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OVERVIEW

INTRODUCTION

APPLESOFT 11 BASIC is APPLE’s very much extended BASIC language. BASIC has
been extended because there are many features on the APPLE II computer that
just aren’t available on other computers that use BASIC. By adding a few
new words to the BASIC language, these features are immediately available to
anyone using APPLESOFT. Among the features supported by APPLESOFT are
APPLE’s color graphics, high-resolution color graphics and the direct analog
inputs (the game controllers).

Another feature of APPLESOFT is this manual. It is not a self-teaching
manual, since APPLE provides a separate manual (the APPLE IT BASIC
Programming Manual) which will help you learn to program even if you
have never touched a computer before. This manual assumes that you know how
to program in BASIC and just wish to learn the additional features offered
by APPLESOFT. Chapter 1 (GETTING STARTED) is a quick run-through of what
the language has to offer. The rest of the manual is a careful and exact
description of every statement in the language and how each statement works.
To help save you the frustration and annoyance that some manuals can cause,
this manual points out places where programming errors can cause you
difficulty. Special symbols call your attention to these points.

The method used to describe APPLESOFT is almost a simple language in itself.

You will find that, after a few moments getting used to it, it will speed
your understanding of exactly what is legal and illegal in the language.
You will not be left with any nagging doubts about the interpretation of a
sentence, as can happen with pure English descriptions.

Advanced programmers will find this manual especially helpful. Beginning
programmers are reminded that they will soon no longer be beginners, and
will appreciate the extra effort APPLE has made to provide an unusually
complete manual. To be sure, a thicker manual looks more formidable, but
when you need the information, you will be glad that we took the time and
space to put it in.

USING THIS MANUAL

This reference manual assumes you have a minimal working knowledge of the
programming language BASIC. If you’re unfamiliar with BASIC, the APPLE
11 BASIC Programming Manual can provide an introduction: it covers a
version of BASIC which is much like APPLESOFT II, but simpler.

We recommend that you have APPLESOFT II BASIC (usually referred to as
APPLESOFT) up and running when you consult this manual, so that you can try
out on your computer anything the manual describes or suggests. 1f
APPLESOFT is running on your system, the APPLESOFT prompt character (1)
will be displayed. See Appendix A for an explanation of how to get
APPLESOFT loaded into your computer.
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There are two terms you‘ll need to know when reading this manual. The word
“awyntax" refers to the structure of a computer command, the order and
gorrect form of the command’s various parts. The word "parse" refers to the
way in which the computer attempts to interpret what you type, picking out
the various parts of the computer commands in order to execute them. For
example, APPLESOFT s syntax allows you to type

12X5=44372

When APPLESOFT parses this input, it first picks out 12 as the program line
pumber, then interprets X5 as an arithmetic variable name. Finally,
APPLESOFT evaluates 372 as 9, then multiplies by 4, and assigns the value 36
to the variable whose name is X5.

Chapter | provides an overview of many APPLESOFT commands, for those who
have had little experience programming in BASIC. Many primary concepts are
introduced, using ples that you can type into the computer. Appendix B
plves pointers on editing APPLESOFT programs.

The notation introduced at the beginning of Chapter 2 is used to describe
APPLESOFT s syntax concisely and unambiguously. It will save you time and
effort in understanding how the commands must be structured. You don”t need
to ume this notation yourself, but it will help you answer many questions
not specifically discussed in the text. For instance, square brackets ( [
and | ) are used to indicate optional portions of a command; curly brackets
( { and } ) are used to indicate those portions that may be repeated. So
[LET] C = 3

indieates that the word LET is optional and may be omitted. And

MEM ({character}]

indicates that the REMark command consists of the word REM optionally
followed by one or more characters.

The syntactic abbreviations and definitions in the first part of Chapter 2
ate presented in a logical order for those who want to see how we’ve built
up our system of symbols and definitions. You may prefer to ignore these
pymbols and definitions until you encounter one in the text. At that time,
you can refer to the alphabetized glossary of syntactic terms given in
Appendix N.

Chapters 3 through 1@ present detailed explanations of APPLESOFT s commands,
grouped by subject matter. If you’re interested in finding out about a
specific command, the alphabetized index on the inside of the back cover
will tell you where to look. Additional reference material not covered in
the chapters can be found in the appendices.

At some places you’ll see the symbol

preceding a paragraph.
you should be alert.

This symbol indicates an unusual feature to which

The symbol

precedes paragraphs describing situations from which APPLESOFT may be unable
to recover. You will lose your program and will probably have to re-start
APPLESOFT.
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