second is to
switch in monochrome mode (320X192 monochrome), third to switch in 4-colors mode
(160X192 4-Colors) and the fourth to just to see witch ATASCII code is put on the screen
(codes that are not equal to 32 (blank) are colored in blue, otherwise in white).
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2.4. A different Charset at each text-line

The charset used to edit screen is selected by the spinedit button

VIEW Float CHARS T

and it is used in combination with a column (vector) that select witch charset is used in each
text-line. (can be forgotten if we use a single charset).




A vector-column is present because the ATARI 800 can change the charset adress, colors,
graphics and many data with DLI use, the SCREEN-Editor provide the possibility to change
the charset used at each text-line, including its colors.

Usually the column contains the same value but that can change with values from 1 to 32
(sets from previous CharSet-Editor) and at the destination of the selected row in column.

Select a charset : VIEW Float CHA

Set a text-line with charset : VIEW Float CHARSET

Example with 3 charsets filled with graphics :
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NB : The charset in the column is always the one used to the equivalent text-line, the
screen is always composed of ATASCII codes.



2.5. Edition tools

With the edition tools, we can push,pull,move
And clear a complete row or column of chars
in the screen.

Move complete screen in one of the four
directions.

Clear the complete screen.
Reset Column of charsets to « 1 ».

The operations occurs at the current cursor
position.

2.6. Load & Save functions

In Load (blue)/ Save (red) functions, there are 3 different file target (and showed after
clicking on Load or Save function :

Load (blue):

SCREEN Selection [LOAD)

Lowd Screen onby ) - oad S - Load Soreen & Multi-CharSets with Colors

|_6 Hide |

Save (red) :

SCREEN Selectic AVE

Sawve Soreen onby

k

1/ *.SCR witch is for Load/ Save data screen only (just the 40X24 ATASCII code)
2/ *.SCC witch is for Load/ Save 4-Colors, a charset and 40X24 ATASCII code.

3/ *.SCA witch is for Load/ Save a set of different charsets with associated colors, positions
of theses charsets by line, and 40X24 ATASCII code.



For more informations on these files (content, format, size..), just click on the @ button
to see this info-screen :
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2.7. Screen to code

There is a option to obtain a program code from a screen (just 40X24 ATASCII by now).
This is the same procedure and the same options than for the previous chapter (1.9.)
CharSet-Editor « CharSet to Code » you can read.

Data Code Generation/ Editor

= 1 |
s = [ = o = EE
10000 REM
10010 REM
10020 REM
10030 REM
10200 DL=PEEK{560)+PEEK|
0 DM=PEEK(DL)+PEEK(DL+1)

10300 REM
10310 GOTO 10310

036, 037, 038, 039, 040, 041, 042
056, 057, (

73,074,

, 090,

010,

I]33 I]34 03

, 049, 050, C C
10430 DATA 03: i 5, 067, , 071, n?a 074, 0 077, 078,
10430 DATA 03 . ? . B 33, 084, 39, 090, 091, 092, 093, 094,
10430 DATA 032, 032 2 > 2 2 I}L, 0o, 001, 002, 003, 004, 0C 5, 007, 009, mn D '012, 013, 014,

i

= ATARITOOLS-800 SCREEN DATA FOR
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538, ssc 53[» $3E, S3F.
$4B, $4C, 54D, S4E, 54F, &
$58, $5C, $5D, $5€, $5F, &
$0B, S0C, $0D, SOE, SOF, S
$18, $1C, $1D, $1E, $1F, &
$68, S6C, $6D, S6E, $6F,
$78, $7C, $70, STE, $?F. 5.

$3E| 53C $3D $3E $3F
$4B, 34C, 34D, $4E, $4F

B, $5C, 50, S5E, $5F
508, 50C, $0D, S0E, S0F
51B, 51C, $1D0, $1E, $1F
568, 36C, 36D, S6E, S36F
7B, §7C, $7D, 7E, §7F

$28, D, $2E, 52F,
$3B, $3C 53D, $3E, 33F, &
$4B, $4C, $4D $4E, 84F, §&.
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