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2 SFBT

SFGT

GENERAL INFORMATION

SFGT is a machine-language program, offering the use of text,

symboles and graphic characters in al)] graphic modes at a very high
speed. SFGT is located in RAM from HEX 300 to END of tables. END
of tables is depending on the number of tables that are being used.
After creation of new tables, adresses for saving are given.If the
option of different tables is not necessary, e.g. if only one table
is being used, SFGT is located from 300-B73.

USE

Afer definition of the different parameters, SFGT-calls are executed
with :

CALLM 800, XXXx$

XXX$ can be a name of a string, or an element of string-array.

° PARAMETERS

Parameters are located from 768 (decimal) up to 794 (decimal).

Horizc: ' _position 768 - 7€9

for MCL 1-4 :

POKE 768 , POS

POKE 769 , O

for MODE 5-6 :

POKE 768 , POS MOD 256
POKE 769 , POS / 256
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Vertical position 770

POKE 770 , POS
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Horizontal step / character 771

STEP = 0 - 255

POKE 771,5TE _  POKE?72.8@
1 GEEFT OE S72: 2
THLE wFSTAHD pOKE
2 KEARALTERS
7
uwm
E

Horizontal step on "OFF SCREEN" 773 ( TABSTP)

Vertical step / character 772 '

STEP = o - 255
STEP = 0 - 255 { normal STEP = 8

ou:OﬁMNo:de W n»<un:0ﬂwuo:nnu:wn:anooa:
8 = vertical
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FGTDEMO
POKE 7Fr3 = .94

PORKE:ed =0 & FUORKEZd = 11

SEFGTDEMO 5
m m m m —m m o m m m WINDOW 775 - 780 HORMIN - VERMIN - HORMAX - VERMAX
.—- U m 3 D m “ n .._.. Horizontal minimum : 775 - 776 ( POKE 775, MIN MOD 256)
BEMO SEGTD D oG s i s
; m _m D m m m m m m m | orizontal maximum :
3 Vertical minimum : 777
m w _H n .—- D m —..._ D Vertical maximum : 780
m —.|| n .—. D m 3 D NOTE : Min & max are adapted rection. (see later)
SFGTODERGD
POKE 773 = 1B
| DRUK LP-DOWH OF @0

Vertical step on "OFF SCREEN" 774 (LINSTP)

STEP = O - 255
normal step = 9
gives vertical "linefeed".

DRLUE

e EEH THETRS

§FBT (c) DAlnamic 7
1 ernT () DAlnamic




JjweuIyd (3) 1848 8

& 2Jlweuluyd (2) 1848

Qo Zmm_ = ——0)| Rkl Jos Fadm
£ e DS O e
=MAMmD M T~~~ RSSO
A mmmmAaAa
uEA=R AT et
o R el SV ENENEN e o 03]
o o —l~I O
' By L0 00 O LI A3 T
= =z M
i~ -~ m HnnnaNI
= ) m — - o
= L0 = L = ZO
ROEm- —m
'3 —" . . . . » 33
i Q ==
m : —
I =
| = E
o
»
5
3
g
-J e — -J ¢ H
o o« by ma gl Wa] = 5
22 L = P - G :
= Ll I — = I &
1 = = - =
= = o = - =
I 2= = I-m |
not e -
o e akap] ]
a - - - -
~ =T fon = o0 :
oo <PJr I = o
Fu == I om 1 r
1 N = e o -
i Ant 0 e - 2
w o o c
no:

pue ‘afqe3 ayj woay AeydsTp 03 juem nok yIva Aueuw moy saurjaqg

28L IN0d
0 ¢ T8L Id0d

6

: SUOT3TPUOD TRWIOU

28L - 18L 3IYBUST XTJIIe[ - Urdeg XTJIEy

(NITLVW - DILLVKW)




JjweuIwd (2) 1848 o1

¢ geTt
T pg+
: 9T+
: g+

: p+

: BerI-AMINI

SuTJI3S 9Y3 UT pajedo] ST A8qUl JO 3[NSaJ

paads y3ty
umop - aptsdn

uotaTsod TeOT3IaA UTBIAI
uotT3Isod [B3UOZTIOY UTEB33I

€
i e
T
(0]

umop - 337 Aetrdstp @

umop - 3y81a Aerdsip
dn - 3331 KLetdstp
dn - 3y38ta Letdsip @

: UaAId se saajsweaed

3I33JTP U3 JO SanTeA BY3 33e[NOTED ‘Gg. O3UT IHOd 94038q

(MOdUVYA) (G8L) SUOTIOUNI-AVYIJSIA TINIEWOD

(ONIYLS)NIT = IHONFT Uay3 O = JT) IHONAT ‘' ¥8L IHOd

€84 IA0d

.

NIDId

suTJap UBO NOA ‘)HISYd wosy uorjzouny $aIW Y3 IsSn 03 pasu oy

ENOd OM3 983U3 U3TA pakerdsTp aq 03 seY ONIYLS 343 JO 3Jed UITUM

($QIN) UOT3TUTISP BUTJIIS

(NZTYLS - DIGYLS) ¥8L - €8Z ( LHONIT ONIYIS)

Gg8. 340d

91

W= M Imm
= = T
~D0 k= M IE
M= =M g [T
m=oa = T 7
ERM= [T ik
Mmoo ik (D
M= M
ITITrm~ ) = dieed
[l SR = =T i

LMD g
~ig T IRmME ==
O <Ir M~ [T
HRATIEME Ni
M I M0
A TIRME -

= M LI
m = IR TN
Nil— M LM MmE
=M Ay T TR S

"_I.J

—AM—r=
mon

=~
M T~

M-I s
— T T
fooa e v A Y |

— 0

e
| P R Y
— T I

DL R WA el vy B acu B 0N
=1 (T T

M EL)

F=TIT |

T LI

= T
T G

I

P A
I C e
L

Y |
= |

o]

Y|

— 7

| — 0

—d 117
M-l

—{ 117

—
[T}
— )
m—
— 7

m-—rd
—~ 07
m-—rl=
— Ty
m—riz=r
— T I~
=L [
= 7T} T

MArIZ T G
= T} I

o |

11




Jjweuivd (J) 1848 Z1

Jrweulyd (3) 1848

£1

| 0=l

i =M |

g 1 =TIz |

0z‘L8L INOd *B°®

+J330eJRYO / ABT9p SSAID

Retaa

(LAV1dd) (48L)

I W MHArMZIr O
= -0 =TI
S MAMZ G
P B - =TI
MAMNZT
EEanE - =T
MO M—-ANZZ
N
m—rd
—Au
m-
—
MNEHANIZ OI® M
mow =TT I —
—AM—ANZ C1® 0
gy =T |
MANIZI DG
] —HU =TT |
| M-MNZ O
L -0 =T

=T ORG]
=T |
MNZCO®G)

ANdd

=
=
m'.
m
z‘
g
o
m
=

: SIpow JOTO3 p UL
: Sapow JOTOD QT UT

*8°2
.g.a

DYOT0Q JOo Jaqunu

J0T05 punouByoeq R punoJ3aJgoy

€ JOTO02 UO 2 JOT0D = €2 XIH :

*punoadyoeq uaaJ3 uo sJIOBJIBYD dBUBIO = GY XIH ¢

(SHOTOD) ( 98, ) SINOTOD pUNOJAHOEq puE PUNOIISIO]




JyweuIya (J) 1848 ¥1

0
Al
==
)
0

N33

il S0l

=

S1301 N33 dO ANdd

TLL
¢ 68L
t 88L

s3eut / dejsaoy :
J930eJRYD / dejzsaoy

s3ewT / SJ93doBJEUD JO JIIQUNU

Anagd

o
-
m
m
=
=
o
m
—
i)

#HHE~ T IO T
P =R 0 M T MO T T D
Nl AT~
HHnpepd ATZM—AM
=M Mz T

= = e
IxTxTEd mmo- mow
DDO—MZmM M~
CooeReEL Ml

—Amamm -
T MA—ATMm
N £~ MT O D T m

TR
mmoE@Tro—Hn— T
MO T —AmMDom
MMMy~ C e mAe——
mmmpsT m

AN« ad

s

*J330BJRYD SUO WJIOJ
(162)

&
0
m
m
=z
=
=
m
1
b

T

SJI930BJIRYD [EBOT3IJISA JO Jaqunu SaAT3 FTdEIN ISJITS

B

5.

*SJ930BIBYD [BIUOZTJIOY JO Jaqunu SaAT3 FTAHIN PuOddS

JjweuIvq (2) 1848

st

=G < — T
R MM I T T
prale o2 [T] 7 0 = 00 5
bl =7 01 [T1 1 [T1 T

Rl [T [~ 75 =
D B o [T 230 [T = [T LD
pel X T M
—{ C[m) == [-]

122 Mo
el — i3 [T
gl DM M
L0 7] [ |
w0 T -

==
[@— MO
m —Hm m

ZMm A

A m

07 paUTqWOd 8Qq 03 SJI3OBJRYD JO JaquNU 3Y3 SIaAT3 16/ INOL

SANOINHOAL NOILVYWIN:

suotjeWIUE JO A3T1TIqrssod saald

(684 — 88L)

(dIsdna - 13494nd)

6 - 0 ‘O6L INOL
20TOYD arqe]

(NINAGVL) (06L)

(paepue3s ST 0)




SFGT TABLE - CREATOR

1/ Creation of new character

a: input symbol/character with :
- alpha-key (from keyboard) or
-~ ASCII-value (32 TO 122)

2/ Edit or copy character

a: input symbol (from keyboard or  ASCII-value)
b: apace
C: input value of copy-character

3/ List Matrix

a: LIST
b: car ret

4/ Change Table

a: car ret
b: give symbol +copy-table + car ret

a: input symbol-character
v“nmﬂwmw

6/ letter A-I : line—choice (also with cursor up/down)
number 1-8 : column

7/ special Edit-commands

16 SFBT (c) DAlnasic

: image

: inverse color

: upside-down

: clear screen

: list matrix-contents

? : list menu & commands

CR: dump matrix in memory

SHIFT + cursor up/down/left/right :
move character 1 dot

v E O R U

SFGT TABLE-CREATOR

Type LOAD : RUN (Table-Creator is saved with Bootstrap Loader)

After 2 pages of information:

- Geef symbol-Table en eventueel copy-Table (00 tot 99) -
Give symbol-Table and possible copy-Table (00 - 99) -

In the standard Table-Creator program, Table O is write-protected,

so we can not enter O .

Enter the number of the table you want to create e.g. O

If you want to take information from another table enter a second
number from O — 9 . e.g. : 10. (create table 1 , take info from 0).

type car ret.

- Geef symbol-karakter en eventueel copy-karakter ?
Enter symbol you want to create, followed by space + other character
if you want to take info from other character.

e.g. : A-0
or : 100 - 65

(one can enter characters from the keyboard or with ASCII-values)

If you enter A O (+ car ret) character A will be created in table 1,
information from letter O from table O will be given to start with.

SPECIAL EDIT-commands :

inverse image

inverse color

upside—down

: clear screen

. list matrix contents of actual table

? : list menu + commands

CR: dump matrix of actual character in table

SHIFT + cursor up/down/left/right : move character 1 dot.
letter A — I : line to act upon (also cursor up/down)
number 1 — 8 : set reset dot on blinking line.

to change table : car ret

give symbol + copy-table + car ret

YV E O R W

p.s. The tables can be write-protected with a value on adress 792
e.g. POKE 792, 2 means write-protect table O - 2.
Protection is done in the table-creator program on line 12.

§FET (c) DAlnamic
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S6FT TABLE-CREATOR

: NIEUW KARAKTER VORMEN

a: INPUT SYMBOL-KARAKTER D.M.V.

ofwel EEN ALFA-TEKEN (KEY-BORD)

ofwel DE ASCII-WAARDE (VANAF €32 TOT 122)
b: CARIAGE-RETURN (CR)

: WIJZIGEN en/of COPIEREN VAN EEN KARAKTER

a: INPUT SYBOL-KARAKTER D.M.V.
EEN ALFA-TEKEN of EEN ASCII-WAARDE
b: SPATIE
c: INPUT COPY-KARAKTER ZOALS NIEUW KARAKTER

: LIST TEKENSET

a: LIST
b: CR

: WISSELEN TABLE

a: CR
b: GEEF SYMBOL en COPY-TABLE + CH

: EINDE WERK

a: END ALS SYMBOL-KARAKTER INTYPEN
bs ER

LETTER A tot I : LIJN WAAROP DOTS MOETEN KDMEN
(DOK MET CURSOR OP/NEER TE KIEZEN)
CIJFER 1 tot 8 : SET of RESET DOTNR. OP PINK-LIJN

: SPIEGELBEELD

: KLEUR INVERSEREN

: OMGEKEERD BEELD

: WIS SCHERM

: LIST TEKENSET

: MENU

: LIST DE MENU DIE U NU ZIET

: DUMP MATRIX IN UTILITY PROGRAMMA

g-ozr‘soxm

SHIFT EN CURSOR OP/NEER/LINKS/RECHTS
VERSCHUIFT HET BEELD 1 DOT
(ALLE DOTS BLIJVEN BEWAARD !)
CURSOR LINKS/RECHTS : VERSCHUIFT DE PIMZ.IJN 1 DOT

L O T 00 2 e

b

18 SFET (c) DAlnamic
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20 SFBT (c) DAlnamic

10 REM UITLEG POKES SFGT LAMBRECHT ANDRE LEBBEKE 18/04/83
20 CLEAR 1000:DIM A$(10):DIM AX(10):FOR A%=768 TO 791:POKE A%, 0:NEXT
SFGT 30 REM TITEL
49 POKE 791,#11:A%=" S F 6 T ":B%$= MANUAL “":C$=" KLAAR ? "
50 gcmwagmnu*ou»%M&M»Ngdomogmdmmgﬂmwa
&0 POKE 778, XMAX:POKE 780, YMAX:POKE 786,#31: caLLM 800,A$:POKE 786,#20
70 POKE 770,30:CALLM 800,B$:POKE .NomonAqu@ 10:POKE 786,#13:CALLM 80
FGT - SFGT translator 0,Cs
80 6%L=6GETC: IF 6%4=0 THEN 80
100 REM HORIZONTALE POSITIE = POKE 768 EN 769
1/ LOAD FGT-table you want to convert, 116 AS(0)="POKE 768 + 769 GEVENHORIZONTALE POSITIE V/D STRING AAN. e
(only machinelanguage part) A7.(0) =431
i 120 A$(1)="MAX: MODE 1 + 2 = 72 MODE 3 + 4 =160 MODE S5 + & =336":
2/ LOAD & RUN SFGT translator FGT-part A%(1)=%#30
2 i 130 A$(2)="IN MODE 1-4 D.M.V.: POKE768,POS. POKE769,0 "3
all the characters will be displayed on screen. aL(2)=#12
i ¢ ) 140 A$(3)="IN MODE S5-6 D.M.V.: POKE768,P0S. MOD 256POKE769,P0S. /256 e |
3/ choose with cursor-keys which infu to take from screen AL(Z)=#13
and assign to new characters in SFGT. 150  TZ=1:TEL%=3:G0SUB 2000:C$="POKE 768, ":D$="POKE769=0 (MODE 4)"
X v ! 160 POKE 785, 12:POKE 784, #13: POKE 768, 9: POKE 770,70:CALLM 800,D$
for 16 x 16 matrixes, SFGT will take 2 x 2 characters. 170 POKE Nmmu #30: POKE ﬂﬂ@ 100:FOR AZ=10 TO0 40:POKE ﬂ&m A%
2 width in following tables. 180 BS=CS$+MID$ (STR$ (A%), 1,2) :CALLM 80@,B$:WAIT TIME 10:NEXT:60TO 2100
; 200 REM VERTIKALE POSITIE = POKE 770
SFGT will accept characters from ASCII 32 to ASCII 122 210 A$ (0)=" POKE 770 GEEFT DE VERTIKALE POSITIE “:AZ(0)=#31
] 220 AS$(1)="MAX: MODE 1 -2 = 635 MODE 1A-2A= 52 ":A%(1)=%#13
23e A$(2)=" MODE 3 -4 =130 MODE 3A-4A=105 ":A%L(2)=8#23
249 A$(3)=" MODE S -6 =255 MODE S5A-6A=211 ":AX(3)=#3
250 As$(4)=" TE VERMINDEREN MET DE MATRIXHOOGTE ": A% (4)=#30
269 T%=2: TELX=4:G0SUB 2000:A$="POKE 770, ":POKE 786, #30:POKE 768,20:POKE 7
85, 64+12
279 FOR A%=99 TO 40 STEP —-1:C$=A$+MID$ (STR$(AX),1,2) :POKE 770,RA%L:CALLM 8O
,Cs
289 WAIT TIME 1:NEXT:GOTO 2100
300 REM HORIZONTALE STAP = POKE 771
310 A$(0)=" POKE 771 GEEFT DE HORIZONTALE AFSTAND TUSSEN 2 KARAKTERS ":
A7 (9) =#31
320 A% (1)=SPC (40) :AZ(1)=0: A$(2)=" MAX: © TOT 255 B=NORMALE STAP
":AL(2)=#23

330  POKE 768,0:POKE 779,120:POKE 785,64+42:B$=SPC(11)

340 T%=3: TEL%=2:B0SUB 2000:A$="POKE 771,":POKE 7&8,0:POKE 77@,50:POKE 785
s 12: POKE 784, #39

350 FOR A%Z=6 TO 15:C$=A$+MID$ (STR$ (A%),1,2):CALLM BOO,BS

360 POKE 771,A%:CALLM 800,C$:WAIT TIME 20:NEXT:GOTO 2109

400 REM VERTIKALE STAP = POKE 772

410 A$(0)=" POKE 772 GEEFT DE VERTIKALE AFSTAND  TUSSEN 2 KARAKTERS ":

A% (0) =431
420  A$(1)=SPC(40):A%(1)=0:A$(2)=" MAX: @ TOT 235 "IAL(2)=8#23
430 AS$(3)=" @=HORIZONTAAL 9=VERTIKARAL =A% (3) =#13

440 B$=SPC(11):POKE 768,@:POKE 770, 120:POKE 785, 64+2

450  T%=4:TEL%=3:GOSUB 2000:A$="POKE772,":POKE 748,20:POKE 770,30:POKE 785
»12:POKE 786, #30

450 FOR A%Z=0 TO 9:C$=A$+MID$ (STR$(A%),1,1):CALLM B00,BS

470  POKE 772,A%:CALLM 800,C$:WAIT .:zm No NEXT:60T0 2100

500 REM TABULATIE STAP = POKE 773

510 As$(@)=" POKE 773 GEEFT DE HORIZONTALE STAP BIJ VERTIKALE CR *:

AL(0)=#31
3520 DﬂsvummvnzguDNA:uonhﬁﬁwuu- MAX: © TOT 255 "1A%(2)=823
530  A$(3)=" = NORMAAL " AL(3)=H13

540  T%=5:TELY%=3: QOcw 2000: A$="POKE 773 = ":B$="SFGTDEMO ":FOR AX=4 TO 10
350 -BUbeoUmanAmum.mpogﬂﬂGggﬂﬂpmgjnogﬂd.
@:POKE 780,120

560 POKE 785,2:POKE 786, #13:POKE 773,A%: :C$=AS$+MIDS (STRS (A%) , 1,2) : CALLM 8@
9,Cs ;

570 POKE 7648,10:POKE 770,110:POKE 771,0:POKE 772,8:POKE 777,31:FOR BZ=0 T

§FBT (c) DAlnamic 21




- 380 LM '800,B$:NEXT:WAIT TIME 50:NEXT:60TO 2100
400 REM LIJN STAP = POKE 774

610 AS(0)=" POKE 774 GEEFT DE VERTIKALE STAP B1J HORIZONTALE CR "t
AL(0)=#32

620 A$(1)=5SPC(40):A%(1)=0:A$(2)=" MAX: 6 TOT 255 "tAX(2) =823

630  AS(3)=" 9 = NORMAAL  ":AZ(3)=813

640  Ti=b:TELA=3:60SUB 2000:A$="POKE774 = ":B$="SFGTDEMO ":FOR AY%=4 TO 12:
MODE 4:MODE 4
650  POKE 748, 10:POKE 770,20:POKE 771,8:POKE 772,0:POKE 775,8:POKE 778,112
:POKE 785,2
660 POKE 786, #13: POKE 774,A%:C$=A$+MIDS (STRS (A) ,1,2) : CALLM 800,C$:POKE 7
68, 18: POKE 770,120
670  FOR BZ=0 TO 10:CALLM 800,B$:NEXT:WAIT TIME S0:NEXT:G0TO 2100
760 REM HOR+VER MIN/MAX = POKE 775 TOT 7890
710 A$(0)="POKE 775 TOT 780 IS DE SCHERMBEGRENZING ":AZ(0)=831
720  AS$(1)=" HOR.MIN = 775/776 HOR.MAX = 778/779 “:A%(1)=#23
- 730 A$(2)=" VER.MIN = 777 VER.MAX = 780 "sAX(2)=823
740  AS(3)="MAX:IDEM ALS 768+770":A%(3)=82
750 A$(4)="N.B. MIN EN MAX WORDT AUTOMATISCH VERWISSELD MET ZIN (
ZIE LATER...) ":AL(4)=8#13
755 Ti=7:TELZ=4:60SUB 2600
760  A$="DIT IS EEN DEMO VODOR HORIZONTALEBEGRENZING...... POKE 775 = 10...P
OKE 776 = 0...POKE 778 =138...POKE 779 = 0..."
770  POKE 768, 10:POKE 779, 100:POKE 774,9:POKE 775,10:POKE 778,138
780  POKE 785,2:POKE 786,#23:CALLM 800,A%$:A$="10":B$="138": POKE 770,34: POK
E 778, XMAX
796  POKE 786,#2:CALLM 800,A%$:POKE 768, 138:CALLM 800,B%$:605UB 2040
800 REM VERTIKAAL MIN + MAX = POKE 777 EN 780
810  A$="DIT IS EEN DEMO VOOR VERTIKALE BEGRENZING POKE 777 =12 POKE 78
o=129"
820 POKE 768, 10:POKE 779, 111:POKE 771,0:POKE 772,9:POKE 773,9:POKE 777,12
:POKE 780,129
836 POKE 785,2:POKE 786,#32:CALLM B800,A$:A$="12":B$="129": POKE 768, 80: POK
E 770,12
840 POKE 771,8:POKE 772,0:POKE 78S, 4:POKE 786, #23: CALLM 800,A$
85¢ POKE 780, YMAX:POKE 770,119:CALLM 800,B$:G0T0 2100
900 REM MATRIX BEGIN+EINDE = POKE 781 EN 782
916  A$(0)="POKE 781 EN 782 IS HET MATRIX BEGIN EN HET MATRIX EINDE
R%(0)=#32
920 A$(1)="NORMAAL:POKE 781 = © POKE 782 = 9":A%(1)=820
930  Ti=8:TELX=1:60SUB 2000:A$="SFGT MATRIX DEMO":B$="781=":C$=" 782="
940  FOR BZ=0 TO 2:POKE 768, 10:POKE 785,4:FOR AZ=0 TO 18
959 IF BY=0 THEN C¥%=0:D%=A%
935 IF BZ=1 THEN C%Z=A%:D%=18
960 IF B%=2 THEN CZ=AZ:DZ1=18-AX:WAIT TIME 5
970  POKE 781,CY:POKE 782,D%:POKE 770,60:POKE 786,%#20:CALLM 800,A$
980 POKE 781,0:POKE 782, 9: D$=B$+MID$ (STR$ (CX) , 1,2) +C$+MIDS (STR$ (D) , 1,2)
996  POKE 770,30:POKE 784, #13:CALLM 800,D$:NEXT:GOSUB 2040:NEXT:60TO 2100
1606 REM STRING BEGIN+EINDE = POKE 783 EN 784
1010 A%$(0)="POKE 783 EN 784 IS HET STRINGBEGIN EN DE STRINGLENGTE
AL(B) =431
1020 A$(1)="ALS 784 =0 DAN HEEFTDE STRING ZIJN VOLLEDIGE LENGTE
AL(1)=#13
1030 Ti=9:TELZ=1:605UB 2000:A$="MIDSTRINGTEST":B$="783=":C¢=" 784="
1040 FOR BY%=0 TO 2:POKE 748, 10:POKE 785,4:FOR AX=0 TO 10
1650 IF BX=9 THEN C¥%=0:D%1=0:E%1=0
1855 IF B%=1 THEN CZ=A%:D1=0:E%=40
1060 1F BZ=2 THEN CX=A%:D%=3:E%=60
1676 POKE 783,C%:POKE 784,D%:POKE 770, 40: POKE 786, 820:E$=A%$+" ":CALLM 8090,

1680 POKE 783,0:POKE 784,0:D$=B$+MID$ (STR$ (CY), 1,2)+C$+MIDS (STR$ (DX) , 1,2)

1090 POKE 770,30:POKE 786,#13:CALLM 800,D$:WAIT TIME EX:NEXT:BOSUB 2040:NE
XT:60T0 2100

1160 REM ZINFLAG = POKE 785
1165 AZ(0)=831:A%$(0)=" POKE 785 BEVAT DE SCHRIJFFUNCTIES *

22 SFBT (c) DAlnamic

11195 AL(2)=8135:A$ (=" £ I NELHIS/NEENR S ! LINRD/MEEK e
1120 AL(3)=832:A$(3)=" 4 : BEHOUD HOR.POS 8 : vﬁgughcmwm.ﬂwm-
1125 AL(4)=820:A8(4)=" 16 : ONDERSTE Scmz.ba H e hes
1130 AX(S)=821:A$(S)="128 : INKEY 1 TA=10: - bt 0
1135 AL(O)=831:A8(0)="VB.:U WILT LINKS/OP + BEHOUD - . HOGE SNELH
EID DUS POKE 785 =1+4+64=69 " iy
1140 AL(1)=823:A%(1)="VB.:U WILT RECHTS/OP+ BEHOUD HOR.POS. + BEHOUD
.POS.DUSPOKE 785 =0+4+48=12 * i
1145 AL(2)=812:A%(2)="U KUNT DUS DOOR COM-BINEREN VAN DE BITS ALLE MOGEL
KHEDEN BEREIKEN. =

60SUB 2000
””uum WWuwMXm 785 = ":B$=" TEST ZINFLAG 0-3 »: BEGY=0: E INDX=3: STAP%=1 : 8BOSU
wnwwuowon- TEST POSITIEFLAG 4-8 = BEGY=4: EINDZ=12: STAPA=4: 6OSUB 1270
1165 B$=" TEST OMKEERFLAG 16 .ummﬂn;nmugu»onmqﬁu.—.ng 1270
1170 Bs$=" TEST HOGE SNELHEID WLQAMMHN_ABMNO SNELHEID 64
1175 BEGL=0:EINDA=64:STAPA=64: .
1180 AL(0)=#31:A%(9)="VOOR DE INKEYSTRING MOET n!:.;; vunwhi-
1185 AZL(1)=#13:A%(1)="U ROEPT DEZELFDE ROUT INE 3.<1mz.. i
1190 AL(2)=#13:A$(2)="EN NU KUNT U EEN WOORD wlm imuwgn-ﬁﬂ.zcmz e
1195 AXL(3)=#13:A%(3)="MOBEL IJKHEDEN ZOALS LENSTR
UDEN. s 5 i

# H 783=2 : 784= 3

1200 AL(4)=82:A$(4)="VB.:A$ = DAINAMIC : ;
1205 AX(5)=82:A$(5)="U KUNT NU 5 LETTERS INTYPEN OP INAMI s TELX=5: 60SU

B 2000

1210 A$="DAINAMIC™:FOR INKEYZ=0 TO 3:B$="  A$="+A$+" TYP NU S LETTER
S IN * : :

1220 POKE 768,0:PUKE 770,100:POKE 786, 831:POKE 785,6:CALLN B09,B$:POKE 770
60

»

H 785,6+128:CALLH 899,A$
1230 POKE 786,#23:POKE 783,2:POKE 784,5:POKE s i :
1246 B$="DE z.—mﬁ STRING 1S:"+A$:POKE 770,3@:POKE 783,0:POKE 784,0:POKE 7

: :NEXT:60T0 2100
1250 POKE 786,#13:CALLM 800,B$:60SUB 2040: ; :
1276 FOR »Num.mﬂ 1O EINDX STEP STAP%:POKE 768,30:FPOKE 770,290:POKE 786, #31

POKE 785,90 :
1280 _vQ.Am H-uo"nnnbaiusamﬂxnsﬂy.».NV"ODC-: 800,C$:POKE 768,0:POKE 770

monwo POKE 785,A%:POKE 786,#23:FOR BX=0 TO 30:CALLM 800,B$:NEXT:60SUB 2640:
NEXT: RETURN B
REM COLOR = y
”WMN AL(0)=#31:A$(0)="POKE 786 . 'FT DE KLEUR VAN DE STRING 3
1320 AX(1)=832:A% (1)="EERST DE MRONTKLEUR EN DAN DE wbhxgwe\cﬁﬂ.
1330 AL(2)=823:A% (2)="MAX:4-COLOR 2#00/833 ;.lnmu.g -% ;
1340 TZ=11:TELZ=2:G0SUB 2000:A$="COLORTEST MODE 3":B$= .nuuqoouo.
1350 POKE 768,10:POKE 785,4:MODE 3:FOR A%Z=0 TO uo"wnnznw
1360 C$=B$+HEXS (BX) :POKE 770,60:POKE 786,B%:CALLN 800, Pl
1370 POKE 770,30:POKE 786,#%1F:CALLM 800,CS:WAIT ._.m_ﬂ wommmq S
1380 GOSUB 2040:POKE 768,10:POKE 785,4:MODE #»mn COLOR il
1385 FOR AZ=0 TO 3:FOR B1=0 TO 3:B$="POKE 786,% 1 IF AX=0

1 786,CL:CALLM B0O,AS
=A7%16+B%: C$=B$+HEXS (CX) : POKE 779, 60: POKE ’ ’
”WNM mllnmbﬂﬂwo.uou_vgnm 786,831:CALLM 809,C$:WAIT TIME 60:NEXT:NEXT:60TO 210

1400 REM DELAY = POKE 787 o
1410 A%(0)=831:A%(0)="POKE 787 GEEFT EEN VERTRAGING BIJ HET PRINTEN

STRING " S
1420 AXL(1)=823:AS(1)="MAX : 235 ¢ T4=12: TELA=1:605UB 2000

:POKE 786, #31
="POKE 787 =":POKE 768, 10:POKE 770,60:POKE 78S, 4: ’

”NMM “” AZ=® TO 80 STEP Nonvn.uum 4:POKE 787,A%: B$=A$+HID$ (STRS (AX) ,1,2)
1450 CALLM 800,B$:WAIT TIME 40:NEXT:60TO 2100

1500 REM ANIMATIE = POKE 788 EN 789 dhaiel
1510 AYL(0)=831:A%$(0)="788 EN 789 BEVEN DE MDGEL IJKHEID VAN ANINMA

DER FLIKKEREND BEELD ... o : i
1520 AL(1)=813:A$(1)="788 GEEFT HET AANTALKARAKTERS PER BEELD (@=GEEN

ATIE » *

8FBT (c) DAlnamic Z3




1525 RI(2)=8#2:A%$(2)="789 GEEFT DE HORSTAPPER KARAKTER =

1530 AX(3)=830:A$(3)="771 GEEFT DE HORSTAPPER BEELD AAN " TL=13:TELX

=3:60SUB 20090

1535 AL(9)=#12:A%$(0)="VOLGORDE ANIMATIE: ":A%(1)=#31:A$(1)="1E BEELD , DA

N DELAY®"

1540 AYL(2)=831:A$(2)="2F BEELD OP IELFDE POSITIE+3E BEELD OP "

1545 AX(3)=831:A$(3)="NIEUWE POSITIE ENZ. “:TELX=3:60SUB 2000

1550 As$=" 771=8:787=255:789=8 788=":B$="1234567890":D$="VB. : B$="+B$

1560 FOR AYX=0 TO S5:POKE 748,0:POKE 770,100:POKE 771,8:POKE 785,2:POKE 784,

#32

157¢ CALLM 9500,D$:POKE 768,0:POKE 770,30:POKE 784,#13:POKE 788,0:C$=AS$+HEX

$ (AY) )

1580 CALLM 800,C$:POKE 786,830:POKE 787,2355:POKE 748,0:POKE 770,60:POKE 78

8,A%

1590 POKE 789,8:CALLM 9500,B$:B80S5UB 2040:MODE 4:NEXT:60T0 2100

1660 REM TABEL = POKE 790

1610 AY(O)=8#13:A$(0)="POKE 790 GEEFT DE TABELKEUZE ix

1620 AL(1)=#20:A%(1)="AANGEZIEN DE ANDERE TABELLEN NO6 NIET G6GECREERD Z1J

N IS ER GEEN DEMO VOORZIIEN *

1630 AYL(2)=831:A$(2)="STANDAARDTABEL = © MAX : @ TOT 9 s TL=14:TELY

=2:E05UB 2000:607T0 2109

1700 REM TOTAAL MATRIX=POKE 791

1718 AX(2)=#13:A%$(8)="POKE 791 GEEFT HET AANTAL MATRIXEN DIE "

1720 AL(1)=§13:A$(1)="SAMEN EEN KARAKTER VORMEN. HET EERSTE "

17380 AL(2)=813:Q$(2)="GETAL BEEFT AANTAL MATRIXEN VERTIKAAL. °

1749 ALI3)=B13:A$(3)="HET TWEEDE GETAL IS HET TOTAAL AANTAL®

i7350 AL(4)=831:A%(4)="(MIN. 811 HAX.8AA) "

1760 AZ(S)=823:A$(5)="#11=1 HOO6 i/1 BREED"

17786 AL(6)=823:A%(6)="824=2 HOOE 4/2 BREED"

1786 AL(7)=823:A%(7)="%15=1 HODG6 S5/1 BREED"

1796 TA=15:TELX=7:60SUB 2000:60T0 2160

1806 REM DEMO

1908 END

260¢ MODE 4:MODE 4:POKE 748,0:POKE 770,120:POKE 771,8:POKE 772,0:POKE 774,

9:POKE 775,06

2010 POKE 777,0:POKE 778, 169:POKE 779, XMAX/256:POKE 780, YMAX: POKE 781,9:P0

KE 782,9

2020 POKE 783,0:POKE 784,0:FOKE 785,64+2:POKE 787,0:POKE 788,0:COLORG 1 3

i@ 15

2030 FOR A%=0 TO TELZ:POKE 784,A%(A%):CALLM 800,As (AL) :NEXT

2040 POKE 768,0:POKE 779, 1:POKE 771,8:POKE 772,0:POKE 775,0:POKE 777,0:POK

E 778,168

2050 POKE 789, YMAX:POKE 781,0:POKE 782,9:POKE 783,0:POKE 784,0:POKE 78S, 0:

POKE 786, #31

2060 POKE 787,0:POKE 788,0

2070 GET$=" DRUK OP EEN TOETS ":CALLM 809,6ET$

2080 GA=GETC:IF 6%=0 THEN 2080:MODE 4:MODE 4:RETURN

M~wo POKE 768,0:POKE 770,1:POKE 771,8:POKE 772,0:POKE 775,0:POKE 777,0:P0K
78,160

2116 POKE 789, YMAX:POKE 781,0:POKE 782,9:POKE 783,0:POKE 784,0:POKE 783,0:

POKE 786,831

2120 PUOKE 787,0:POKE 788,60

2130 BET$=" DRUK UP-DOWN OF A-0":CALLM 800,6ET$

2140 G62=6ETC:IF 6%=0 THEN 2140

2150 IF 6%=17 AND TZ>1 THEN TZ=TA-1:60T0 2180

2160 IF 6%=16 THEN TX=TX+1:60T0 2180

217¢ 1IF 6L>64 AND G1<80 THEN Ti1=61-64:60T0 2180

2175 6070 2140

2180 MODE 4:MODE 4:0N TX BOTO 100,200,300, 400,500, 600,700,900, 1000

21990 ON TXZ-9 60TD 1109, 1300, 1400, 1500, 1600, 1700, 1900

#L0OAD: RUN

24 QERY (r) DATnamic

1
2

REM SFET DEMD LAMBRECHT ANDRE LEBBEKE 11/3/83 ;
REM POKES: 768=HORBEB!; 769=HORBEB2; 770=VERBEB} 77 1=HORSTEP; 772=VERSTEP

3 773=TABSTEP

3

RMAX2

4

REM 774=LINSTEP} 773=HORMIN1 § 776=HORMINZ} 777=VERNIN} T78=HORMAX 13 779=H0
REM 780=VERMAX; 781=MATRI XBEG; 782=#ATRI XLEN; 763=8TRINSBEB} 784=GTRINGLE

N3 785=RICHT INS

S

REM 786=COLOR (FRONT/BACK HEX)}787=DELAYTIME; 780=ANIMATIE) 789=ANINATI

ESTEP; 790=TABLE-R

&

REM 78%5: 6=RIGHT UP 1=LEFT UP;2=RIGHT DOMM;S=LEFT DOWN;4=HORBES FIX;@=

VERBEE FIX

7
8
10
29
30

REM 6A=DUBBEL SPEED} 128=IMKEY NAAR AANBEROEPEN STRING

REM 791=MATRIX CONSTRUCTIE
CLEAR 1000:DIM AS(23):DIN A(10) :ENVELOPE @ 1S:ENVELOPE 1 13

POKE 791,811:COLORS 1 3 11 1S:MODE 3:HODE 4

As=" GFBT TEST DEMO *:1POKE 776,20:POKE 771,8:1POKE 772,8:POKE 773,90

1POKE 774,90

49
»8
39
&8

POKE 773,0:1POKE 777,0:POKE 778, XMAX:POKE 780, YMAX:POKE 781,0:POKE 782

POKE 783,0:POKE 785,0:POKE 785, 830:POKE 787,01 POKE 788, 0:POKE 79,9
FOR A=152 TO 8 STEP -2:POKE 748,A:POKE 784,20-A/8:CALLN 809,R%:S0ULD

1 @ 15 2 FRED(A#10) sNEXT

70

POKE 768,8:POKE 7835,64+4:FOR R=20 TO 160:POKE 770,A:CALLH B0, Ad: SRR

D 1 6 15 2 FREQ(A#16)

)

SOUND i @ 135 2 FRED(A248) (NEXT:SDUND OFF

POKE 785, 12:POKE 774,0:POKE 773, 16:FOR B=@ TO 5

FOR A=16 TO XMAX STEP 8:POKE 768,A:CALLN 800,AS:HAIT TIME S:MEXT:HEXTY
POKE 768,16:POKE 783,0:1POKE 784, :Co="TONBELES0S 1983”5 B3=GPC (160 :T=

2:D=1:FOR B=1 TO 1@

110

POKE 770,C:POKE 785, 64+28-164#D:POKE 786, 813:1FOR A=1 TO 9:POKE 782,A:C

ALLM 809,CS:NEXT
120 POKE 786,830:FOR A=1 TO 9:POKE 782,A:CALLN 800,B8:NEXT

130

C=C+8: D=1-D: NEXT: POKE 784, 813:POKE 770,C1POKE 783, 64+12:FOR A=1 TO 93

POKE 782,R:CALLM 809,C$: NEXT

200

B=0: E$="COMPUTER":D$=" acagi ODORNM"+CHRS (64)+"K "1F$="WAT DENK JE ER

VAN?":POKE 784,831
210 As(9)=" .;;: TESTEN.. "1A$(1)=" MET CALLMBOO,AS “:1AG(2)=" WACHT N

06 EVEN..":As$(3)=" DAT IS HETg! *

229

POKE 781,0:POKE 782, 18:POKE 768, 16:POKE 776, 50: POKE 785, 64+12: FOR A=0

TO 234:IF AC19 THEN POKE 782,A

30

IF AC>30 AND A<>100 AND A<>170 AND A<>234 THEN 240
POKE 768,8:POKE 770,33:POKE 782,9:POKE 781,90: POKE 786,83:CALLN 800,AS

B=B+1:POKE 768, 16:POKE 779,50:POKE 782, 18:POKE 786, #31
POKE 781,234-A:CALLM 800,D$:NEXT:POKE 768,72:POKE 782,9:CALLM 809,ES
POKE 785, 12:POKE 784,820:POKE 779,2:POKE 774, 9: POKE 787,0: F$="WRITTEN

BY LAMBRECHT":I$=" k":H$=" m"

310 FOR A=0 TO 19:POKE 781,0:POKE 782,9:68=" k 1"+NMID$(F$,19-A,1):IF 88=
"k 1 " THEN 360 :

320 FOR B=0 TO 136-As%7 STEP 7:POKE 768,B:POKE 77S,B:PUKE 778,B+24:CALLM 8

90,68

s HA

SOUND 1 © 15 @ FRER(49):SOUND OFF :WAIT TIME 2:CALLM 8€9,Hs

1 9 15 0 FREQ(S0) :SOUND OFF :WAIT TIME 2:MEXT

FOR B=18 TO © STEP -1:POKE 782,B:POKE 781,18-B:CALLM 800, 1$: NEXT
NEX

:

POKE 778, XMAX:POKE 768, 16:POKE 771,7:POKE 774,0:C=0: D=3: E=0: H=0: FOR B
20

FOR 6=0 TO 1:POKE 785, 12+168H:F=1+(-2#E):FOR A=C TO D STEP F:POKE 781

420 POKE 782,4-A:POKE 770, 16— (S5-A) #H:CALLM 869,F$:POKE 770, 11+A4+(S-R) sH: P
OKE 781,0:CALLM 800,F$:NEXT

£¢

450
500

C=3—C:D=3-D: E=1-E: H=1—H: NEXT 1 H=1-Hz NEXT
WAIT TIME 100:FOR A=1 TO 10:COLORGE A A+3 11-A 16-A:WAIT TIME 160 NEXT

COLORE 1 3 11 15
A$(0)="DEZE TEKST WORDT METSFET GESCHREVEN. ":A(0)=87F

8FET (c) DAlnamic 25
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FOE S5 USED BY —SFEFST—

ra L @—1
rard - VERT.FOSITIE
FT7L HORIZ. STAP
T2 _ VERTIK. sSTaAaF
T7TE -
T4 LIJN STaAaP
T7S HORIZ. MIN
TTE HORIZ.MIN @—1
Farard VERTIK. MIN
TS HORIZ. MAX
Pl HORIZ. MAaX o—1
FTao VERTIK. MAX
Fai MATRIX BEGIN
a2 MATRIX LENGTE
Fax STRINGEBEGSIN
rFaq STRINGLENGTE
Tas ZINFL.AG
s COLOR FR/7BACK
Favr DELAYTIME
Faa ANIMATIEFLAG
e ANIMATIESTAF
Pl d - | TABELNR. @0—%
+ CAalLLMBO@, . .=




