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COMMOM COMMANDS & THEIR ABBREVIATION:
BYE B.
CLOAD CLOA.
CLOSE CL.
COLOR C.
CONT CON.
PATA D.
PEG DE.
RPIN PI.
00s po.
DRAWTO DR.
ENTER E.
FOR F.
GET GE.
GO5UB 60S.
60710 6.
INPUT I.
LEY LE.
LIST L.
LOAD LO.
LOCATE Loc.
LPRINT LP.
NEXT N.
OPEN 0.
PLOT PL.
POINT P.
POKE POK.
POSITION POS.
PRINT PR. or 7
PUY PU.
READ REA.
REM R. or .
RESTORE RES.
RETURN RET.
RUN RU.
SAVE S.
SETCOLOR SE.
SOUND 30.
STATUS ST,
sTOP 370,
TRAGP T.
XIO X
IO COMMANDS
CODE:  OPERATION:
$.cie.. . OPEN

S.v000..GET RECORD
7..000..6ET CHARACTERS
8.......PUT RECORD
i1i......PUT CHARACTERS
12......CLOSE
13......5TATUS REQUEST
17......0RAH LINE
i8......FILL
32......RENANE
33......DELETE
39......L0CK FILE
36......UNLOCK FILE
37. ... . POINT
38......NOTE
254.....FORMAT

SETCOLOR AND POKE EQUIVALENT CHARY.

COLOR = @
Luminance
Luminance
Luninance
Luninance
Luminance
Luminance
Luminance
Luminance

COLOR = 1
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 2
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 3
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 4
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

‘COLOR = §

Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = &
Luminance
Luminance
Lusinance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 7
Luminance
Luninance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
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CO R0 R0 R e e et

nrmnnnn

GRAY
§ ] (
2 ———-- : EQUIVALENT
§ —- 8
8 ———-- 8
10 ---- 18
12 —— 13
u-—un
GOLD
§ — 16
2 ----- 18
4 --=—- 28
§ ——- 22
8 - 24
18 ---- 26
12 ---- 28
14 ---- 30
ORANGE
----- 32
; 34
4 ——=- 36
6 ~—--~ 38
8 ~———- 40
10 ---- 42
12 -——- 44
14 - 46
RED-ORANGE
- {onu 56
4 -——-- 52
6§ —— 54
§ ——- 56
10 ---- 58
12 -~ 68
14 ——-- 62
PINK
9 —-- 64
2 S 66
4 - 68
6 ——-—- 70
8 ----- 72
10 ———- 74
12 -———- 76
14 - 78
PINK-PURPLE
: —a 82
4 - 84
§ ———- 86
§ .~ 88
18 -——- 98
12 --== 93
14—

PHRPLE BLUE
%

SETCOLOR AND POKE EQUIVALENT CHART.

COLOR = 8
Luminance
Luminance
Luminance
Luninance
Luninance
Luminance
Luninance
Luminance

COLOR = 9
Luminance
Lusinance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 18
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR - i1
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 12
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 13
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 14
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance

COLOR = 15
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
Luminance
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;EDII!H BLIIE

10 ---- 154
12 ---- 156
14 ---- 158
TURQUOISE
§ = 168
3 —— 162
L 164
6 ——--- 166
§ ———- 168
10 ---- 178
12 ---- 172
14— 174
GREEN-BLUE
0 ——— 176
2 ——--- 178
§ —— 188
6 —— 182
§ —m==- 184
18 ---- 186
12 ---- 188
14 --—- 198
GREEN
§ 192
2 ---e- 194
o 196
6 ———-—- 198
§ e 200
10 ---- 262
12 ---- 204
14 ---- 206
YELLOW-GREEN
7 710
4§ ~>me 212
§ o 214
S 216
18 ---- 218
12 -~ 819
14 == 222
ORANGE-GREEN
————— 24
- J— 226
4 - 228
§ —— 238
g - 232
10 --—- 234
12 ---- 236
14 ---- 238
LIGHT-ORANGE
8 ——-— 248
2 e 242
§ ~n 244
§ ~m=me 246
§ —ren= 248
18 ---- 258
1z — 252
14 --—- 254

THE POKE
EQUIVALENT



Intensity of characters.
SE. L)) OF POKE 789

Screen color.
SE.2,) s e OF POKE 710

Border color.

SE 4 ot o OF POKE 712

GR.1 & 2
Intensity of

SE 2 ll—l—

the
709

text in window.

or POKE
Text window.

s !2'—}—

Background.
ol ) e OF POKE

COLOR OF ? #6;"ABCD"™
SE. 0 s e O POKE

COLOR OF 2 #6;"abcd™
SEul ) s e OF POKE

COLOR OF ? #6;" ¢
02t e OT POKE

COLOR OF 7 #6; ETEr
POKE

or POKE 718

712
768
769
718

789

8 P J o § s or

GR. 3,5 &7

COLOR 1
SE.0) s e OF POKE 7808

COLOR 2. Also controls the intensity
of Characters in the Text Hindow.
SEil )t e OF POKE 709

COLOR 3. Also Color of Text Window.
SEu2) s OF POKE 718

Background

VP e § c——

or POKE 712

GR. 4,6

COLOR 1
SE 0t

Intensity of
Hindow.

sE'-‘-l—l—

Text HWindow

or POKE 768
Characters in the Text
or POKE 789

02 ) et e 0T POKE 718
Background
Eid) e OF POKE 712
GR. 8
NOTE: The color of the text window is

the same color as the background.

COLOR 1. Luminance control only.
Color is the same as background.

1) s e OF POKE 709
Background.

12} e e OT POKE 718
Border.
SE ) ) OF POKE 712

}
GR. 9,10 & 11
6R.9

( 6TIA )

1 Color and 16 luminances.
Foreground color register.

SE 4 s @

flways use the register # 4, and a

Iuminance value 8f 8.
value of @ will give
range of shades.

GR.10

Background

COLOR 8:No setcolor.
COLOR 1:No setcolor.
COLOR 2:No setcolor.
COLOR 3I:No setcolor.
COLOR 4:SE. .,_._
COLOR S:5E. 1, )
COLOR 6:5E.2, )
cOLon 7=S V) e} co—
COLOR 8:5E. 4, s e
GR.11

# luminance
you a full

POKE 784

POKE 785
POKE 786
POKE 787
or POKE 7088
or POKE 789
or POKE 718
or POKE 711
or POKE 712

16 Colors and 1 luminance.

%2 V) enmun

flways use the register # 4, and a

color value of 8. @

color value of

® will give you a full range of

colors.

lise an even number @
the luminance of the

- 14 to control
16 colors.

The relationship between using:
SETCOLOR and POKE

SETCOLOR

REGISTER. —,

THE COLOR WUMBER. -—J

THE LUMINANCE NUMBER.

|

The COLOR number is any number

between 8 and 1iS5.
The LUMINANCE number

iS any number

between 8 and 14. ( BRIGHTNESS )

In graphics mode @ for instance...

SETCOLOR 2,._,. OR

POKE 718,

Will control the background color

of the screen.

SETCOLOR 2,6,6 OR POKE 716,182
Hill produce the same color.

CONTROL CHARACTERS:

REGULAR VIDEO:
QHERTYUDIOP =
rr1=0) @ 22 ¢

ASPFEHJIJKL L ENGRA
EENAY I Y $
ZHCUBMNMHN s L .3 77
Ldd | j_" [ ] ¢

[ INVERSE | VIDEQ.
DEEROUDNEEDGE % B
Fe3=D1"F1E
ARSRONFNGRHERKEL AR BN Q&
Baduyr Yhd B
ZN-NCRVRCRNEH RE BO GE
E=d0118g G 0

HILD CARDS %.3.3¢,3 3,3, %, %, % %, %.% 7

ATARI POS recognizes 2 “wild cards"
that you can substitute for chara-
cters in a file name,

1 (%) asterisk
2 € 72 ) question mark

lise the ? to substitte for any single
character. The ¥ can stand for any
valid combination of characters or
number of characters.

*#.BAS = will find all files that have
{ BAS las an extender.

T#.% - will find all files that start
with a (T ).

T*.BAS - will find all files that
start with a ( T) & end with ¢ BAS )

file that starts with a ¢ T ) & ends
with a { BAS ).

THAT*.BAS = will find the file that
%t:g;s,Iith { THAT ) and ends with

THISTEST.BAS
THISTEST.08BJ
THATTEST.BAS



