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Preface

The Atari 600XL is a computer that is capable of the most

remarkable effects - if you know how to program it. Programmingis

the best part of computing. Though you can geta lot of pleasure from

using programs that other people have written, writing your own
o i R

has been yours from concept (o typing in gives you a fecling of
achicvement that practically nothing else can match.

To be able to use the computer effectively, you need 1o know how
to operate it. Programming requires a lot more learning and
experience. Theaim of this book i
programming of your Atari 600XL. IU’s only

n introduction. A

explained in a single volume, even one three times the size of this
book. What I can claim, however,is that this will get you started. By
the time you have worked your way through this book, you will be
familiar with your Atari, and ready to delve more deeply into its
mysteries. You will understand how the computer responds to
commands, and you will know how a program s designed. You'll be
on the launch-pad, with the main engine ready to firc!

Asalways,
by a lot of dedicated people. I particularly want o thank Richard
Milcs of Granada Publishing, who has toiled through many
weekends o make this book appear in time. My congratulations
must also go to Sue Moore and Julian Grover, also at Granada
Publishing, and to the long-suffering printers who perform miracles
with every one of my books,

lan Sinclair



Chapter 1
The Computer

A computer is  form of robot, one which doesn't move. What makes
it form of robot? The fact that it can obey your instructions. At the
present stage in the development of computers, it won't obey just any
instructions, and certainly not if you only speak them. The
instructions that the computer will obey must be typed on its
keyboard. They must also be in words that the computer
understands. words that it has been programmed to recognise. What
can it do? To start with, it can produce words, numbersand patterns
onthe sereen. If you usea colour TV connected to your Atari, youcan
see these resuls in colours, because the computer can control colours
as well as paterns. The Atari can also produce sounds, and you can
make it produce the kind of sounds that you want. If you add extra
items, called “peripherals’, you can make the computer control a
printer, even a colour printer. You can program it o that the screen
display o the printer can be affected by the movement of joysticks.

Youcan even use it to control moving robots (called ‘turdes’), and to
switch clectric circuits on and off. In short, a computer can do
whatever your ingenious brain can adapt it for. I’ the ultimate
robot, the one which obeys your every command!

Knowing how to command the machine is all-mportant,
therefore. Certainly, you can buy ready-made programs that wil
allow vou to use your Atari 600XL for games, word processing,
accounts, scientific or engincering calculations — a huge range of
possibilites. Unless you learn to program it for yourself, though it’s
never completely under your control. This book is a starter guide to
the art of programming. | emphasise Starter because there’s a lot to
learn about the Atari 600XL if you want to be able to control it
completely, There's far more, in fact, than could ft in one book. All
I'm aiming at here, then, is to get you familiar with how to start


















































































































































































































































































































































































