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USER'S GUIDE STATEMENT

"This equipment generates and uses radio frequency energy. If it is not pro

perly installed and used in strict accordance with the manufacturer's instruc

tions, this equipment may interfere with radio and television reception. This

machine has been tested and found to comply with the limits for a Class B

computing device in accordance with the specifications in Subpart J of Part 15

of FCC Rules, which are designed to provide reasonable protection against

such interference in a residential installation. If you suspect interference, you

can test this equipment by turning if off and on. If you determine that there is in

terference with radio or television reception, try one or more of the following

measures to correct it:

• reorient the receiving antenna

• move the computer away from the receiver

• change the relative positions of the computer equipment and the receiver

• plug the computer into a different outlet so that the computer and the

receiver are on different branch circuits.

If necessary, consult your Commodore dealer or an experienced radio/televi

sion technician for additional suggestions. You may also wish to consult the

following booklet, which was prepared by the Federal Communications Com-

mission:

"How to Identify and Resolve Radio-TV Interference Problems" This booklet

is available from the U.S. Government Printing Office, Washington. D.C. 20402.

Stock No. 004-000-00345-4."
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INTRODUCTION

The Commodore Executive 64 is one of the best values in the home com

puter industry. You can use your 64K color computer for everything from

business applications to household paperwork to exciting games. The 64 offers

you lots of memory (64K), lots of color(16 different colors), lots of sound (music
and sound effects), and lots of fun and practical uses. You can use prepackag

ed software, or you can write your own programs in easy-to-learn BASIC. All

software designed for the Commodore 64 on disk or cartridge also runs on the
Executive 64.

The Executive 64 models (the SX-64 and the DX-64) have all the capabilities of

the best selling Commodore 64, plus one or two disk drives and a 5" color

monitor built-in. The Executive 64 snaps together to form its own carrying case,

and it's light enough to carry and use anywhere.

This easy-to-read user's guide contains all the information you need to set up

your equipment properly, understand how to operate your new SX-64 or DX-64.

and learn how to create your own simple BASIC programs.

This user's guide is intended to introduce you to computers, but it is beyond

the scope of this manual to tell you everything you need to know about com

puters or about BASIC. However, this guide does refer you to a variety of

publications that explain the topics we present here in more detail. These

publications include the Commodore 64 Programmer's Reference Guide and

our Introduction to BASIC series.

For those of you who don't want to learn how to program, you won't have to

search through the whole book to learn how to use Commodore prepackaged

programs and games, or other prepackaged, third party software. We've put all

the information you need to know right up front in Chapters 1 and 2.

SPRITE GRAPHICS

Many exciting features are waiting for you inside your Executive 64. Your

new computer gives you the microcomputer industry's most advanced

graphics, which we call SPRITE GRAPHICS. Sprite graphics let you:

• Design your own pictures in different colors, just like the ones you see on

arcade-type video games.

Animate as many as 8 different overlapping sprites at once.

Double a sprite's size.

Move your creations anywhere on the screen.

Pass images in front or behind each other.

Use automatic collision detection that tells the computer to do whatever you

want when sprites touch each other.

You can use these features to write games and educational software. In addi

tion, you'll see sprites used in the preprogrammed software you buy from Com

modore.
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MUSIC SYNTHESIS

The Executive 64 also has built-in music and sound effects that rival many

well known music synthesizers. This part of your computer gives you:

• 3 independent voices, each with a full 9 octave piano-type range.

• 4 different waveforms (sawtooth, triangle, variable pulse, and noise).

• A programmable ADSR (attack, decay, sustain, and release) envelope

generator.

• A programmable high, low, and bandpass filter that you can use for each

voice.

• Variable resonance and volume controls.

If you want your music to play back with professional sound reproduction,

the 64 computers let you connect your audio output to almost any high-quality

amplification system.

LOW-PRICED PERIPHERALS

As your computer needs grow, so can your system. You can expand your

system by connecting your Executive 64 to other pieces of equipment, known

as peripherals, which include accessories like these:

• The VIC-1541 disk drive (as many as five at a time).

• The VIC 1525, 1526, and MPS-801 dot matrix printers, and the 1520

printer/plotter, for printed copies of your programs, letters, etc.

• The 1600 VICMODEM for access through your telephone to the massive

databases of larger computers, and the services of hundreds of specialists

and a variety of information networks.

• The Commodore 1701/1702 color monitor.

• The Z-80 microprocessor, for access to CP/M * *, which offers a variety of ap

plications software.

Commodore wants you to really enjoy your new Executive 64. As you learn,

bear in mind that programming takes time to learn. Be patient with yourself as

you go through the USER'S GUIDE. Before you start, please take a few minutes

to fill out and mail in the owner/registration card that came with your computer.

This will ensure that your new computer is properly registered with Com

modore Headquarters and that you receive the most up-to-date information

regarding future enhancements for your system.

NOTE: Many programs are under development while this manual is being pro

duced. Please check with your local Commodore dealer and with Commodore

User's Magazines and Clubs, which will keep you up-to-date on the many ap

plications programs being written all over the world for the Commodore 64 and

Executive 64.

•Commodore 64 and Executive 64 are trademarks of Commodore Electronics

Ltd.

**CP/M is a registered trademark of Digital Research, Inc. Specifications are

subject to change.
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UNPACKING AND SETTING UP THE EXECUTIVE 64
COMPUTER

Remove your Executive 64 carefully from its packaging. Inside you should
find these items:

• The Executive 64 computer

' A black carrying case that contains two white boxes. One box contains a

power cord: the other contains a smaller cable for connecting the keyboard.

If any of these items is missing when you first unpack your Executive 64,

contact your dealer immediately for replacement.

Before you begin setting up your Executive 64 for the first time, take a few

minutes to examine the diagrams in this section. Look over your computer,

noting the locations of the outlet, called ports, where peripheral devices are

plugged into the computer. Note the ON/OFF switch, the power cord outlet,

and the handle locks. This examination will simplify the set up procedure.

Follow these instructions each time you set up your Executive 64:

1. Stand the Executive 64 on its end so that the front of the computer and the

handle are on top.

2. Unlock the handle. The locks are located at the base of each side of the

handle, just under the circular blue hinges. Note that there are three dots

on each hinge just above the lock tabs. Move both lock tabs to the center

position.

3. Move the handle down towards the side with the four rubber feet. Set the

handle so it is perpendicular to the sides of the computer. You may wish to

readjust the handle later.

4. Relock the handle lock tabs so the handle is stable. Make sure both lock

tabs are locked and that the handle is secured.

5. Set the computer down carefully so that the handle serves as the front sup

port.

6. Remove the front cover of the Executive 64 by pushing down the dark grey

buttons at the top of the cover. Hold down the buttons while you ease the

top of the cover towards you. Lift out the bottom of the cover and place the

keyboard on the table in front of the computer base.

7. Connect the keyboard to the base with the short, dark grey cable you found

in the separate carrying case when you first checked the contents of the

Executive 64. The larger, angled end of the cable goes into a slot on the

bottom of the computer located just under the disk drive. You should lift up

the computer base to see how this plug connects. Note the corresponding

2 rows of holes where the plug goes. Hold the plug with the rows of pins

perpendicular to the computer base. In other words, the pins don't go in

first; they should be on the side facing the back end of the computer. Push

the plug up and in until it is securely installed.

8. Plug the other end of the cable into the port in the back of the keyboard.

Note that the plug goes in only one way. Make sure the plug is secure.

9. Make sure your Executive 64 is turned OFF. The power switch is on the far

left top of the back end as you face the monitor. Look at this end of the

computer, and move the switch back and forth until you see the white cir

cle on one side of the switch. When the computer is OFF. the circle is

SHOWING.

10. Plug in the power cord. This cord goes in the back near the power switch.

Note that the plug goes in only one way. Make sure the cord is secure. Plug

the other end into a standard 120 volt outlet for three prong plugs.

UNPACKING AND SEITING UP THE EXECUTIVE 64 
COMPUTER 

Remove your Executive 64 carefully from its packaging. Inside you should 
find these items: 

• The Executive 64 computer 

• A black carrying case that contains two white boxes. One box contains a 
power cord ; the other contains a smaller cable for connecting the keyboard. 

It any of these items is missing when you first unpack your Executive 64, 
contact your dealer immediately for replacement. 

Before you begin setting up your Executive 64 for the first time, take a few 
minutes to examine the diagrams in this section. Look over your computer, 
noting the locations of the outlet, cal led ports, where peripheral devices are 
plugged into the computer. Note the ON/OFF switch, Ihe power cord outlet, 
and the hand le locks. Th is examinat ion will simplify the set up procedure. 

Foll ow these instructions each time you set up your Executive 64: 

1. Stand the Executive 64 on its end so that the front of the computer and the 
handle are on top. 

2. Unlock the handle. The locks are located at the base of each side of the 
handle, just under the ci rcu lar blue hinges. Note that there are three dots 
on each hinge just above the lock tabs. Move both lock tabs to the center 
position . 

3. Move the handle down towards the side with the four rubber feet. Set the 
handle so it is perpendicular to the sides of the computer. You may wish to 
readjust the handle later. 

4. Relock the handle lock tabs so the handle is stable. Make sure both lock n 
tabs are locked and that the handle is secured. 

5. Set the computer down careful ly so that the handle serves as the front sup-
port. 

6. Remove the front cover of the Executive 64 by pushing down the dark grey 
buttons at the top of the cover. Hold down the buttons while you ease the 
top of the cover towards you. lift out the bottom of the cover and place the 
keyboard on the table in front of the computer base. 

7. Connect the keyboard to the base with the short, dark grey cable you found 
in the separate carrying case when you first checked the contents of the 
Executive 64. The larger, angled end of the cable goes into a slot on the 
bottom of the computer located just under the disk drive. You should lift up 
the computer base to see how this plug connects. Note the corresponding 
2 rows of holes where the pl ug goes. Hold the plug with the rows of pins 
perpendicular to the computer base. In other words, the pins don't go in 
first ; they should be on the side facing the back end of the computer. Push 
the plug up and in unlil it is securely installed. 

8. Plug the other end of the cable into the port in the back of the keyboard. 
Note that the plug goes in only one way. Make sure the plug is secure. 

9. Make sure your Executive 64 is turned OFF. The power switch is on the far 
left top of the back end as you face the monitor. Look at this end of the 
compu ter, and move the switch back and forth until you see the white cir-
cle on one side of the switch. When the computer is OFF, the ci rcle is 
SHOWING. 

10. Plug in the power cord. This cord goes in the back near the power switch. 
Note that the plug goes in on ly one way. Make sure the cord is secure. Plug 
the other end into a standard 120 volt outlet for three prong plugs. 
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11, Turn the computer on with the power switch discussed in step 9. When the

computer is on, the red disk drive light (or lights, if you have two drives)

come on and in a few seconds the screen displays the power-on message:

SX-64 BASIC V2.0 *""

64K RAM SYSTEM 38911 BASIC BYTES FREE

READY.

12. Adjust the picture, if necessary. The background color should be white, the

border should be cyan flight blue-green), and the characters should be blue.

The picture controls are behind the small door with the Commodore logo.

This door is on the right front as you face the monitor. Use the button to

open the door. The control knobs are identified inside the door. Use them

as you would use the adjustments on a TV set. Note that the top knob con

trols the volume for your Executive 64.

Now you're ready to begin using your Executive 64. If you have any problems,

consult the trouble-shooting chart. Before you use the disk drive, be sure to

consult Chapter 2.
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11. Turn the computer on with the power switch discussed in step 9. When the 
compu ter is on , the red disk drive light (or lights, if you have two drives) 
come on and in a few seconds the screen displays the power-on message: 

SX-64 BASIC V2.0 
64K RAM SYSTEM 38911 BASIC BYTES FREE 
READY. 

12. Adj ust the picture, if necessary. The backg round color shou ld be white, the 
border shou ld be cyan (light blue·green), and the characters should be blue. 
The picture controls are behind the small door with the Commodore logo. 
This door is on the right front as you face the monitor. Use the button to 
open the door. The control knobs are identified inside the door. Use them 
as you wou ld use the adjustments on a TV set. Note that the top knob con· 
trois the volume for your Executive 64. 

Now you're ready to begin using your Executive 64. If you have any problems, 
consult the trouble'shooting chart. Before you use the disk drive, be su re to 
consult Chapter 2. 
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TRANSPORTING THE EXECUTIVE 64

The Executive 64 is easy to pack and carry with you. Follow these steps to

prepare your Executive 64 for carrying:

1. Remove any disks from the disk drives and turn the computer OFF. If you

have an SX-64, do not carry disks in the computer's storage slot.

2. Remove any cartridges.

3. Turn off and disconnect any peripheral devices that are attached to your

computer.

4. Remove the power cord from the back end of the computer.

5. Unplug the keyboard connection cable from the keyboard, and then remove

the other end from the base of the computer.

6. Pack the cables in their boxes, and put the boxes in the carrying case. Note

that the smaller cable goes in the smaller box.

7. Place the metal strip at the top of the keyboard into the long slot at the bot

tom of the computer's front, just under the monitor and disk drive.

8. Push the keyboard on the slot until the keyboard clicks into place in the

buttons above the monitor and disk drive. Make sure the keyboard is

securely attached.

9. Lift the computer up to stand on its back end.

10. Unlock the tabs on each side of the handle's base. The tabs are unlocked

when they are in the center position. Make sure both tabs are unlocked.

11. Move the handle up to the top of the computer so the handle rests in the

carrying position. The handle should be parallel to the sides of the com

puter's base.

12. Relock the tabs. The tabs are locked when they are in the side positions,

not in the center position. Make sure both tabs are locked and that the han

dle is secure.

13. Attach the carrying case containing the cords to the Executive 64's handle.

The Executive 64 is now ready to be carried wherever you go. Be sure to han

dle the Executive 64 carefully when you transport it.

TRANSPORTING THE EXECUTIVE 64 

The Executive 64 is easy to pack and carry with you. Follow these steps to 
prepare your Executive 64 for carrying: 

1. Remove any disks from the disk drives and turn the computer OFF. If you 
have an SX-64, do not carry disks in the computer's storage slot. 

2. Remove any cartridges. 
3. Turn off and disconnect any peripheral devices that are attached to your 

computer. 
4. Remove the power cord from the back end of the computer. 
5. Unplug the keyboard connection cable from the keyboard, and then remove 

the other end from the base of the computer. 
6. Pack the cables in their boxes, and put the boxes in the carrying case. Note 

that the smaller cable goes in the smaller box. 
7. Place the metal strip at the top of the keyboard into the long slot at the bot· 

tom of the computer's front , just under the monitor and disk drive. 
8. Push the keyboard on the slot until the keyboard clicks into place in the 

buttons above the monitor and disk drive. Make sure the keyboard is 
securely attached. 

9. Lift the computer up to stand on its back end. 
10. Unlock the tabs on each side of the handle's base. The tabs are un locked 

when they are in the center position. Make sure both tabs are unlocked. 
11. Move the handle up to the top of the computer so the handle rests in the 

carrying position. The handle should be parallel to the sides of the com-
puter's base. 

12. Relock the tabs. The tabs are locked when they are in the side positions, 
not in the center position. Make sure both tabs are locked and that the han-
dle is secure. 

13. Attach the carrying case containing the cords to the Executive 64's hand le. 

The Executive 64 is now ready to be carried wherever you go. Be sure to han-
dle the Executive 64 carefully when you transport it. 
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TROUBLESHOOTING CHART: Executive 64

Symptom

Indicator Light

not "On"

No picture

Random pattern on

monitor when

cartridge is in

Picture with poor

or no coior

Excess background

noise

Picture OK, but no

sound

Disk won't LOAD

Cause

Computer not

"On"

Power cable not

plugged in

Power supply not

plugged in

Bad fuse in

computer

Power not ON

Malfunction

Cartridge not

properly installed

Poorly adjusted

picture

Volume too

high

Volume too

low

Disk improperly

inserted

Drive door noi

closed

Bad disk

Malfunctioning

drive

Remedy

Make sure power switch

is in "On" position

Check power socket for

loose or disconnected

power cable.

Check connection

with wall outlet

Take system to

authorized dealer for

replacement of fuse

Check previous remedies

Take system to

authorized Commodore
dealer for repair

Turn off power and

reinsert cartridge

Adjust picture controls

Adjust volume control

Adjust volume control

Remove disk; insert

according to directions

(see Chapter 2)

Make sure door is

secure

Insert another disk

Take system to

authorized dealer for
repair

v 

TROUBLESHOOTING CHART: Executive 64 

Symptom Cause Remedy 

Indicator Light Computer not Make sure power switch 

not "On" "On" is in "On" position 

Power cable not Check power socket for 
plugged in loose or disconnected 

v 
power cable. 

Power supply not Check connection 
plugged in with wall outlet 

Bad fuse in Take system to 
computer authorized dealer for 

replacement of fuse 

No picture Power not ON Check previous remedies 

Malfunction Take system to 
authorized Commodore 
dealer for repair 

Random pattern on Cartridge not Turn off power and 
monitor when properly installed reinsert cartridge 
cartridge is in 

Picture with poor Poorly adjusted Adjust picture controls 
or no color picture 

Excess background Volume too Adj ust volume control 
noise high 

v Picture OK, but no Volume too Adjust volume control 
sound low 

Disk won't LOAD Disk improperly Remove disk; insert 
inserted according to directions 

(see Chapter 2) 

Drive door not Make sure door is 
v closed secure 

Bad disk Insert another disk 

Malfunctioning Take system to 
drive authorized dealer for 

repai r 

v 
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CURSOR

The flashing square under READY is called the cursor. It's a marker that

shows where what you type on the keyboard will be displayed on the screen. As

you type, the cursor moves ahead one space as the original cursor position is

replaced with the character you typed. Try typing on the keyboard and watch

the cursor move while characters you type are displayed on the screen.

COLOR ADJUSTMENT

There is a simple way to get a pattern of colors on the monitor so you can

easily adjust the set. Even though you may not be familiar with the operation of

the computer right now, just follow along, and you'll see how easy it is to use

your computer.

First, look on the left side of the keyboard and locate the key marked

ISTI1 . This stands for ConTROL and is used, in conjunction with other

keys, to instruct the computer to do a specific task.

To use a control (unction, you hold down the »**<:;.* key while pressing a

second key. —■■■■ mm
Try this: hold the KUiil key while also pressing the Q key. Then

release both keys. Nothing obvious should have happened, but if you touch any

key now, the screen will show the character displayed in reverse type, rather

than normal type — like the opening message of anything you typed eariler.

Held down ;he HJ.mJ.U What happens9 If you did the above procedure cor

rectly, you should see a light blue bar move across the screen and then move

down to the next line as long as the fciJ.m-T.^ i ■ presse I

CURSOR 

The flashing square under READY is called the cursor. It's a marker that 
shows where what you type on the keyboard will be displayed on the screen. As 
you type, the cursor moves ahead one space as the original cursor position is 
replaced with the character you typed. Try typing on the keyboard and watch 
the cursor move while characters you type are displayed on the screen . 

COLOR ADJUSTMENT 

There is a simple way to get a pattern of colors on the monitor so you can 

easily adjust the set. Even though you may not be familiar with the operation of 
the computer right now, just follow along, and you'll see how easy it is to use 
your computer. 

First , look on the left side of the keyboard and locate the key marked 
II!iiDI . This stands for ConTROL and is used, in conjunction with other 

keys, to instruct the computer to do a specific task. 

To use a control function, you hold down the II!iiDI key wh ile pressing a 
second key. 

Try this: hold the II!iiDI key while also pressing the D key. Then 
release both keys. Nothing obvious should have happened, but if you touch any 
key now, the screen wil l show the character displayed in reverse type, rather 
than normal type - like the opening message of anything you typed eariler. 

Hold down the Mbai:!.,., . What happens? If you did the above procedure cor-
rectly , you should see a light blue bar move across the screen and then move 

down to the next line as long as the Mb3i:"\-) is pressed. 

READY -
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Now. hold KUiil while pressing any of the other number keys. Each of

them has a color marked on the front. Anything displayed from this point will be

in that color. For example, hold E3 and the Q key and release both.

Watch the display. The bar is now in yellow! In a like manner you can change

the bar to any of the other colors indicated on the number keys by holding

EES and the appropriate,- key.
Change the bar to a few more different colors and then adjust the color and

tint controls on your monitor so the display matches the color you selected.

The display should appear something like this:

RED BAR

GREEN BAR

BLUE BAR

YELLOW BAR

At this point everything is properly adjusted and working correctly. The
following chapters will introduce you to the BASIC language. However, you can
immediately start using some of the many prewritten applications and games

available without knowing anything about computer programming.

Each of these packages contains detailed information about how to use the

program. It is suggested, though, that you read through the first few chapters of

this manual to become more familiar with the operation of your new system.

Now, hold EIilI while pressing any of the other number keys. Each of 
them has a color marked on the front. Anything displayed from this point wi ll be 
in that color. hold EIilI and the D key and release both. 
Now hold the 

Watch the displa,y. bar is now in yellow! In a like manner you can change 
the bar to any other colors indicated on the number keys by holding 
EIilI and the appropriate key. 
Change the bar to a few more different colors and then adjust the color and 

tint controls on your monitor so the display matches the color you selected. 
The display should appear something like this: 

II RED BAR 
D GREEN BAR 
D BLUE BAR 
D YELLOW BAR 

At this pOint everything is properly adjusted and working correctly. The 
following chapters will introduce you to the BASIC language. However, you can 
immediately start using some of the many prewritten applications and games 
available without knowing anything about computer programming. 

Each of these packages contains detailed information about how to use the 
program. It is suggested , though, that you read through the first few chapters of 
this manual to become more familiar with the operat ion of your new system. 

8 



EXPANDING YOUR SYSTEM WITH OPTIONAL PERIPHERALS

Commodore offers a variety of peripheral devices that expand the

capabilities of your computer. These peripherals include:

• storage devices

• printers and plotters

• monitors

• modems for telecommunications

• game attachments

• speech and graphics modules

• desktop controllers

STORAGE DEVICES

Disk Drives

Commodore's disk drives let you store large amounts of information on 5Va "

floppy diskettes. Diskettes offer fast storage and retrieval, and they

automatically keep track of all your files in a directory, or table of contents, that

you can display on your screen or print on a printer.

The SX-64 is equipped with one built-in disk drive; the DX-64 has two drives.

In addition, you can add extra disk drives by daisy-chaining them to your com

puter. Daisy-chaining means connecting one drive to the computer, and then

connecting additional drives to each other.

By acquiring the Commodore 64 IEEE Interface Expansion Card, you can also

attach any IEEE disk drive, such as Commodore's CBM 8050 or 4040 Dual Flop

py Disk Drives, to the Executive 64.

Chapter 2 contains detailed information on using disk drives.

PRINTING AND PLOTTING DEVICES

Printers

You can attach Commodore's 1525, 1526, or MPS-801 Printers to the Ex

ecutive 64. These models are inexpensive dot matrix printers. By acquiring the

Commodore 64 IEEE Interface Expansion Card, you can also attach any IEEE

printer, such as Commodore's 6400 letter quality printer, or the high speed 8023

dot matrix printer, to the Executive 64.

Printer/Plotter

Commodore's 1520 Printer/Plotter prints and draws graphics in four colors

(black, blue, red, and green). With the 1520, you can draw bar charts, pies, and a

variety of complex graphics.

THE 1701/1702 MONITOR

Commodore's 14" color monitor offers a superior color picture with high

resolution that enhances your computing experience. This monitor can be con

nected to the Executive 64. The monitor is connected to the computer by an

8-pin DIN cable. The 1701/1702 Color Monitor User's Guide that comes with the

monitor clearly explains connections. You can also consult Appendix I for infor

mation about the pinouts in the 8-pin connector.

NOTE: You can also use a 5-pin cable to connect a monitor to the Executive 64.

Just plug it into the 8-pin connector.

EXPANDING YOUR SYSTEM WITH OPTIONAL PERIPHERALS n 
Commodore offers a variety of peripheral devices that expand the ,..., 

capabilities of your computer. These peripherals include: 

• storage devices 
• pri nters and plotters n 
• monitors 
• modems for telecommunications r-. 

• game attachments 

• speech and graphics modules 
• desktop controllers ~ 

STORAGE DEVICES 

Disk Drives 

Commodore's disk drives let you store large amounts of information on 5'A" 
floppy diskettes. Diskettes offer fast storage and retrieval , and they 
automatically keep track of all your fi les in a directory, or table of contents, that 
you can display on your screen or print on a pri nter. 

The SX-64 is equipped with one built-in disk drive; the DX-64 has two drives. 
In addition, you can add extra disk drives by daisy-chaining them to your com-

puter. Daisy-chaining means connecting one drive to the computer, and then 
connect ing additional drives to each other. 

By acquiring the Commodore 64 IEEE Interface Expansion Card, you can also 
attach any IEEE disk drive, such as Commodore's CBM 8050 or 4040 Dual Flop· 
py Disk Drives, to the Executive 64. 

Chapter 2 contains detailed information on using disk drives. 
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Printers 

You can attach Commodore's 1525, 1526, or MPS·801 Printers to the Ex· 
ecutive 64. These models are inexpensive dot matrix printers. By acquiring the 

Commodore 64 IEEE Interface Expansion Card, you can also attach any IEEE 
printer, such as Commodore's 6400 letter quality printer, or the high speed 8023 
dot matrix printer, to the Executive 64. 

Printer/Plotter 

Commodore's 1520 Printer/Plotter prints and draws graphics in four colors 
(black, blue, red , and green). With the 1520, you can draw barcharts, pies, and a 
variety of complex graphics. 

THE 170111702 MONITOR 

Commodore's 14" color monitor offers a superior color picture with high 
resolution that enhances your computing experience. This moni tor can be con-

nected 10 the Executive 64. The monitor is connected to the computer by an 
8·pin DIN cable. The 1701 /1702 Color Monitor User's Guide that comes with the 
monitor clearly explains connections. You can also consult Appendix I for infor-
mation about the pinouts in the 8-pin connector. 

NOTE: You can also use a 5-pin cable to connect a monitor to the Executive 64. 
Just plug it into the 8·pin connector. 
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MODEMS FOR TELECOMMUNICATIONS

The 1600 VICMODEM

Commodore's inexpensive 1600 VICMODEM lets you use your telephone to

connect your Executive 64 to other computers and computer services. These

computer services include CompuServe, The Commodore Information Net

work. The Source, Dow Jones News/Retrieval, and others.

THE Z-80 MICROPROCESSOR AND CP/M"' OPERATING SYSTEM

The Z-80 microprocessor turns your Executive 64 into a dual microprocessor

home computer. The Z-80 gives you access to the popular CP/M Operating

System, which offers a variety of software applications, including wordprocess-

ing. widely-used business programs, high level computer languages (e.g.,

COBOL, FORTRAN), and other useful programs.

ATTACHMENTS FOR GAMES AND OTHER USES

Commodore offers joysticks, paddles, and trackballs that enhance game-

piaying on your computer. These attachments also have other applications. For
example, the joystick works with Commodore's MAGIC DESK™ software

series, which lets you perform many complex tasks without knowing any com

puter language. The joystick moves a hand that points to a picture representing
the task you want to do.

THE COMMODORE SPEECH MODULE

Commodore's Speech Module makes your Executive 64 talk. The module
comes with a built-in vocabulary of 235 utterances, and, with software support,

it can speak in different voices. The Module is easily programmed in BASIC and
also works with preprogrammed software on disk and cartridge. Some of Com

modore's first talking cartridges include: the MAGIC DESK™ series. GORF and
WIZARD OF WOR.

COMMODORE GRAPHICS AIDS

Commodore provides a variety of graphics programming aids, including the
SUPEREXPANDER 64 cartridge, which adds easy-to-learn graphic plotting and

music programming commands to BASIC; SIMON'S BASIC, which adds 118

powerful new commands to BASIC, including programming help and graphics

commands: and LOGO, an easy-to-learn progamming language with TURTLE
graphics.
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MODEMS FOR TELECOMMUNICATIONS 

The 1600 VICMODEM 

Commodore's inexpensive 1600 VICMODEM leis you use your telephone to 
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COMMODORE GRAPHICS AIDS 
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SPECIAL DESKTOP CONTROLLER

Commodore will soon introduce a special device that controls the screen as

you move the controller across a desktop. This new controller will be an op

tional enhancement for Commodore Software products, such as the MAGIC

DESK Series.

MUSIC ATTACHMENTS

Commodore will also soon offer a Musical Keyboard and a 3-pad percussion

attachment called the Digi-drumrM. Both products will include special software

packages. These attachments will increase the music making capabilities of

the 64 computers.

CONNECTING TO A STEREO SYSTEM

The sound and music-making capabilities of the Executive 64 can be enhanc

ed by connecting your computer to a high quality amplifier and stereo speakers.

The 8-pin DIN cable discussed in the 1701/1702 Color Monitor section can also

be used to connect your computer to an amplifier.

DESIGNING A COMPUTER SYSTEM FOR YOUR NEEDS

Commodore offers a variety of peripherals that let you create your own

customized computer system. We offer different types of storage, printing, and

telecommunications devices so you can choose what's best for you. For more

information about Commodore peripherals, read The Commodore Peripherals

Guide and the Commodore magazines discussed in Appendix R and consult

your Commodore dealer.
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CHAPTER 2

GETTING STARTED

• Communicating with your 64: The Keyboard

• Loading and Saving Programs

• How to Load Prepackaged Software

• How to Formal a New Disk

• How to Save Programs

• Listing a Directory of programs on a Disk

• Files

• Sequential Files

• Relative Files

• Random Access Files

• Chart of BASIC Commands for Disks and Printers

COMMUNICATING WITH YOUR 64: THE KEYBOARD

The computer keyboard lets you communicate with your 64. You use the

keys to tell the computer what you want it to do and to answer the questions
the computer displays on the screen.

The keyboard looks like a regular typewriter, but the computer has special

keys that let the 64 do more than a typewriter. While you read the next few

pages, take a look at these special keys.

RETURN The RETURN key tells the computer to look at

what you typed and put this information in

memory. The RETURN key also moves the cursor

to the next line.

NOTE: Memory is all the information the com

puter currectly knows without needing you to tell

it where to look.

SHIFT The SHIFT key works like the shift key on a

regular typewriter: it lets you print capital letters

or the top characters on double character keys.
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When you are using the graphics on the front of

the keys, the SHIFT key displays the graphic

character on the RIGHT side of the key.

-

-

- When you are using the four special function

keys at the right side of the keyboard, the SHIFT

key gives you the functions on the FRONT of the

key (f2, f4, f6, and f8).

13
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KEYS THAT LET YOU MAKE CHANGES

CRSR

INST/DEL

The cursor is the little colored rectangle that

marks your place on the screen. There are two

CuRSoR keys:

tCRSR+ moves the cursor up and down

■•-CRSR-*- moves the cursor left and right

You must use the SHIFT key with the

+ CRSR+ key to move the cursor up, and with

the * CRSR-*- key to move the cursor to the left.

You don't have to keep tapping a CRSR key to

get it to move more than one space. Just hold it

down until the cursor is where you want it.

DEL stands for DELete. When you press the

DEL key, the cursor moves back a space and

erases the character that's there.

PRINT "ERROR"#B

PRINT "ERROR"B

When you DELete in the middle of a line, move

the cursor just to the left of the character you

want to DELete.

FIX ITAGAINS, SAM

FIX IT AGAINSB SAM

Then press the DEL key. The characters to the

right automatically move over to close up the

space.

FIX IT AGAIN, SAM

INST stands for INSerT. You have to use the

SHIFT key with the INST/DEL key when you want

to insert characters in a line.

If you've left some characters out of a line, use

the CRSR keys to move the cursor back to the er

ror.

WHILE U WERE OUT

WHILE ■ WERE OUT

Then, while you hold down the SHIFT key,

press the INST/DEL key until you have enough

space to add the missing characters. INST

doesn't move the cursor; it adds space between

the cursor and the character to its right.

WHILE ■ U WERE OUT

WHILE YOU WERE OUT

Use the DEL and INST keys together to fix

wrong characters.

WE'RE NUMBER TWO!

WE'RE NUMBER !

WE'RE NUMBER ■ !

WE'RE NUMBER ONE!
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CLR/HOME

RESTORE

HOME moves the cursor back to the upper left

corner of the screen. This is called the "HOME"

position.

CLR stands for CLeaR. When you use the

SHIFT key with the CLR/HOME key, the screen

CLeaRs and the cursor returns to the home

positon.

The RETORE key returns the computer to its

normal state by RESTOREing the default condi

tions (e.g., the default screen color is blue, the

default for I/O chips is OFF, etc.) RESTORE does

such things as clear the screen, returning it to the

original color, and turn off the picture- and sound-

making chips.

NOTE: For RESTORE to work, you must hold

down the STOP key while you press the

RESTORE key.

For example, suppose you've just piayed a

music program that also turned your screen red

and yellow while it LISTed the program. When you

press STOP and RESTORE at the end of the pro

gram, the last note from the program will cease,

your screen will turn blue and the only thing

displayed will be the READY prompt.
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FUNCTION KEYS

The keys on the right side of the keyboard, f1-f8, are function keys that you

can program to perform a variety of tasks. The explanation of the GET state

ment in Chapter 5 tells you how to program function keys.

CTRL

RUN/STOP

COMMODORE KEY

The ConTRoL key lets you set colors and do

other special tasks called control functions.

To set colors, hold down the CTRL key while

you press the key with the color you want. You

can get eight more colors with the C^ key.

Chapter 6 also has more about colors.

To get a control function, hold the CTRL key

down while you press the other key. Control func

tions are commonly used in prepackaged soft

ware such as a word processing system.

You can halt a BASIC program while it is still

RUNning by pressing the STOP key. You can also

use the STOP key to halt a printout while it is still

printing.

RUN lets you load a program automatically

from diskette.

When you want to use the RUN key, you must

also use the SHIFT key.

The Commodore key C^ can do two things:

1. [Cs| lets you switch back and forth between
the upper and lower case display mode (the let

ters and characters on the tops of the keys}

and the upper case/graphic display mode (capi

tal letters and the graphics on the fronts of the

keys).

To switch modes, press the C= and SHIFT

keys at the same time.

When you first turn on your64, it is in the up

per case/graphic mode, which means that

everything you type in is in capital letters.

When you are in this mode, you can also print

all the graphics on the fronts of the keys.

• To print the graphic on the right side of a

key, hold down the SHIFT key while you

press the key with the graphic you want to

print. You can only print the right side

graphics when you are in the upper

case/graphic mode.

• To print the graphic on the left side of a key,

hold down the ,O key while you press the

graphic key. You" can print the left side

graphic in either mode.
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2. The [C=j key also lets you use the second set of
eight colors shown on the color keys.JTo get

these other colors, hold down the [CE key

while you press the number for the color you

want.

—

-

LOADING AND SAVING PROGRAMS

The Executive 64 accepts programs from disk or cartridge. This means you

can use prewritten software simply by loading it. But more important, the 64

lets you save your own programs for reuse. To reuse a program you wrote and

saved on disk, all you do is load and run it.

Prepackaged software on disk or cartridge designed for the Commodore 64

also runs on the Executive 64.

17
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HOW TO LOAD PREPACKAGED SOFTWARE

Loading Cartridges

You can use a special line of programs and games on cartridge with your 64.

The programs include a wide variety of business and personal applications. The

games are just like real arcade games, not imitations.

Follow these steps to load games and other cartridges:

1. Turn OFF your Executive 64.

YOU MUST TURN OFF YOUR EXECUTIVE 64 BEFORE YOU INSERT OR

REMOVE CARTRIDGES. IF YOU DON'T. YOU MAY DAMAGE THE CAR

TRIDGE AND THE COMPUTER.

2. Insert the cartridge in the slot on the top of your computer.

3. Turn on your 64.

4. Begin the game by typing the START key that's listed in the game's instruc

tion sheet.

Loading Disks

Disks, which are often called "floppy disks", are really easy to use.

The steps are the same for loading preprogrammed disks and disks that you

program yourself.

1. insert a disk into your disk drive. Make sure the label on the disk is facing up.

Put the disk in so that the labelled end goes in last. Look for a little notch on

the disk (it might be covered with a little piece of tape). This notch must be

on the left side as you put in the disk, assuming that you're facing your com

puter. Be sure the disk is all the way in.

2. Close the protective gate on the disk drive after you insert the disk. Just

push down the lever.

3. Type LOAD "PROGRAM NAME". 8. The 8 is the code for disks. You need to

type it here to let the computer know you're loading a disk.

NOTE: You can LOAD the first program by using the ' sign in place of the

program name: LOAD "*", 8.

4. Press the RETURN key. The disk will spin and your screen will say:

SEARCHING FOR PROGRAM NAME

LOADING

READY

■

5. Type RUN when the screen says READY and the cursor appears. Your soft

ware is ready to use.
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HOW TO FORMAT A NEW DISK

When you're using a new. unprogrammed disk for the first time, you need to

format it. Formatting, which is also called headering, prepares your disk by do

ing things like dividing the disk into blocks. Formatting also creates a directory

that you use as a table of contents for the files you save on the disk. DO NOT

header a preprogrammed disk.

You only have to format new disks, not disks that already have programs on

them unless you want to erase the entire disk and reuse it.

To format a new disk, use this special version of the OPEN and NEW com

mands:

OPEN 1,8.15,liN0:<name>.<id>"

NO tells the computer to header (NEW) the disk in drive 0. If you have a DX-64,

header disks in drive 0.

The name you use in this command goes in the directory as the name of the

entire disk. Give the disk any name up to 16 characters.

The id is any two characters. Give the disk any id you want, but you should

give every disk a different id code.

When the disk drive light goes off. type CLOSE 1 and press return.

BE CAREFUL! Headering a disk erases all information on the disk, if there is

any. Header only a new disk or a disk you are willing to erase. Here are some ex

amples of OPEN commands that header a disk:

OPEN 1,8,15,"N0:MYFILE.A3"

OPEN 1,8,15,"N0:$RECORDS,02"

Now that you know how to header a disk, you are ready to use disks to write

and save programs on your Executive 64. Appendix S contains more informa

tion on the OPEN command.

HOW TO SAVE PROGRAMS

When you want to reuse a program you've written, be sure to SAVE it before

you LOAD another program. If you don't, you'll lose the program.

When you change a SAVEd program, you have to SAVE it again if you want to

keep the new version.

When you reSAVE a program, you are replacing the old version with the new

one. If you want to keep both the old and the changed versions, you have to give

the new one a different name when you SAVE it.

When you want to SAVE a program you've written on disk, follow these sim

ple steps:

1. Key in SAVE "PROGRAM NAME",8. The 8 is the code for disks. It tells the

computer that you're using a disk.

2. Press RETURN. The disk makes a noise, and the computer displays this

message when the program is saved:

SAVING "PROGRAM NAME"

OK

READY
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LISTING A DIRECTORY OF PROGRAMS ON A DISK

When you SAVE programs on a disk, the computer automatically makes a ^

table of contents, or a DIRECTORY, of the names of the programs on the disk.

You can display this directory to see what programs are on your disk. Follow

these steps:
-—i

1. Key in: LOAD "$",8 and press RETURN. The computer displays this

message: <■

SEARCHING FOR $ m

LOADING

READY ^

2. Key in: LIST and press RETURN ft

Your programs names are displayed on your screen. _

FILES

There are two types of files that you can store:

1. PROGRAM FILES, which store BASIC or machine language programs.

2. DATA FILES, which store numeric and string data that you can use in pro

grams. A unit of a data file is called a RECORD; each record can contain one ^

or more pieces of data.

There are three types of data files, which differ in the way data records are

stored and accessed: ^

1. SEQUENTIAL FILES, which store data in records in the order you input the

data. Data records are accessed sequentially, which means that you can't go

directly to record 10; you must read the file from beginning to end. ^

2. RELATIVE FILES, which let you access data records directly by positioning

a pointer to any record relative to the beginning of the file, which means that

you can go directly to record 10.

3. RANDOM ACCESS, or user files, which store data records according to your

design. Unlike the other file types, these files are not maintained by the disk ^

operating system. You must design and maintain them yourself.

-
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SEQUENTIAL FILES

FORMAT FOR OPENING A SEQUENTIAL FILE:

OPEN file#, device#, channels. ■'O:name.type,direction"

The file number is the same as in all your other applications of the OPEN

statement, and it is used throughout the program to refer to this particular file.

The device# is usually 8. The channel# is a data channel, number 2 through 14. It

is convenient to use the same number for both the channel^ and file#, to keep

them straight. The name is the file name (no wild cards or pattern matching if

you're creating a write file). The type can be any of the ones from the chart

beiow. You can abbreviate by using the first letter (P, S, U, R). The direction

must be READ or WRITE. You can use just the first letter (R or W).

FILE TYPE MEANING

PRG Program

SEQ Sequential

USR User

REL Relative

EXAMPLES OF OPENING SEQUENTIAL FILES:

OPEN 2, 8, 2, "0:DATA, S, W

OPEN 8, 8, 8, "0:Program, P, R"

OPEN A, B, C, "0:" + A$ + "U, W"

If the file already exists, you can use the replace option in the OPEN state

ment. Simply add the @0: before the file's name in the OPEN statement.

EXAMPLE OF SEQUENTIAL FILE WITH REPLACE OPTION:

OPEN 2, 8, 2, ■'@0:DATA,S,WM

The 0: should always precede the name of the file or the drive will only allow

you to use 2 of the available buffers.

WRITING TO AND READING FROM A SEQUENTIAL FILE

PRINT# and INPUTS and GET#

The PRINTS command works exactly like the PRINT statement, except that

output is re-directed to the disk drive. The reason for the special emphasis on

the word exactly is that all the formatting capabilities of the PRINT statement,

as applies to punctuation and data types, applies here too. It just means that

you have to be careful when putting data into your files.

FORMAT FOR WRITING TO FILE WITH PRINTS:

PRINTS files, data list

The file# is the one from the OPEN statement when the file was created.

The data list is the same as the regular PRINT statement — a list of variables

and/or text inside quotes. However, you must be especially careful when

writing data so that it is as easy as possible to read back again later.
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SEQUENTIAL FILES 
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them stra ight. The name is the file name (no wild cards or pattern matching if 
you're creating a write file). The type can be any of the ones from the chart 
below. You can abbreviate by using the first letter (P, S, U, R). The direction 
must be READ or WRITE. You can use just the first letter (R or W). 

FILE TYPE 

PRG 
SEQ 
USR 
REL 

MEANING 

Program 
Sequential 
User 
Relative 

EXAMPLES OF OPENING SEQUENTIAL FILES: 

OPEN 2, 8, 2, "O:DATA, S, W" 

OPEN 8, 8, 8, "O: Program, P, R" 

OPEN A, B, C, "0:" + A$ + "u, W" 

If the file already exists, you can use the replace option in the OPEN state· 
ment. Simply add the @O: before the fi le's name in the OPEN statement. 

EXAMPLE OF SEQUENTIAL FILE WITH REPLACE OPTION: 

OPEN 2,8, 2, "@O:DATA,S,W" 

The 0: shou ld always precede the name of the fi le or the drive will only al low 
you to use 2 of the available bu ffers. 

WRITING TO AND READING FROM A SEQUENTIAL FILE 

PRINT# and INPUT# and GET# 

The PRINT# command works exactly like the PRINT statement, except that 
output is re·directed to the disk drive. The reason for the special emphasis on 
the word exactly is that all the formatting capabilities of the PRINT statement, 
as applies to punctuation and data types, applies here too. It just means that 
you have to be careful when putting data into your files. 

FORMAT FOR WRITING TO FILE WITH PRINT#: 

PRINT# file#, data list 

The file# is the one from the OPEN statement when the fil e was created. 

The data list is the same as the regular PRINT statement - a list of variables 
and/or text inside quotes. However, you must be especially careful when 
writing data so that it is as easy as possible to read back again later. 
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When using the PRINT# statement, if you use commas (,) to separate items

in the list, the items will be separated by some blank spaces, as if it were be

ing formatted for the screen. Semicolons (;) don't result in any extra spaces.

In order to more fully understand what's happening, here is a diagram of a se

quential file created by the statement OPEN 5, 8. 5, "0:TEST,S,W":

col

char 10 14

The eof stands for the end-of-file marker. String data entering the file goes in

byte by byte, including spaces.

For instance, let's set up some variables with the statement A$= "HELLO":

B$= "ALL": C$= "BYE". Here is a picture of a file after the statement PRINTS

5, A$: B$; C$:

Jur
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!

[■

2

I.

.1

1.

i

0

5

A

6

L

7

L

U

B

'*

Y

10

b.

11

CR

U

eof

IJ

CR stands for the CHRS code 13, the carriage return, which is automatically

PRINTed at the end of every PRINT or PRINT# statement unless there is a com

ma or semicolon at the end of the line.

NOTE: Do not leave a space between PRINT and #, and do not try to abbreviate

the command as ?#. See the appendixes in the user manual for the correct ab

breviation.

FORMAT FOR INPUT# STATEMENT:

INPUTS file#, variable list

When using INPUTS to read data, there is no way to tell that it's not supposed

to be one long string. You need something in the file to act as a separator.

Characters to use as separators include the CR, a comma or a semicolon. The
CR can be added easily by just using one variable per line in the PRINT# state

ment, and the system puts one there automatically. The statement PRINTS 5,

A$: PRINTS 5, B$: PRINTS 5, C$ puts a CR after every variable being written, pro

viding the proper separation for a statement like INPUTS5, A$, B$, C$. A line like

Z$=",":PRINTS5. A$Z$ BSZSCS will do the job as well, and in less space. The

file after that line looks like this:

that
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L

-

i

1

L

4

0

s 6

A

7

L

8

L

9 IU

B

II

Y

12

1.

U

CR

14

eol

IS

Putting commas between variables results in lots of extra space on the disk

being used. A statement like PRINTS 5. A$, BS makes a file that looks like:

i.hj[

H

I

b

2

1.

3

L

4

0

b 7 8 10

■\

12

L

13

L

i4

CR

:j

eol
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When using the PRINT# statement, if you use commas (,) to separate items 
in the list, the items will be separated by some blank spaces, as if it were be-
ing formatted for the screen. Semicolons (;) don't result in any extra spaces. 

In order to more fu lly understand what 's happening, here is a diagram of a se-
quen tial file created by the statement OPEN 5, 8, 5, " O:TEST,S,W": 

char 

The eat stands for the end-at-tile marker. String data entering the file goes in 
byte by byte, including spaces. 

For instance, let's set up some variables with the statement A$= " HELLO": 
B$= "ALL" : C$= " BYE". Here is a picture of a file after the statement PRINT# 
5, A$; BS; CS: 

.. h .. , 
\ Il \ l ILILIUI ' IL 

CR stands for the CHRS code 13, the carriage return, which is automatically 
PRINTed at the end of every PRINT or PRINT# statement unless there is a com-
ma or semicolon at the end of the line. 

NOTE: Do not leave a space between PRINT and #, and do not try to abbreviate 
the command as ?#. See the appendixes in the user manual for the correct ab-
breviat ion. 

FORMAT FOR INPUT# STATEMENT: 

INPUT# file#, variable list 

When using IN PUT# to read data, there is no way to tell that it 's not supposed 
to be one long string. You need something in the file to act as a separator. 
Characters to use as separators include the CR, a comma or a semicolon. The 
CR can be added easily by just using one variable per line in the PRINT# state-
ment, and the system puts one there automatically. The statement PRINT# 5, 
A$: PRINT# 5, B$: PRINT# 5, C$ puts a CR after every variable being written , pro-
viding the proper separation for a statement like INPUT#5, A$, B$, C$. A line like 
ZS= "," :PRINT# 5, AS Z$ B$ Z$ C$ wil l do the job as wel l, and in less space. The 
file after that line looks like this: 

\. hll ' 

Putting commas between variables results in lots of extra space on the disk 
being used. A statement like PRINT# 5, A$, BS makes a file that looks like: 

d l J f 
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Numeric data written in the file takes the form of a string, as if the STR$ func

tion had been performed on it before writing it out. The first character will be a

blank space if the number is positive, and a minus sign (-) if the number is

negative. Then comes the number, and the last character is the cursor right

character. This format provides enough information for the INPUTS statement

to read them in as separate numbers if several are written with no other special

separators. It is somewhat wasteful of space, since there can be two unused

characters if the numbers are positive.

Here is a picture of the file after the statement PRINT#5,1; 3; 5; 7 is perform

ed:

CR euf

io I2 13

GET#

The GET# retrieves data from the disk, one character at a time.

FORMAT FOR THE GET# STATEMENT:

GET# file#, variable list

Data comes in byte by byte, including the CR, comma, and other separating

characters. It is much safer to use string variables when using the GET# state

ment. You will get a BASIC error message if string data is received where a
number was requested, but not vice-versa.

EXAMPLES OF GET# STATEMENT:

GET# 5, A$

GET# A, B$, C$, D$

GET 5, A

The GET# statement is extremely useful when examining files with unknown

contents, like a file that may have been damaged by an experimental program. It

is safer than INPUT# because there is a limit to the number of characters allow
ed between separators of INPUT variables. With GET#, you receive every

character, and you can examine separators as well as other data.
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Numeric data written in the file takes the form of a string, as if the STR$ fu nc-
tion had been performed on it before wri ting it out. The first character wi ll be a 
blank space if the number is positive, and a minus sign ( - ) if the number is 
negative. Then comes the number, and the last character is the cu rsor right 
character. This format provides enough information for the INPUT# statement 
to read them in as separate numbers if several are wri tten with no other spec ial 
separators. It is somewhat wasteful of space, since there can be two unused 
characters if the numbers are positive. 

Here is a picture of the file after the statement PRINT# 5, t; 3; 5; 7 is perform-

ed: 

GET# 

The GET# retrieves data from the disk, one character at a time. 

FORMAT FOR THE GET# STATEM ENT: 

GET# file#, variable list 

IS 

Data comes in byte by byte, including the CR, comma, and other separating 
characters. It is much safer to use string variables when using the GET# state-
ment. You will get a BASIC error message if string data is received where a 
number was requested, but not vice-versa. 

EXAM PLES OF GET# STATEMENT: 

GET# 5, A$ 

GET# A, B$, C$, D$ 

GET 5, A 

The GET# statement is extremely usefu l when examining files with unknown 
contents, like a file that may have been damaged by an experimental program. It 
is safer than INPUT# because there is a limit to the number of characters al low-
ed between separators of INPUT variables. With GET#, you receive every 
character, and you can examine separators as well as other data. 
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RELATIVE FILES

FORMAT FOR THE OPEN STATEMENT TO CREATE RELATIVE FILE:

OPEN file#. device#, channel*, "name.L," + CHR$(record length)

EXAMPLES OF OPEN STATEMENT CREATING RELATIVE FILES:

OPEN 2, 8, 2, I*FILE,L1" + CHR$(100)

OPEN F. 8, F. A$ + ",L," + CHR$(O)

OPEN A, B, C, "TEST,L,"+ CHR$(33)

**

RELATIVE FILE FORMAT

DATA BLOCK

BYTE

0,1

2—256

DEFINITION

Track and sector of next data block.

254 bytes of data. Empty records contain FF (all binary ones) in

the first byte followed by 00 (binary all zeros) to the end of the

record. Partially filled records are padded with nulls (00).

SIDE SECTOR BLOCK

BYTE DEFINITION

0,1

2

3

4,5

6,7

8,9

10,11

12,13

14,15

16—256

Track and sector of next side sector block.

Side sector number. (0-5)

Record length.

Track and sector of first side sector (number 0)

Track and sector of second side sector (number 1)

Track and sector of third side sector (number 2)

Track and sector of fourth side sector (number 3)

Track and sector of fifth side sector (number 4)

Track and sector of sixth side sector (number 5)

Track and sector pointers to 120 data blocks.

'

Upon execution, the DOS first checks to see if the file exists. If it does,

then nothing happens. The only way to erase an old relative file is by using the

SCRATCH command, but not by using the replace option.
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RElATIVE FILES 

FORMAT FOR THE OPEN STATEMENT TO CREATE RELATIVE FILE: 

OPEN file#, device#, channel#, " name,L," + CHR$(record length) 

EXAMPLES OF OPEN STATEMENT CREATING RELATIVE FILES: 

OPEN 2,8, 2, " FILE,L," + CHR$(100) 

OPEN F, 8, F, A$ + ",L," + CHR$(Q) 

OPEN A, B, C, "TEST,L," + CHR$(33) 

RELATIVE FILE FORMAT 

DATA BLOCK 

BYTE DEFINITION 

0,1 Track and sector of next data block. 

2- 256 254 bytes of data. Empty records contain FF (all binary ones) in 
the first byte followed by 00 (binary al l zeros) to the end of the 
record. Partially filled records are padded with nulls (00). 

SIDE SECTOR BLOCK 

BYTE DEFINITION 

0,1 Track and sector of next side sector block. 

2 Side sector number. (0-5) 

3 Record length. 

4,5 Track and sector of first side sector (number 0) 

6,7 Track and sector of second side sector (number 1) 

8,9 Track and sector of th ird side sector (number 2) 

10,11 Track and sector of fourth side sector (number 3) 

12,13 Track and sector of fifth side sector (number 4) 

14,15 Track and sector of sixth side sector (number 5) 

16- 256 Track and sector pOinters to 120 data blocks. 

Upon execution , the DOS first checks to see if the file exists. If it does, 
then nothing happens. The on ly way to erase an old re lat ive file is by using the 
SCRATCH command , but not by using the replace option. 
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