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This manual has been developed with the user in mind. Each section of information
represents one phase of the third version of the ATARI Disk Operating System
(DOS 3). The newcomer to DOS can easily find the information needed to get
started with DOS 3 without feeling encumbered by extraneous information. The
experienced user, however, can quickly find and use the data required to perform
more complex operations.

FOR THE NEW DOS USER

Section 1 explains how to use this manual and the procedures for the most
elementary operations:
s Definition of DOS
m Setting up the system
m Explaining the DOS Menu

Sections 2 and 3 discuss and explain everything about your diskettes from
formatting to storage. The novice to DOS should read through Sections 1 and 2
before sitting down to work. This gives you an opportunity to become familiar with
what you are to do.

FOR THE NOVICE AND MORE
EXPERIENCED USER

Section 3 starts your involvement with DOS 3, explaining how to identify your
diskette files using filenames and filename extenders; this section also introduces
you to Loading and Saving programs.

Section 4 is the crossover point between the new and more experienced user,
and has a detailed description of each DOS Menu option and how to use it. Some
of these options are only of interest to users familiar with the Assembler Editor car-
tridge and the hexadecimal number system.

FOR THE MORE EXPERIENCED USER

Section 5 reviews the BASIC commands used with DOS 3 and gives sample pro-
grams showing the I/O commands in actual use. Each command format is also
followed by an example shawing the types of data going into each parameter. Sec-
tion 6 contains further information about ATARI Disk Drives and diskettes (which
may be of interest to both levels of users), along with details about storing and
retrieving data. The balance of the manual contains a glossary of terms and addi-
tional information for the advanced user such as:

s Memory Maps

m Errors

m Saving RAM space
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GETTING STARTED "
WITH DOS 3

DOS (pronounced doss) is an acronym for Disk Operating System. Without a DOS,
your ATARI Home Computer System cannot communicate with your ATARI

810™ or 1050™ Disk Drive. The DOS consists of comprehensive utility routines
that allow you to:

Store programs on diskette

Retrieve programs from diskette

Create and add to data files needed by programs

Make copies of disk files

Delete old files from a diskette

Load and save binary files (for the advanced user)

Move files to and from memory, the screen, diskette, and printer.

Get help if you need it.

If you have never used a DOS before, you will find the ATARI DOS 3 simple to
understand and easy to use. If you previously used the ATARI DOS 2 you will find
differences in loading DOS 3 and changes to both the menu options and their com-
mand parameters. These changes make DOS 3 more advantageous because you
have more available user memory space and greater flexibility than with the
9/24/79 version of DOS 1 or DOS 2.

SETTING UP

To start, you must attach your ATARI 810 Disk Drive or ATARI 1050 Disk Drive to
your ATARI Home Computer System, making sure your computer has at least 16K
Random Access Memory (RAM). For complete instructions on setting up your
equipment, please refer to the operator's manual shipped with your system. The
procedures for attaching the ATARI 1050 Disk Drive and the ATARI 810 Disk Drive
to your ATARI Home Computer System are contained in the respective Disk Drive
Operator's Manual.
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ADDING MORE DISK DRIVES

iti i i ter
Should you want to attach additional ATARI Disk Drives to your homg compu
system.yyou do so by “‘daisy-chaining.” In the back of each ATARI Disk Drive are
two outlets (labeled I/O CONNECTORS); attach the /O cord from your second disk
drive to Drive 1. Then attach the other cord from Drive 1 to the computer console.
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Figure 1-1 Disk Drive Configuration

SETTING DRIVE CODES

Looking at the back of your ATARI Disk Drive(s), you can see a hole with two tabs.
The white and black tabs must be moved on each drive according to that drive's
designation. Refer to Figure 1-2 for the proper drive code setting.

Using a pen or a small screwdriver, set the

1 |2 switches In the window to match the patterns
[T shown here for Drive 1, Drive 2, and so forth.
You must always have one drive set as Drive 1.

a | m
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Figure 1-2. Drive Code Settings
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LABELING YOUR DISK DRIVES

Or_lce you have properly set the drive codes, label each disk drive with its appro-
priate number so you do not make a mistake when using disk drive functions. It is
imperative that your Master or System Diskette ALWAYS be placed in Disk Drive 1.

INSERTING A DISKETTE

Inserting a diskette into an ATARI Disk Drive is a simple, but very important pro-
cedure. If the diskette is improperly positioned, it can cause boot (starting-up) er-
rors during DOS loading procedures, and can also damage the diskette.
Turn on the disk drive(s), and wait for the BUSY light to go off. Insert the diskette
as follows:
1. Remove the diskette from its protective paper sleeve.
Caution: Hold the diskette ONLY by its black, sealed envelope. DO NOT touch
any exposed surfaces of the diskette, as this can impair or destroy its read/write
capabilities, DO NOT hold the diskette by placing your fingers through the
center hole. DO NOT try to remove the-diskette from its black, sealed envelope.
. Hold the diskette so the labeled side is up, with the label toward you, and the ar-
row on the label is pointing toward the disk drive door (see Figure 1-3). Also, if
your diskette has a write-protect notch, this should be on your left. Please note
that your Master Diskette does not have a write-protect notch because it is
automatically write-protected at the factory.

n

Figure 1-3. Inserting a Diskette Into a Disk Drive

3. Open the door to the disk drive and gently but firmly slide in the diskette.
4. Close the disk drive door.



WHAT IS A DOS MENU?

The DOS Menu is loaded into your computer from your Master Diskette, which is
always inserted into Disk Drive 1. The DOS Menu is similar to a restaurant menu; a
selection of applications is presented to you on your television screen. You make
your selection by typing the appropriate code letter and pressing RETURN. Your
selected application is now available for use.

HOW DO YOU CALL UP A DOS MENU?

After you have your television set turned on, your Master Diskette inse(ted into the
disk drive, and your disk drive turned on, you are ready to load DOS 3 into the
computer memory as follows:

WITH A PROGRAMMING LANGUAGE CARTRIDGE INSTALLED OR WITH BUILT-IN
BASIC

When you turn your computer on:

1. The BUSY light on the disk drive goes on during the loading process. DO NOT
attempt to remove the diskette while this light is on. If you have inserted the
ATARI BASIC cartridge or if your ATARI Computer has built-in BASIC , a READY
prompt appears on the screen when DOS 3 is loaded. (If you have inserted the
Assembler Editor cartridge, the prompt is EDIT.) This completes the first part of
the loading procedure.

2. Type DOS and press RETURN. The DOS 3 menu displays on the screen (Figure
1-4). This completes the second part of the loading procedure.

ATAripos 3 COpYrighT 1983
iie index oad - Jemsave
cariridge ave Eu T

PYNAPPRN ase ~ _hexaddr
plicate name Buser—
QAT disK - Erolect defined
HiCCess DO 2 Protect [lelp

setecTion?

Figure 1-4. The DOS 3 Menu

With a cartridge present, the first part of the load brings in the FILE MANAGE-
MENT SYSTEM (FMS) (from file FMS.SYS) and KEYBOARD COMMAND PRO-
CESSOR (KCP) resident (from file KCP.SYS). The second part brings in the KCP

overl:y (from file KCPOVER.SYS), which displays the menu and process com-
manas.
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WITH NO CARTRIDGE INSTALLED

When you turn your computer on, DOS 3 loads entirely without user interaction.
The BUSY light on the disk drive goes on during the loading process. DO NOT
attempt to remove the diskette while this light is on. The DOS menu is displayed
automatically when DOS 3 is loaded.

After you make a code letter selection, a prompt message displays on the
screen requesting information from you. This capability makes it a *'self-prompting’
menu. The prompt message that appears most frequently reads:

SELECTION?

This means the system waits for you to do one of the following:
m Type in one of the letters or
m Press ESC, which redisplays the DOS menu.

1
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WHAT YOU SHOULD 2
KNOW BEFORE
USING DOS 3

This section provides a set of definitions of terms used often in the descriptive sec-
tions that follow. As specified in an earlier chapter, these terms are repeated in the
glossary. It is important that these specific terms be somewhat familiar to you so
that you can better understand how DOS 3 functions. Here are the definitions:

FORMAT

To format (or to initialize) a disk means to prepare a disk for use. When you pur-
chase a new blank disk, it has no data written on it. DOS 3 must be told to use the
INIT (initialize) function selection of the main menu to format the disk.

The INIT function uses a precise set of mechanical steps to stop at a number of
different positions on this blank diskette. Each of these positions is defined as a
track. While at each of these positions, it writes data on the magnetic surface to
separate each track into "‘sectors.”

A sector is an individually-accessible piece of the track. Each sector can be
located later by the file management system (known as FMS.SYS on your ATARI
DOS 3 Master Diskette.) The FMS organizes these sectors into a set of “'blocks'’
used to define the amount of space available and used on the diskette. Blocks are
specified in the section on the File Index Option.

Because this information is magnetically recorded, exposing the disk to any kind
of magnetic field may destroy your data. It is also important, as mentioned earlier,
to protect the recording surface from scratches or dirt that would make it more dif-
ficult for the disk unit to “'read.”

For more information about how to format a disk, see the section titled “'How To
Use The INIT Function.”

FILESPEC

Filespec is a shorthand way of saying “‘file-specification.”” DOS 3 uses the name
Filespec any time it wants you to specify the device, device number, and the name
of the file you want DOS 3 to use. A “file’" is a grouping of data that is related in
some manner.

DEFAULT SPECIFICATIONS

ATARI DOS 3 has a number of so-called *‘Default’” specifications. This means that
if you don't choose any specific item, ATARI DOS 3 chooses an appropriate item
“'by default."

In most cases, when a command question appears, there is nothing else on the
command line except the question itself.

If the default selection has not appeared yet on the command line, and if you
might use the default selection, press RETURN once. This makes the default
selection appear. If you wish to change the default, use your command editing




keys as noted in the section titled **Command Editing'’ to move the cursor and
change the response before again hitting RETURN. Note that for some commands,
the default selection appears immediately along with the question. Therefore, look
at the screen before hitting RETURN each time. (You may wish to make changes.)

Instead of accepting the default response, you may type your own response on
the command line. Once there is a response on the command line, press RETURN
for ATAR| DOS 3 to accept that response.

If you make a mistake in the command line before you press RETURN, you can
use the command edit keys to make a correction. After you hit RETURN, you have
to either ESC to the main menu again, or preferably just restart the current com-
mand using the SHIFT/CLEAR or CTR/CLEAR key grouping. See the section titled
“*Command Editing'' for more information.

WILDCARDS

ATARI DOS 3 recognizes two “‘wild-cards' that you can substitute for characters in
a filename. Wild cards are represented by the special characters question mark (?)
and asterisk (*).

When DOS 3 encounters a wildcard character, it is told to find and use all
filenames which match the *‘general description'" of the filename you have
specified this way. Each of the wildcards is treated as a ‘'don't care'' item within
the file name. The question mark is the single-character wildcard. The asterisk is
the multiple character wildcard.

For example:
PROG?.BAS

The wildeard character (?) indicates that you don’t care what the fifth letter is,
just use any file in which the rest of the letters match. In this example, the names
PROG1.BAS, PROG2.BAS, and PROGZ.BAS match and those files would be used.
A name like PROG12.BAS would not match because the 2" would not have
matched the blank in the original filespec. This is shown in the sample with the
filespecs spread out to match the allowable maximum width shown in the section
titled “FILESPEC'" above:

Wildcard example: PROG? -BAS
(8 chars max.) ————-——— ——— (3 chars max.)
Actual file on disk PROG12 .BAS

Notice that you do not need to specify the blank spaces, DOS 3 assumes that they
are there if the left-hand part of the filename is less than 8 characters. In other
words, the left hand side of the filename is "'left-justified”” in the field of 8
characters.

For example:
PROG*

The wildcard character (*) indicates that the filename is a match for any name in
the file index that starts with PROG and ends with anything else, such as:

PROGRAM PROGRESS PROG12

The filespecs above do NOT match any of those given in the previous examples
(PROG1.BAS, etc) because there was no “'extension™ specified. To match any of
the file names with extensions, you would have had to specify:

PROG*.*
This combination means that any letters can follow the PROG part of the word, or
any extension may be used (all blanks or anything else).”

8
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The asterisk, as a wildcard character, can appear a maximum of once either on
the left of the separating point (.) and once on the right. It always means "the rest
of the characters, including the one at this position."

Examples of the use of wildcards are used throughout this manual, particularly
in the section on the File Index function,

The following is a summary of the DOS menu options to show whether they
allow you to use wild cards in their parameters.

DOS MENU OPTION WILD CARDS

A. Access DOS 2 Yes
C. Copy File Yes
D. Duplicate Disk No
E. Erase File Yes
F. File Index Yes
G. Go Al Hex Address  No
H. Help No
1. Init Disk No
L. Load Yes
M. Mem. Save No
P. Protect Yes
R. Rename Yes
S. Save No
T. To Cartridge No
U. Unprotect Yes
X. User-Defined No

GETTING HELP

There may come a time when you have accidentally entered the wrong information
or the wrong function. Or you may simply be unsure about what to do next. At this
point you may either decide to start another command or call the Help function.

DOS 3 provides two different ways to exit from a command.

The first way is the ESC (or escape) key. This immediately halts the current
command if you are in the data entry screen for that command and returns you to
the main DOS 3 menu,

If, instead of returning to the main menu, you would like to get some helpful in-
formation about the command, you can press the inverse video (ATARI) key or
the HELP key. This performs slightly different functions depending on which of the
functions you need Help with.

For the functions:

Init Disk,

Duplicate,

Copy/append, and

Access DOS 2, !

the Help function is built into the utility routine itself. This means that you can ask
for Help, then use the ESC key to return to the data entry screen again.

You may also switch back and forth as many times as you wish as you are
entering the data by using the inverse video key or the HELP key to go to the Help
screen for the function, and, as indicated on the Help screen itself, press the ESC
key to return to the data entry screen. Each time you leave a function, anything
you entered is lost. The ESC key, when pressed from the data entry screen,
cancels the current command and returns you to the main menu.

For all commands other than those mentioned in the previous paragraph, press-
ing the inverse video key or the HELP key brings up a help screen for the function
being performed. This function's help screen is called by loading the normal Help



function. This cancels the current command and places you in cqmrol of the Help
function. To reenter the main menu, ESCape from the Help function when you
have read the desired screen, then reselect the original function.

COMMAND EDITING

DOS 3 provides, for most of the command options, a default data entry if no user
entry has been selected. The default selection, if not already present on the com-
mand line along with the command question, may be made to appear by pressing
RETURN once. The keys listed in the following paragraphs result in the specific

actions shown. If a key is pressed that the system does not recognize, a beep tone

sounds to indicate a data error. Recheck your entry and try again. If you don’t
want to use the default option, you can change the command line using the follow-
ing keys:

DELETE/BACKSP

This key backspaces across each character, deleting as it goes. It allows you to
retype whatever command you wish in its place.

CTRL/RIGHT ARROW

This key combination moves the cursor to the right not deleting or otherwise
changing the characters it passes through. This is useful for making a change to
single character on the command line.

CTRL/LEFT ARROW

This key combination moves the cursor to the left not deleting or otherwise chanc
ing the characters it passes through. This is useful for changing a single characie:
to a different character in the command line.

SHIFT/DELETE

This key combination completely erases the current response on the command
line, placing the cursor at the first space immediately following the command que:
tion.

CTRL/CLEAR

SHIFT/CLEAR

These key combinations completely erase all preceding sections of the command
data entry and allow you to start again. A case where this might be used is if you
have noticed an error in a previous data entry line. DOS 3 does not allow the cur-
sor to be moved to a previous data entry for correction, but rather always keeps
the cursor operating on the line where the question is located. SHIFT/CLEAR
means "‘restart the command."

ESCAPE KEY
This key allows you to escape entirely from the command entry mode and returns
control to the main DOS 3 menu.

INVERSE VIDEO KEY, HELP KEY

Either of these two keys, when used from the command line entry mode, tem-
porarily exits this mode, and presents you with helpful information about the com-
mand. Note that in order to use this function, on the disk in drive 1, the following
files must be present: HELP.UTL and HELP.TXT.

IDENTIFYING YOUR DISKETTE FILES

Files are classified into two types:
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PROGRAM FILES.
These are sets of instructions that tell the computer to perform specific tasks.

DATA FILES.

These usually contain the information used by a program file, but not the instruc-
tions. For instance, a permanent data file may be a name and address file capable
of being updated at any time.

Just as you call a person by name, you must call a file by name when you want to
access it. The filename on the diskette is part of the file specification {or filespec
for short). Filespecs (Figure 2-1) have six key elements. If you call a file by its
wrong name, just like a person, it won't answer; instead, an ERROR-170 appears
on the television screen.
The rules for filenames are:
m The maximum length of a filename is eight characters.
m The only characters that can be used in a filename are the letters A through Z,
and the numbers 0 through 9.
m The characters * and ? CANNOT be used as part of a name when establishing
a filename. (See the section on Wildcards for explanation.)

FILENAME EXTENDERS AND THEIR USE

You can add a three-character extender to a filename to indicate the type of data
in a file. You can use any legal combination of letters and numbers, for example:

SYS system files

BAS BASIC program files

DAT data files

MUS ATAR| Music Composer™ files

ASM assembly language files

OBJ binary load files

SRC source files

LST files created by the LIST command
SAV files created by the SAVE command

“D1: ATARI 800.B AS"

Device ‘—1
Code
Device

Number
(optional)
Required
Colon

Filename
{upto 8
characters)

Period required
as separalor if
exlender is used.

Ex
(optional)
Inciudes

0-3 characters

Figure 2-1 Structure of a Filespec
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If you try to use an extender that has more than three characters, DOS 3 ignores i =
the additional character(s). The following summary illustrates both legal and illegal

filenames, with an explanation of what makes a name illegal: l’
CASHFLOW Legal name.
ATARIL.BAS Legal name. -LE-_ :

3ATARIL.DAT Legal name.
ATARI22.ASM  Legal name.

ATARI# lllegal name. | =
A1234567.BA2 Legal name. 1
B ATARI.LST lllegal name. No spaces allowed. [ i
FMS.SYS Reserved for DOS. el
FMSSYS Legal name. —
TEST1.123 Legal name. E—i

=

BOOT ERRORS

When you start your system, boot errors can occur for the following reasons

(Figure 2-2):

1. The inserted diskette does not have DOS on it.

2. The diskette was inserted wrong.

3. The diskette has been scratched, warped, or marred. In this case, use another
diskette.

4. The diskette is a double-density diskette in an ATARI 810 Disk Drive.

b

.

Figure 2-2 Boot Errors :—"’}
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The following conditions also cause a boot error, but no indication of it appears on
the screen:

1. The disk drive was turned on AFTER the computer console was turned on.

2. The disk drive is not properly connected to the computer console.

8. The power adapter plug has loosened from its wall socket.

4. The power adapter plug has loosened from the disk drive PWR socket.

5. The drive code setting is not correct.

If you have checked and find none of these problems, take the following steps:

1. Insert the Master Diskette or a System Diskette into Drive 1 and reboot the
system.

2. Remove the Master Diskette and store in a safe place.

3. Reinsert the problem diskette and save any accessible files on another diskette
using the process for copying files (see the COPY/APPEND Menu option in Sec-
tion 4).

4. Then with the problem diskette in Drive 1, use the ERASE function to erase all
the files.

5. Try using the diskette again. If this fails, the diskette will have to be
reformatted.

Note: For the CX8111 ATARI 810 Formatted Diskette 3, this should be done
ONLY AS A LAST RESORT to avoid losing the improved formatting.
6. If reformatting fails, the diskette has bad sectors on it and should be discarded.

SAVING, LOADING, AND RUNNING
PROGRAMS

After you have created your System Diskette and, if necessary, formatted a blank
diskette, you are ready to write your own programs. When the power is turned
OFF on your computer, you lose any program stored in memory. With an ATARI
Disk Drive, you have the means to store and retrieve programs without having to
retype them. You can use the following simple BASIC commands to store and
retrieve your programs. We have included a sample program for you to type into
your computer and a step-by-step procedure for saving it on a diskette and loading
it back into the computer.

If You Have an ATARI 810 Disk Drive:

Turn on the disk drive.

Insert the System Diskette in Drive 1.

Turn on the computer console and television set.

When the BUSY light goes off, remove the System Diskette, and insert a
diskette that has been formatted.

Type the program shown in the following example.

Type SAVE "D:INTEREST.SAV'' RETURN.

When the BUSY light goes off and the READY prompt message appears on
the screen, the program you typed in is successfully saved on the diskette.
8. Type NEW/RETURN to erase the program from RAM.

Now to reload the program into memory:

9. Type LOAD "D:INTEREST.SAV''/RETURN.

10. When the READY prompt appears on the screen, you can now run the pro-
gram by typing RUN/RETURN.

11. You can also load and run your program by typing RUN
“D:INTEREST.SAV"/RETURN.

Note: Do not delete the Sample Interest program from your diskette; you will use it

again in Section 5.
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100 REM *** INTEREST

110 PRINT"'IF YOU TYPE THE AMOUNT OF P
RINCIPAL"

120 PRINT"*AND THE INTEREST RATE PER Y
EAR, | WILL"

130 PRINT*'SHOW YOU HOW YOUR MONEY GRO
WS, YEAR BY"’

140 PRINT**YEAR. TO STOP ME, PRESS THE
BREAK KEY."

150 PRINT

160 PRINT"'PRINCIPAL";

165 INPUT P

170 PRINT"INTEREST RATE"";

175 INPUT R

180 LET N = 1

190 PRINT

200 LET A = P*(1+ R/100) N

210 PRINT"YEAR = ‘N

220 PRINT"AMOUNT =";A

280 LETN = N + 1

240 GO TO 1980

READY

THE DOS 3 MENU SELECTIONS

The following paragraphs explain the various selections you can make from the
DOS 3 Main Menu. In each paragraph, there is a brief explanation of what each of
the functions does.

Please do not try to use these options until you understand them thoroughly.
There is a separate section in this manual to explain each of them.

File Index

Selecting this item allows you to view an index of the files on a diskette or simply
to find out if a file of a particular name is on the disk with which you are working.
See the section titled '“How to use the File Index Function’ for a detailed
description.

To Cartridge
This selection directs DOS 3 to give control to a cartridge you have installed in the
left-hand slot of your ATARI 800™ or in the cartridge slot of your ATARI 400™ or

1200XL™. For more information about what happens after this selection is chosen,

see the section titled *'How to use the To-Cartridge Function.”

Copy/Append

Selecting this function allows you to make copies of your program or data files.
The copies may be made using either a one or a multiple disk system, or, if it is a
“text" file, the copy may be directed to your television screen or your printer. See
the section titled **"How to use the Copy/Append Function’ for more information.

Duplicate

Selecting this function allows you to make a complete copy of an unprotected
ATARI program disk. It includes the capability to initialize a disk (see below for Init
option). It performs a block-by-block copy from one disk to another, using either a
single-disk or a multi-disk system. For more information, see the section titled
""How to use the Duplicate Function."
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Init Disk

Selecting this function allows you to initialize, or prepare a disk for use. It is also
known by the name *‘Format'* because it writes a certain pattern on a disk that
allows it to read and write data onto it later. For more details about using this
option, as well as a description of what Format really means, see the section titled
“"How to use the Init Function."

Access DOS 2

For those of you who have purchased or developed software written to run under
ATARI DOS 2, this function allows you to use your disk drive to read and convert
such programs and data so they run under DOS 3. For complete information show-
ing how to run the conversion, see the section titled “*How to use the Access DOS
2 Function.”

Load

This function allows you to put back into main memory any data you have saved
with the Save function. For more details, see the section titled '*How to use the
Load Function."

Save

This function allows you to save the contents of specified memory locations on
disk. It is normally used with machine language programs. See the section titled
""How to use the Save Function' for more details.

Erase

This option allows you to delete one or more files from a diskette. It is normally
used to make room for data on the diskette when that old data is no longer
needed. Once a file has been erased, its data no longer can be recovered. For
more information, see the section titled ''How to use the Erase Function."

Rename

This function allows you to change the name of a file currently in the File Index of

a diskette. It is often used to simply make a name more meaningful than that used
to put it on the disk in the first place. More information about this function is shown
in the section titled '"How to use the Rename Function."

Protect

This function allows you to tell DOS 3 that a particular file should be protected.
This means that DOS 3 should mark the file name in a special way to prevent it
from being erased accidently. In fact, if you try to erase a protected file using the
DOS 8 Erase command, it reports an error. For more information about this option,
see the section titled ""How to use the Protect Function."

Unprotect

This function is the reverse of the one above. It removes the protection from a
specified file so that it can be erased without causing an error report. See the sec-
tion titled “'How to use the Unprotect Function."

Mem.Save

This function allows you to create a file on the diskette to store the contents of
memory while part of DOS 3 is being used. It is often used by the advanced user
who goes from a programming language to DOS and back often during program
development. It is used to save the program being developed in memory when
DOS 3 is active. It is restored to that memory area DOS 3 had temporarily used
when the user returns to the programming language. For detailed information on
Mem.Sav, see the section titled *'How to use the Mem.Sav Function.”



Go at Hex Addr _

This function is used by the machine language user to start the execution of a pro-
gram that has already been placed into the memary system. It requires kno_wledge
of machine language programming. For more information, see the section titled
“How to use the Go-at-Hex-Addr Function."

X-User-Defined

This selection allows you to define the name of a machine language program, sav-
ed on the diskette using the Save option, to load and run. For details about this
selection, see the section titled “How to use the X-User-Defined Function.”

Help

This option literally can Help you learn about the operation of DOS 3. All of the in-
formation you need about how to operate DOS 3 is contained in this manual. If you
need a quick reminder about some of the possible option choices, the Help func-
tion may be used to get that information. For more data on the Help Function, see
the section titled “How to Get Help. " Note that in some of the selections, it is
possible to obtain Help while you are entering data for the control of the function.
These details are specified in the section referenced above.

WHAT ELSE IS ON THE MAIN MENU?

There is a solid white line shown on the main DOS 3 menu. This is the error or
results reporting line. It normally remains a solid color. When errors occur, this line
specifies the error number and a message which should help you determine what
to do next. During certain functions, such as protect and unprotect, this line is alsc
used to report function progress.

A list of the possible errors and some suggestions for probable causes are con-
tained in a separate appendix E, titled DOS 3 ERROR MESSAGES.

The final item on this main menu is "'Selection?". DOS 3 is asking you to select
an option from the menu. Before you select, make certain you are already familiar
with the terms shown in the section titled ** What You Should Know Before Using
DOS 3." Then, for each option, turn to the section where that option is explained to
show you exactly how it is to be used.
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DISKETTES 3

THE MASTER DISKETTE

The Master Diskette contains the disk operating system programs. These programs
include all the system file management and utility routines necessary to make your
disk drive function with your ATARI Home Computer System. Without a disk
operating system, you cannot access the disk drive.

Each Master Diskette contains the following files:

FMS.SYS File

FMS.SYS is a file containing the File Management System. FMS.SYS contains the
subfunctions that are provided by the FMS; ERASE FILE, RENAME FILE, PROTECT
FILE, UNPROTECT FILE, and LOAD.

KCP.SYS File, KCPOVER.SYS File

This combination contains the DOS Menu and DOS subfunctions NOT provided by
the FMS. These files make up the Keyboard Command Processor (KCP). Whenever
you want to see the DOS Menu or perform these DOS subfunctions (SAVE, GO AT
HEX ADDRESS, TO CARTRIDGE, COPY FILE, INIT DISK, DUPLICATE DISK and
ACCESS DOS 2), you must load the KCPOVER.SYS file into RAM by typing DOS

and pressing RETURN.
Note: Normally when you bring the KCPOVER.SYS file into RAM, it writes over

data in the lower program area occupied by BASIC or assembly language pro-
grams. However, when you create a MEM.SAV file (see section on MEM.SAV) on
your diskette, DOS saves any data in RAM to diskette before loading
KCPOVER.SYS When you are finished using the KCP functions, MEM.SAV allows
you to reload your program automatically.

HANDLERS.SYS File

This file is used to poll (check) the peripheral units (if any) attached to your ATARI
Home Computer System and to run machine code programs (see Section 4 of this
manual for more detail on AUTORUN.SYS). If this file is on the drive 1 diskette dur-
ing boot up, it is loaded and run automatically.

HELP.UTL—The HELP utility

HELP.TXT—Text information displayed by the HELP utility
INIT.UTL—The INIT Disk utility

CONVERT.UTL—The ACCESS DOS 2 utility
DUPDISK.UTL—The DUPLICATE utility

COPY.UTL—The COPY/APPEND utility



ATARI FORMATTED DISKETTES Il

In addition to the Master Diskette 3 (CX8104), your ATARI Disk Drive comes with
an ATARI Formatted Diskette 3 (CX8111). Although this diskette has no files or pro-
gram data on it, it has been preformatted at the factory. Preformatting means the
diskette was divided into tracks and sectors before packaging (Figure 3-1) so that it
has an improved sector layout. This improved sector layout makes it possible for
you to store and retrieve information more rapidly than is possible with diskettes
formatted on your ATARI Disk Drive. This'‘empty''diskette is provided so you can
make a backup copy of your Master Diskette. This backup copy, called a System
Diskette, is the one you actually work with, ensuring the safety of your original
Master Diskette (see Making a System Diskette).

Formaited Diskette

Write-Protect Noich

T

Seclor (section of track)

Track (one revolution)

e
-\ ae

Timing Hole

Read-Write Area

Figure 3-1 A Formatted Diskette

If, at any time, you decide to erase the files from a preformatted diskette, use the
DOS Menu selection E, ERASE FILES. This saves the improved sector layout that
allows the diskette to run faster. Note that if you reformat the diskette for any
reason (perhaps to test for possible bad sectors), it no longer has the improved
sector layout.

Note: You can also use blank diskettes that have not been preformatted at the
factory with the ATARI Disk Drive. You can format these diskettes yourself using
the INIT menu option before duplicate disk or store programs on them (see How to
Format a Diskette). However, you do not have the advantage of the improved
speed of the preformatted diskettes.




HOW TO FORMAT A DISKETTE

You need to format any blank diskette before you can write on it. Formatting
organizes a diskette so DOS 3 knows where information is located. Unlike a
phonograph record that has visible spiraling grooves imprinted onto it, the diskette

| has magnetically encoded tracks that are not visible.

Once you have formatted a diskette, it contains 40 concentric tracks, which are
divided into 18 (26 for double density) pie-shaped wedges called sectors. You
ascertain the storage capacity by multiplying the number of tracks (40) by the
number of sectors per track {18), which gives you 720 sectors. Each sector can
store 128 bytes of data. These sectors are, in turn, organized by the FMS into
blocks of 8 sectors each. Therefore a single-density, freshly formatted disk con-
tains 720/8 = 90 blocks. A double-density formatted diskette for the 1050 contains
1040 sectors or 130 blocks.

Three blocks are used for booting the system and for the file index. As a result,
you actually have a total of 87 blocks to which you may write data. The ATARI
1050, in double-density mode, has 127 blocks available.

To format a diskette, you must use the I, INIT DISK option on the DOS menu. If
you are using an ATARI 810 Disk Drive as Drive 1, see instructions below. If you
are using an ATAR! 1050 Disk Drive as Drive 1, the same instructions are valid
because you are using the 810 single-density format.

USING THE ATARI 810 DISK DRIVE:

1. Turn the disk drive on, Wait for the BUSY light to go off.

2. Make sure the switch on the back of the disk drive is set to No. 1 (refer to
Figure 1-2 for drive code settings).

3. Insert the ATARI 810 Master Diskette and close the drive door.

4. Turn the computer console on. DOS loads into the computer memory.

5. When the READY prompt appears (if you have inserted the ATAR| BASIC car-
tridge or your computer has built-in BASIC), type DOS and press RETURN. After
a few seconds the DOS Menu appears on the screen. (If no cartridge is in-
serted, the DOS Menu appears on the screen automatically.)

6. Type | for the INIT DISK option and press RETURN.

7. When the prompt message Format disk in drive (1-8)? appears, remove the

Master Diskette from the disk drive and insert a BLANK diskette. Close the
door, and press RETURN twice. The first time you press RETURN, a 1
appears. This is called the default drive selection. The second time you press
RETURN, you indicate to DOS 3 that drive 1 is to be used. CAUTION - NEVER
FORMAT YOUR MASTER DISKETTE!
8. The next prompt says:
Format type?
1 for single density
2 for double density ?
Press RETURN twice. The first RETURN results in a 1; the second
RETURN indicates to the system that you intend to use drive 1, the default
drive.
9. The next prompt says:

Write FMS.SYS file#(YIN)?

Type Y RETURN, then press RETURN again.

This sequence indicates to DOS 3 that you are making a system diskette.
10. The final prompt used for this example is:

Modify FMS parameters (YIN)?

Press RETURN twice to indicate to DOS 3 that a standard file manager is

required.
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11. At this point DOS 3 displays the parameters selected for this function, next it
displays:

Press SHIFT-CLEAR to select different initial values or ...
Insert diskette in drive #1 and press RETURN to initialize.

12. CAUTION - FORMAT ERASES ALL DATA ON THE DISK BEING FORMATTED.
When you press RETURN, the BUSY light comes on and the system formats
the diskette.

13. When DOS 3 has completed its task, it prints:

Initialization completed.
Press RETURN to init next diskette.
Press ESC to return to DOS.

The diskette is now ready to use. Follow any of the specified instructions to
proceed.

If you have two or more ATARI 810 Disk Drives, you can format a blank diskette
on any drive. However, you must know the drive code setting of the drive you use,
S0 you can respond to the prompt:

Format disk in drive(1-8)?

MAKING A SYSTEM DISKETTE

The first disk operation you should perform is to duplicate your Master Diskette.
This provides a backup in case the diskette you are using is damaged. For conve
nience, the duplicate of your master diskette is referred to as the System Diskelt
(working copy), and is the one you would normally use to load DOS 3 into RAM.

WRITE-PROTECTING YOUR DISKETTES

Write-protecting is simply a method of preventing you from inadvertently writing
over valuable information you may not want to lose from a diskette.

You may notice that the DOS 3 Master Diskette has no notch on the left side of
the diskette jacket so it is impossible to write files on it: therefore, it is already
write-protected. Blank and preformatted diskettes do have the notches on the left
side of the diskette jacket enabling you to write to the diskette.

Normally, you would not write-protect a System Diskette, as this defeats the pur-
pose of the MEM.SAV file, preventing you from writing the RAM-resident program
to the diskette when necessary. For this reason, you may wish to put the files you
want to save on another diskette, which you can write-protect.

HOW TO WRITE-PROTECT VALUABLE
DISKETTES

A sheet of large file identification labels and a second sheet of small adhesive
write-protect tabs are included in each box of ATARI diskettes.
Write-protecting is accomplished by simply removing an adhesive write-protect

tab from the sheet and folding it over the notch on the edge of the diskette (Figure
3-2).
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Figure 3-2. Write-Protecting a Diskette

If you try writing to a write-protected diskette, an ERROR-144 message is displayed
on the screen.

LABELING DISKETTES

Use the self-adhesive labels to identify the data on each diskette. Write on the
label first to avoid damaging the diskette, and then attach these labels in the upper

right corner of the diskette envelope.

SINGLE-DENSITY AND DOUBLE-DENSITY
DISKETTE RECORDING

The principal difference between the ATARI 810 Disk Drive and the ATARI 1050
Disk Drive is the way the data is encoded for storage on diskettes. Both the ATARI
810 and the 1050 drives store data on the diskettes in 128-byte sectors. In addi-
tion, the 1050 can read or write 810 compatible (720 sectors) diskettes or it can
write in double-density mode (1040 sectors). Note however, that although the 1050
can read single-density 810 diskettes, the 810 cannot read double-density 1050
diskettes. Therefore, if compatibility is required between the 810 and the 1050, you
should use the 1050 in single-density mode.
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HOW TO STORE DISKETTES

Since your diskettes are flexible, they are subject to damage. The following sugges-
tions are to keep your diskettes in good condition:
m ALWAYS keep the diskettes in their protective paper sleeves when not in use.
m Store them vertically as you would properly store records; do not stack them
one on top of another.
m Store the diskettes AT LEAST 12 inches from your television set or any other
possible source of magnetic fields.
m Store the diskettes away from any direct source of heat.
Your diskettes are an important and valuable part of your ATARI computer
system and, with proper care, should provide you many hours of dependable use
and enjoyment.
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| SELECTING AND USING 4
DOS 3 FUNCTIONS

HOW THIS CHAPTER IS ORGANIZED

ATARI DOS 3 provides many features that should make it easy for the first-time
user to get acquainted with and effectively use the system.

This manual begins with a section showing exactly how to get started. This is
followed by a section on words the user should be familiar with before proceeding
to read the rest of the manual. These terms are also included in the glossary at the
end of the manual, however it is essential that those covered in this early chapter
be known to allow the user to understand the other parts of the manual.

The rest of the manual is organized to allow an easy introduction to the first-time
user. It is written as a semi-tutorial to ATARI DOS 8 in that for each command that
DOS 3 can execute, the first thing encountered is always the most basic definition
of the task that DOS 3 can perform. This is followed, in each case, by the exact,
keystroke-for-keystroke command sequence that is needed to do the most common
of the tasks that this command can perform.

Following the description of the most often used command sequence is the ex-
planation of other features that are built into this command sequence. The first-
time user may simply skip on to the next major section at this point each time, if
one is simply trying to get a feel for “what is DOS 3."

HOW TO USE THE ACCESS DOS 2 FUNCTION

This function is selected from the main DOS 3 menu by the letter A. It is used to
convert existing files written for use with ATARI DOS 2 so that they can be used
with DOS 3.

This conversion is necessary because the file structure of DOS 2 is different
from that of DOS 3. DOS 3 cannot, without conversion, read the File Index or any
of the files of a DOS 2 diskette. After the conversion is made, all files can be used
normally with DOS 3 loaded.

On selection of the A option of the DOS 3 menu, the computer reports, on the
DOS 3 menu screen, the following message:

Loading D:CONVERT.UTL...

This means that, to run this function, this program must be present on the
diskette inserted into disk drive number 1. After the file has been loaded, the
screen clears, and another screen appears. The options on the screen show the
default selections. In other words, as each question appears on the screen, the
RETURN key is pressed twice ... once to make the default selection appear, and
the second time to accept the default.

The first question the computer asks is
Source drive number?

The default is 1. This is the DOS 2 diskette that you wish to read and converted

to DOS 3 format.
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The second question the computer asks is
DOS 2 filename?

The default is *.* which means ALL files on that disk. This utility can convert
one, or only selected files. See the rules on wildcards in the section titled **What
You Should Know Before Using DOS 3" for more information about file
specifications.

The third question is
Destination drive number?

The default is 1 (a single drive conversion is ok). The files that match the source
filespec are read from the source drive in DOS 2 format, and rewritten to the
destination drive using DOS 3 format. If you have a two-drive system, it is most ef-
ficient to specify one drive as the source and the other as the destination. Other-
wise, it is necessary to swap diskettes in and out of the single drive until the func-
tion is completed.

The fourth question is
DOS 3 filename?

The default is *.* which means make the file names the same on the DOS 3
destination disk as they were on the DOS 2 source disk. The filename contents (8
letters, plus 3 letter extensions) are the same from DOS 2 to DOS 3, S0 Nno mean-
ing is lost in the translation.

After the questions have been answered, and you have pressed RETURN to
enter the final response, the screen indicates either:

Insert source disk, Press RETURN

(if a single disk drive is being used)

or:

Insert source disk,

Insert destination disk. Press RETURN
(if two disk units are specified).

If a single drive is used, the prompt alternates between:
Insert source disk

and

Insert destination disk

Continue alternating until the conversion process is complete.

To avoid any possible errors be certain that the source diskette has been write-
protected before you start.

GETTING HELP

This function has a built-in Help feature. You can ask for help at any time during
the command entry phase by pressing the inverse video (ATARI) key or the HELP
key from the command entry screen. When you have read the Help screens and
wish to return to the data entry screen, press the ESC key. You may go back and
forth to this Help screen as often as you like during the command entry phase by
pressing inverse video (ATARI) or HELP to get help, and ESC to go back to the
data entry screen. Note that when you reenter the ACCESS DOS 2 Function data
screen from the Help function, you must reenter any data.

Be careful that you do not become confused on this function because the ESC
key, if pressed from the command entry level, escapes from the Access DOS 2
function and returns to the main DOS 3 menu.

The Access DOS 2 help screen is shown in the following typed example. It is
typed exactly as it appears on the screen. It is the same screen you see if you

select the Help function directly from the DOS 3 Main Menu. [t summarizes the
information given above.
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| Access DOS 2 Help Screen 1 of 3

1. Press A to access a DOS 2-formatted disk and convert one or more files onto
a DOS 3-formatted disk. PRESS A WITH DOS DISK IN DRIVE 1.

2. Source drive number? Enter no. of drive with DOS 2 disk.

3. DOS 2 filespec? Wildcards are OK.

You cannot get a file index from the DOS 2 disk. But you can see the name of

each file on the disk, if you

a select Dn:*.* as filespec, and

b use RETURN response in STEP 7.

Access DOS 2 Help Screen 2 of 3

4. Destination drive number? Enter no. of drive with DOS 3 disk. You can use the
same or another drive.

5. DOS 3 filespec? You can use new or the same filenames. Wildcards can also
be used.

Access DOS 2 Help Screen 3 of 3

6. Are source and destination the same disk (Y/N)? Press Y to convert files on
same disk. Press N to convert files on diferent disks. (See screen.)

7. Convert all specified files (Y/N)? Press Y to convert files automatically. Press
N or RETURN to convert files one at a time. DOS gives you a Y/N option on

each.
Remember: Using RETURN on Step 7 with a Source Filespec of Dn:*.* causes
DOS to show you the names of all files on the DOS 2 disk.

Press P to print this screen
Press RETURN for more help

If this help screen has been accessed through the main menu help function, the
last line on the screen reads:

Press ESC for help menu.

If this help screen has been accessed while this utility was loaded, the last line

reads:
Press ESC for Access DOS 2 screen.

HOW TO USE THE COPY/APPEND FUNCTION

This function is accessed from the main DOS 3 menu using the C selection. It is
used to make copies of files that you specify from one disk to another. It may be
used with a single disk drive or with two drives. It may also be used to “‘append,”
that is, to add onto an existing file. This is, however, a more advanced function and

is not likely to be used by the first-time user.

FOR THE FIRST-TIME USER
When you select function C, DOS 3 completes the wording for you:

Selection? Copy/Append
and highlights this selection on the main menu.

It then specifies, at the bottom of the main menu:
Loading D:COPY.UTL ...
This means that this file name must be on the disk in drive 1 in order to be able to
run this function. After the copy utility file, as it is called, is loaded, the screen is
cleared and the copy utility screen is displayed. The first question asked is:
Append? N
In this case, the default reply already appears with the question. Press RETURN
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