PREFACE


	


This book is for Atmos and Oric 1 users who want detailed information about their computer. For machine code programmers, an account of the various ROM calls is given with a full description of the methods of handling the different parts of the machine.


This book was not written to teach machine code, but to provide enough background information for existing 6502 programmers to use an Oric/Atmos.


If you are not an experienced machine code programmer, you will still find a great number of hints and tips in the book. Even if you do not understand machine code at all you will still be able to use the numerous utilities – such as Renumber, Merge and Auto.





Chapter one summarizes the hardware that makes up an Oric or Atmos computer.





Chapter two explains how BASIC works, from the way that programs and variables are stored, to creating different windows of scrolling text. A list of Oric 1 and Atmos bugs concludes the chapter.





Chapter three is about how machine code programs are entered, methods of calling your program, and how a machine code program can use the software timers. Some machine code pitfalls and tips are given at the end of the chapter, along with a real-time clock program.





Chapter four describes two important sections of Oric 1 or Atmos – the keyboard and the cassette system.


This chapter describes how individual keypresses are detected – very useful for games where several keys are used at the same time. A complete account of the cassette system is given, and after reading this chapter you will be able to write machine code programs that save and load blocks of memory, or individual bytes. A verify program is listed for Oric 1 owners.





Chapter five gives an account of how BASIC uses RAM and ROM. All important ROM and RAM addresses are printed, plus details of how the stack area is used.





Chapter six explores three important subjects – maths, HIRES and music. On the maths side, a machine code programmer will now be able to use the ROM’s floating point routines. On the HIRES side, you will find out how the high-resolution graphics can be used with different mixtures of text, and a complete account of the ROM routines for CURSET, DRAW etc. is given.


On the music side, this chapter describes how the ROM routines for MUSIC, PLAY and SOUND are used, as well as giving details of how the sound chip is accessed.





Chapter seven presents a number of fast high-resolution graphics routines. A single-point plotter is given which runs about 70 times faster than BASIC’s CURSET command. A PAINT routine is listed that will fill in any shape on the high-resolution screen.





Chapter eight gives six utility programs to help BASIC programmers. These are: Renumber, Delete, Merge, Auto-Data, Trace, and ON-ERROR. Other utilities can be found throughout the book.





Chapter nine completes the book with some ambitious ideas, including a primitive form of speech synthesis, a multiprocessor and a program that allows single key entry of BASIC keywords.
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