
POKE and POKEW

POKB is  a  commonly  used command;  i t  s to res  a  by te  in  a  spec i f ied  memory
loca t ion .  POKEW s tores  a  16  b i t  word  in  a  spec i f ied  nenory  loca t ion .  The
low order  8  b i ts  a re  s to red  a t  the  memory  loca t ion ,  and the  h igh  order  b i ts
are  s to red  a t  memory  loca t ion  p lus  one.  Th is  i s  the  normal  way to  s to re  an
in teger  on  the  ATARI .  In  the  fo l low ing  example ,  O is  s to red  in  40959,  and
289 is  s to red  in  40957 and 40958:

10 PoKE 409597",0%
20 POKEW 409577",2897"

EXG

The  EXG command  exchanges  two  s t r i ngs .  I t s  f o rma t  i s :

EXG (  s t r  ingvar  ia  b le  ,s t r  ingvar iab le )

10  EXG(T$  ,A$  )

1 0  E X G ( Y 1  $  ( 5 7 " , 2 7 . ) , C $  (  1 Z )  )

I n  t h e  f i r s t  e x a m p l e ,  i f  A $  e q u a l s  t A t  a n d  T $  e q u a l s ' Z Z ' b e f o r e  t h e  E X G
c o m m a n d  i s  e x e c u t e d ,  t h e n  A $  w i l l  e q u a l ' Z Z ' a n d  T $  w i l l  e q u a l  r A f  a f t e r
E X G  i s  e x e c u t e d .  N o t e  t h a t  y o u  c a n n o L  u s e  E X G  w i t h  i n t e g e r s  o r  r e a l
v a r i a b l e s .

TRAP

N o r m a l l y ,  i f  a n  e r r o r  o c c u r s  d u r i n g  t h e  e x e c u t i o n  o f  a  p r o g r a n ,  t h e  s y s t e m
i m m e d i a t e l y  r e t u r n s  t o  B A S I C .  S o m e t i m e s  t h i s  i s  u n d e s i r e a b l e .  F o r
e x a m p l e ,  s u p p o s e  a  u s e r  e n L e r s  a n d  m i s s p e l l s  a  f i l e  n a m e ;  t h e  p r o g r a m
c a n n o t  f i n d  t h e  f i l e  a n d  r e t u r n s  t o  B A S I C  w i t h  a  f i l e  n o t  f o u n d  e r r o r .
W o u l d n ' t  i t  b e  b e t t e r  t o  g i v e  t h e  u n f o r t u n a t e  p e r s o n  a n o t h e r  c h a n c e ?  T h e
T R A P  c o m m a n d  l e t s  y o u  d o  t h i s .  I t s  f o r m a t  i s

TRAP l inenumber

I n  c a s e  o f  a n  e r r o r ,  T R A P  c a u s e s  t h e  s y s t e m  t o  g o  t o  t h e  s p e c i f i e d
l i n e n u m b e r .  M e m o r y  l o c a t i o n  1 2 4 0  w i l l  h a v e  t h e  e r r o r  n u m b e r .  Y o u  c a n  u s e
a  P E E K  c o m m a n d  t o  g e t  i t .  A p p e n d i x  B  h a s  a  l i s t  o f  t h e  e r r o r  c o d e s .
Suppose you come to  a  sec t ion  o f  the  program where  you wou ld  p re fe r  an
e r r o r  t o  f o r c e  a  r e L u r n  t o  B A S I C .  T R A P  O  w i l l  c a u s e  s u b s e q u e n t  e r r o r s  t o
d o  t h i s .  0 f  c o u r s e ,  y o u  c a n  a l w a y s  i s s u e  a n o t h e r  T R A P  c o m m a n d  a n d  a g a i n
t a k e  o v e r  e r r o r  c o n t r o l .

LOADST and POPST

LOADST le ts  you save s t r ings  or  numbers  to  the
P O P S T  l e t s  y o u  r e m o v e  s t r i n g s  a n d  n u m b e r s  f r o m
v a r i a b l e s .  T h e  f o r m a t s  a r e

L O A D S T (  e x p r e s s i o n  )

POPST(  var iab lename )

s t a c k  u s e d  b y  t h e  s y s t e m .
the  s tack  and s to re  then in

F o r  e x a m p l e  '  s u p p o s e  y o u  h a v e  a  s u b r o u t i n e  w h i c h  t a k e s  a  n u m b e r  a n d
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