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COPYRIGHT NOTICE

The Peek A Byte software and instruction manual are
copyright by Quantum Software and Philip A. Slaymaker. The
original and backup copies of this product are intended for your
personal use in connection with a single computer. You may not
copy and give away or sell any part of this product without
express written permission of Quantum Software and Philip A.
Slaymaker. For use on multiple computers, please contact Quantum
Software to make such arrangements.

LIMITATION ON WARRANTIES AND LIABILITY

Quantum Software and the program author have endeavored to
ensure that this program works as specified in this manual.
Nevertheless, there may be errors in the program or its
documentation. We would appreciate receiving notice of any
errors you may find. If the original program diskette becomes
unreadable, the distributor will replace it upon return of the
defective diskette within 30 days of the date of delivery.

Quantum Software and the program author shall have no
liability or responsibility to the purchaser or any other person
or entity with respect to any liability, loss or damage caused or
alleged to be caused directly or indirectly by this software,
including, but not limited to any interruption of service, loss
of business or anticipatory profits or consequential damages
resulting from the use or operation of this software. Some
states do not allow the exclusion or limitation of implied
warranties or liability for incidental or consequential damages,
so the above limitation or exclusion may not apply to you.
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PEEK A BYTE 64 INTRODUCTION

Peek A Byte 64 is the finest disk and memory utility
available for the Commodore 64 computer. With this utility you
can read or write data from any sector on a disk, edit the data,
change a program name, disk ID or name, correct a program oOr
directory, read the 64 memory, modify values in the BASIC memory,
etc. The data can be displayed as HEX values, screen or PETASCII
characters, or disassembled to machine code.

Peek A Byte also will do a fast compare of disk sectors,
read the disk drive memory, convert between HEX and decimal, and
recover or un-new Basic programs. A monitor program or user
supplied machine language routine may be executed from Peek A
Byte. This feature is unique and allows for additional
versatility and future expansion capability. Compatablity with
the DOS Wedge 5.1 is maintained, allowing it to be used after
exiting Peek A Byte. Many Basic programs can also be run while
Peek A Byte is resident in memory. Many uses for Peek A Byte
will be examined throughout this manual.

Equipment Required

Peek A Byte is designed to work with the Commodore 64
computer, 1541 single drive floppy disk, and an optional printer.
Other compatible serial bus drives should work with all drive
commands except disk Verify. Peek A Byte will produce a
character screen dump to a serial bus printer such as the VIC
1515 or VIC 1525 if connected. Other serial bus printers may
work if designed to emulate the above or if they accept standard
ASCII and the printer interface has a transparent mode.

Loading Peek A Byte
Peek A Byte is provided on disk only and can be loaded from

a 1541 drive assigned a unit number of either 8 or 9, which may
be software or hardware assigned. The program should be loaded
from the power-up or reset state. To be sure, either turn the
computer off and back on, or to reset, type:

SYS 64738  {RETURN)
To load, type from BASIC:

LOAD "PEEK*",8,1 <RETURN)

It is not necessary to type the full name. A unit of 9 should be
used for a drive assigned unit 9.
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Alternately, you may load the directory by typing:
LOAD "$",8 {RETURN >
LIST, then move the cursor home and press {RETURN).

The copyright notice should appear, the drive will load the
rest of the program, and then the HELP page will appear.

If a loader error occurs, a message will appear at the
bottom of the screen:

ERROR-REDO

If this occurs, remove the disk from the drive and reset the
computer by turning it off and then back on. Then try reloading
Peek A Byte. If it still won't load, check other disks known to
be good in order to check the drive. :

Remove your Peek A Byte disk from the drive. DO NOT put any
disk in the drive without an opaque write protect tab until told
to do so!
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GETTING STARTED - HELP AND DISPLAY COMMANDS

If everything has gone correctly (it has, I trust), you
should be looking at the first HELP page which summarizes

In the HELP mode,
It shows the

display, parameter, and function commands.
pressing "H" will show the other HELP page.

Read/Write and Sector/Buffer Commands.
to the Command mode.

Any other key returns you

The two HELP pages are shown below.

PEFK HY PYRIGHT 18984 SLAYHAKER | | PEEK A BYIE - LUPYRIGH 39 Y MAKE R
DISPLAY FUNCTIONS READ COMMANDS SECTOR/BUFFER CMDS
A - HEX/Char ctrl g - BAM shft { - prev S B , — prev S B
Z - ASCII/Screen - Convert shft ) - next S B . - next S B

X - ReversesNorm D - Disassem shft [ - prev § : - prev §

E - Edit shft 1 - next S ; — next §

PARAMETERS F - Fill shft + - next file|] crsr d - prev B

T - Irack ctrl % - Fill@/FF S and B crsr r - next B
S - Sector - Goto ctrl ] - Auto Read] crsr u - prev S B
B - Buffer J ~- Jump use before above crsr 1 - next S B

ctrl m - Drive M - Monitor file follower:
ctrl - Unit shft M - Memdrive for current Sector - — prev B
ctrl {§ - Printer and Buffer use: + - next S B

R/5 quits cowmmand ctrl - Search R - Read
quits program 0 - 3n-p$wl - Hrite COLORS: F2 F4 F¢6
- eri1ty

Quantum Software ctrl ] - Verify2 Read/Hrite/Funct Cnds require [RETURN]
Serial # 680660886 shft - Directry Sector/Buffer/DPisplay Cmds - key only

ommand Hode

More [i3NJ

Restart |[d334M:Nai3

Press finy Key

Press H
SYs

49152

Figure 1. HELP Screen 1

ommand Hode
More [ANY

Restart (310NN

Press Any Key
Press H

5YS 49152

Figure 2. HELP Screen 2

One very important key is the {STOP) key. It will ALWAYS
abort, terminate, or quit any function or command. In the
Command mode it does nothing (almost nothing - the jiffy clock
changes). If {STOP) doesn't work (very rare, indeed), then
{STOP) and {RESTORE) will do an NMI (nonmaskable interrupt) to
BASIC. This causes the screen to reset to blue and resets most
vectors such as the monitor break address. The DOS wedge is not
restored either.

The other command is the "Q" key, for Quit. In the Command
mode, pressing "Q" and {RETURN) keys will do a warm start to
BASIC and maintain the screen colors, vector addresses, and, if
present, the DOS wedge. To restart Peek A Byte, type:

SYS 49152 <RETURN)
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In the Command mode, the display consists of a rectangular
array of 256 values for each memory location in the memory page
indicated by the Buffer. (Just a minute now, and I'll explain
what that means). The initial display shows all zeros, 00. The
Display commands only affect how the data are displayed. The "A"
key toggles between HEX values and characters. "2Z" toggles
between PETASCII and screen code (see Appendix A and B in the
Commodore 64 manual). "X" turns inverse or reverse characters on
or off. The square in the upper left corner indicates the display .
mode and will contain an A for PETASCII, S for Screen code, and
an H for HEX. The adjacent letter I indicates that inverse or
reverse characters will be displayed, while N means only the
normal character equivalent is shown.

The HEX values are shown in order from left to right, top to
bottom. The vertical axis shows the high order nybbles and the
horizontal axis the low order nybbles. All numerical values in
Peek A Byte are shown in HEX, rather than decimal, because it is
easier to describe the computer memory and organization of the
I/0 ports. HEX stands for hexadecimal - the number base is 16
instead of 10. Thus, a two digit number can range from 0 to
16*16-1 or 255. In hexadecimal only two digits are required for
every value. A further discussion will be deferred to the
section describing the CONVERT function.
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Let's try a new function and then you can play with the

display keys.
first) and then {RETURN).
from 00 to FF.

Press "ctrl-F" (hold both down, pressing ctrl
This will FILL the buffer with values
Note: Often HEX values are designated by $, eg.

$FF. In this manual $ will be omitted since (almost) all values

are HEX.
codes can be seen.

PETASCII character.
screens for this example.

L PEER H BYIE — COPYRIGHT 1954 SLHPMAKEE |

By toggling the display, the corresponding character
Note - some values do not have a displayable
See the figures below for two command

L EPEEK N By B~ CUMYRIGHL 1934 SLHYMHKER |

TRACK, &1  SECTOR B84 nEIYE 8 BHIT & TEACE @1  SECTOR @6 NREIVE 8 IHIT &
PR INIER] BUFFER @308 CRSE B W3 1.8 PRINITERS BEUFFER G390 CRSE @6 WS 1.8
aBEa Gz

(H] 4 567 B89AE I EF J ISl 1 23 4567 B39AEB CDEF |
{51 3 94350697 O8ASBAGE WCADOEDF | 166 | | HE | N I
116 : 141 161" 18131A1E 1CIDIELF | 191 M a8 u AR 3
126 B 29: 28292A2F 2CZDZEZF | lzal " % £ 5 &7 O 2%+ -, F
134 e 3E393A3E 3C3DEESF | @19 1 23 4567 82, <=7
1403 3 44454r47 46434A4E 4I4D4E4FI B AEC DEFG HIJE LMHOI
158 34355637 38535ASE SC3D3ESF | IZAIF GRS TUYMH KYZL0 £11« |
P B! hfrDhEPFl cai—- 2 1 - — 7 ~ | [ S
17e N TCYDPETF | el T e - | =0 % | &4+ & | ¢ ™|
[ | S ZCSDBESF | 2al 20 NAKYd mpn |
196 |3 : 98 SC2DIESF | 0w 187 BESEW A0DIN 400w |
fHE | A ZRAE H4H5HnHr H 5 ACHADAEAF | gl 1w ™ L #E | =P b oabq oo
IEBlBUBlB& 3 B4ESESET ECEDEEEF | Edlr + 4 | 1 17 T wmla "< " % |
ICRICACIC2CE CHTataly C’ZBFHLE CCCDCECF | al— 4 1 - = 7 | [T SR
D9 1DED1D2DE D4DSDED7? DEDSDALRE DCDDDEDF | il e - | 0 & | &4 % | ™|
I[EA IEREIEZES E4ESEREY EZEZEAEE ECEDEEEF | EB1 1 ;@™ | # | ¥ | F wta ol
IFAIFGFIF2FS F4FSFEF? FEFSFAFB FCFDFEFFJ Fale L+t ~4 11 17 T adse "4 " |
Figure 3. HEX Numbers 0 - FF Figure 4. Corresponding PETASCII

Characters
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Loading the DOS Wedge

The memory from CCOO to CFFF is reserved for the DOS or C-64
Wedge program supplied on the VIC-1541 Test/Demo Disk, or any'
other user supplied ML program. After exiting Peek A Byte, load
the DOS Wedge. After the copyright notice appears, the program
must be moved to a storage location under the Basic Rom. Enter
the following command from Basic:

SYS 49155  {RETURN)

Peek A Byte may then be restarted. Normally exiting the program,
using the JMP command or the MONITOR command will restore the DOS
wedge and its CHRGET routine.

PARAMETERS

The top few lines show the track, sector, drive, unit,
buffer, edit cursor location, and the version number. Below the
version (VS 1.0) is a four digit checksum for the buffer page
shown. These will be discussed in the following paragraphs.
Note: as a general rule, commands that only affect the display
mode require only a single keystroke. If buffer memory values
are affected or the disk drive is being accessed, then a {RETURN)
is required. A command which requires a {RETURN) will be aborted
if the key is pressed again immediately. <{STOP)> will terminate
any command.

Track wn

The current track value is shown in HEX, not decimal.
Pressing "T" will allow entry of a new value which must be
followed by a <RETURN) before it will be accepted. Invalid track
values will not be accepted. See the section on entering values.

Sector ngn

Pressing "S" will allow entering a new sector value as done
for the track. If a track value is entered which causes an
illegal sector to be displayed, the cursor will shift to the
sector value so that it may be corrected.

Drive "ctrl DV

The drive value is normally 0. A toggle option for drive 1
is included for possible use with dual drives. Using drive 1
with a 1541 drive results in a DRIVE NOT READY error. The
command is "ctrl D" {RETURN)D.
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Unit "ctrl U"

The unit may be toggled between 8 and 9 by pressing "ctrl-U"
and <{RETURN)>. Only typically used values are entered by this
command. Other values require editing memory location 0343. A
DEVICE NOT PRESENT error will result if the correct unit is not
connected.

Buffer nB"

The buffer is the page in memory that is being examined.
The Commodore 64 is arranged in 256 pages of 256 bytes (or FF+1
pages of FF+1 values). The pages 0000-0300 are reserved for the
operating system, Peek A Byte, and BASIC system variables. Pages
0400-0700 are normally used for the screen. Pages 0800-9F00 are
the normal space for BASIC programs. Buffers from 0800 to 9F00
may be edited. A sector may be read into any buffer in this
range except 0800 since this could overwrite the beginning of
BASIC. If a program such as a monitor lowers the top of Basic,
these pages will be protected as well. Pages AOOO-FFOO contain
the BASIC and Kernal ROMs, the I/0 ports, and the Peek A Byte
program. Editing non-BASIC memory is not allowed to prevent the
user from "bombing" the program. (You wouldn't do that, would
you?) An exception is that buffer 0200 may be edited since it
contains the SEARCH string, to be described later. A second
exception will be discussed in the Advanced Users section.

The buffer is changed by pressing "B" and entering the page
number in HEX. Only the first two digits are required plus a
<{RETURN). A number of Sector/Buffer commands are available which
change the buffer. Two affect only the buffer and are useful for
scanning the computer memory. Two cursor keys, "crsr d" (down)
and "crsr r" (right) repeatedly decrease or increase the buffer
by one page, respectively.

Try setting the buffer to A000, the display mode to screen
characters, and to lower case (use shift and Commodore key). You
are looking at the beginning of the BASIC ROM and the BASIC
command words. Try scanning forward a few pages and you'll see
the error messages. Now try pressing "D" for Disassemble and
you'll see the ROM disassembled (more later).
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ENTERING VALUES AFTER A COMMAND

When a command is initiated which requires values to be
entered, the command name appears 1in reverse characters and the
blinking cursor appears at the number to be entered. Two digits
may be entered in sequence. The cursor will shift back to the
beginning allowing the digits to be reentered if needed. The .
"crsr r" kKey will move the cursor without affecting the digit
displayed. When the value is OK, press {RETURN) and it will be
accepted. Pressing {STOP)> will abort the input command.

Note: only digits from 0 to 9 and A to F are accepted.
Other values produce a BEEP! (which you will soon learn to hate,
but you can always turn the volume down).

EDIT AND GOTO "E", "G" and "ctrl G"

The Edit command is invoked by pressing "E" and {RETURN).

The cursor will appear after the CRSR. The memory location
should be entered, eg. D7, and the cursor will move to location
D7. If the display is in HEX mode, then values are input as
discussed above. A {RETURN) must be pressed to accept the value
and move the cursor to the next position. The "crsr" keys will
move the cursor up, down, left, or right to any memory location
within the displayed page without entering or affecting the
displayed values. Alternately, "ctrl G" will move the cursor so
that a new memory location may be entered.

Characters may be edited in the PETASCII mode simply by
typing the character. The shift, ctrl, and Commodore keys all
work, so normal graphic or control characters may be entered.
Reverse screen code characters must; be entered in HEX, in
general. The graphics symbol for any of the crsr, color,
function, or edit keys will appear if those keys are entered.
The crsr keys normally control the cursor position and cannot be
entered using the EDIT command. When a key is pressed, the
cursor continues to blink over the new value. If the value is
correct, press (RETURN) and the cursor will move to the next
location. If "ctrl G" is pressed instead of {RETURN), no value
is entered and a new cursor position may be entered.

The GOTO command is identical to EDIT except that the "crsr"
keys do not control the cursor position in ASCII mode, allowing
"crsr" kKeys to be entered as values. "G" and {(RETURN) start the
GOTO edit mode.

The EDIT and GOTO commands can only be exited by pressing
{STOP>. <{STOP) and <{RESTORE) quits the program and does a warm
start to BASIC (unless you've changed the NMI vector at 0318).



Peek A Byte 64 Manual
Copyright 1984 Slaymaker

READ/WRITE COMMANDS

The basic read command is "R" <{RETURN). The current track
and sector will be read into the displayed buffer. A BEEP will
occur if the buffer is not valid for reading. If an error
occurs, the message will be displayed below the command. Press
any key to remove the message.

The only write command is "W" {RETURN). Any buffer can be
written to any track and sector on the disk. Multiple writes are
not implemented to avoid accidentally wiping out a disk. A WRITE
PROTECT TAB should always be placed over the notch on the disk to
prevent accidentally writing to the disk. Remove the tab only
when specifically writing to the disk. Use an opaque or silvered
tab. Masking tape DOES NOT work with the 1541 drive because the
LED light can go thru it.

Now lets try the read command. Set the track to 12 and the
sector to 00. Place a disk in the drive and press "R" {RETURN).
Any valid buffer is OK. This is the sector with the BAM (block
allocation map), disk name, and ID. You can read the disk name
in ASCII mode. Now press "ctrl B" and a map of the BAM will be
displayed. More later.

ERROR MESSAGES

By now you may have gotten error messages and BEEPs. There
are several types of messages. If an invalid command kKey or
input key is pressed, you will get a BEEP. If the device is not
connected or 1s not working properly, you will get a DEVICE NOT
PRESENT error. This applies to a disk drive or printer.

Pressing any key clears this error message. Try setting the unit
number to one not connected and press "R" {RETURN). Then change
it back to the correct value. ‘

During a read or write command a more serious error may
occur. If you forgot the disk, you'll get a 21, READ ERROR and a
lot of chattering from the drive. The data in the drive buffer
is read even if there is an error. Usually it is from the last
sector read. Do a write with a write protect tab on and 26,
WRITE PROTECT ON appears. The track and sector listed in the
message are in decimal, not HEX, because the disk drive generates
them that way, and because the author is too lazy to convert them
for you.

Other disk errors may occur and may indicate problems with
the drive or disk. The errors and possible difficulties are
listed in the 1541 drive manual in appendix B.

The errors may also have been intentionally written to the
disk for copy protection. Peek A Byte may be used to scan a disk
for read errors. The normal drive read routine will cause a head
reset and chatter, however.

9
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READ/SECTOR/BUFFER COMMANDS

A series of commands are available to change the sector
and/or buffer before reading a sector. These are summarized in
the Commands summmary and on the HELP screen. The sector/buffer
commands are ",.:;+". The read equivalents perform the
sector/buffer command, then read the disk. The read commands are
all the shifted keys (hold shift down first) for the
sector/buffer commands and are "{)>[]+". The READ command will
appear with the key symbol. A {RETURN) is required to execute
the read command.

Sector and Buffer Changes

The "shft »" is normally used for scanning a disk by sectors
and for storing the sector data in sequential buffers - the
sector and buffer are both incremented. "." or "crsr 1" will
display the next buffer and increment the sector. A series of
sectors can be written using both "." and "W" {RETURN). The
corresponding backwards scanning commands are "shft{ ", ",", and
"crsr u".

Sector Only Changes

The "shft [" or "shft ]" only change the sector and are used
to read sectors when the data is only to be examined and not
saved in different buffers. The sector may be decremented or
incremented by pressing ":" or ";" respectively.

File Follower "shft +"

The most useful read command is the "shft +" file follower
command. This reads the next sector in a file using the file
sector link. Byte 00 is the track and byte 01 is the sector. If
byte 00 is 00, then byte 01 is the length of the file on that
sector. Typically the value 4B appears in byte 00 of a newly
formatted disk indictating that it is not part of a file. User
files (such as on some protected disks) may not follow this
convention. A BEEP will occur if the sector is the last sector
in a file or is invalid.

File Scanning "+" and "-"

The "+" and "-" keys will scan thru a range of sectors
previously read into the buffers using the "shft +" command.
Note that file sectors are not numbered sequentially. This is
done to improve SAVE and LOAD times. The first sector will be
"remembered" for only one sequence or file.

10
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Auto "ctrl A"

The file sectors can be read in automatically using the AUTO
flag. The first sector should be read using "R". AUTO is
activated by "ctrl A". Any shift read command will be performed
sequentially until either the last file sector is read, the last
valid buffer for reading is reached, or you press {STOP). Any
other command will be executed normally and will deactivate the
AUTO flag. Once the sectors are in the buffer memory, they may
be scanned using the sector/buffer commands, edited, and/or:
rewritten to the original disk or another disk.

11
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FUNCTIONS

All Functions require a {RETURN). Pressing any other key
after the reverse command name appears aborts the command. The
only exceptions are BAM and DISASSEMBLE which do not require the
{RETURN ).

DIRECTORY "shft $"

The disk directory sectors will be loaded into the computer
memory starting at the current buffer. The command is "shft $".
Character mode is automatically selected and the display will be
in PETASCII. The file loader is used, so there will be a BEEP
when loading is finished. The "-" and "+" commands can be used
to move from one buffer to the next while keeping the sectors
correct. Observe that the directory sector number initially
increases by 3, not 1. This spacing of sectors on the disk
requires less time to load the directory.

BAM (Block Allocation Map) "ctrl B"

The BAM and directory header are located on sector 00 of
track 12. This can be read directly or read using the "shft $"
directory command. The BAM shows whether a given sector is used
or not. The BAM function "ctrl B" will display the BAM as a map
with the tracks running across the bottom of the screen and the
sectors running vertically. Note that the values are in HEX (are
you getting the hang of it now?). An asterisk (*) means the
sector is used while a period (.) means it is free. The BAM
values are taken from the current buffer, so if a non-BAM sector
is displayed a row of question marks (?) will appear across the
top of the display. The (?) means 'that the number of sectors
free for a given track does not match the map for that track. If
the BAM sector is displayed and one or more (?) appear, it means
the BAM is "screwed-up".

The BAM starts with byte 04 and 4 bytes are used to map each
track. The first byte for each track is the number of sectors
free. The second thru fourth bytes map each sector starting with
bit O for sector 0. The sector is free if the bit is 1 and used
if the bit is zero. Peek A Byte computes the number of sectors
free for each track and compares it to the number recorded on the
BAM. If the values do not match, all the sectors are assumed to
be used and are not included in the SECTORS FREE in the upper
right corner of the display. All of track 12 sectors (the
directory sectors) are assumed to be used.

The BAM can be modified and rewritten to the disk. This
should only be attempted on a BACKUP disk after you understand
what the change will do. It is very easy to "bomb" the BAM of a
disk which can cause data to be lost.

If a printer is connected, "ctrl P" will dump the BAM
display to the printer. 12
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Disk Name

The disk name is located on the BAM sector starting with
byte 90. The name is sixteen (10 HEX) characters long. The name
may be changed using the edit command. This change is only made
to the buffer until the buffer is rewritten to the disk. The
safest way is to read track 12, sector O into two buffers and
change the name in only one buffer. Be sure that nothing else is
changed, then write that buffer back to the disk.

Disk ID

The disk ID is written to the BAM and every sector on the
disk when it is formatted using the 1541 "NEW" command. The ID
is located at A2 and A3 of the BAM sector and may be changed
using the same procedure as for the disk name. This only changes
the ID displayed. To change the ID written to each sector, the
disk must be reformatted. However, since this erases all the
data, a backup disk should be formatted and the data copied to
it.

Directory Names

The directory sectors normally start at track 12, sector 1.
The file type is located at byte 02 of each file, with two rows
for each file. This value is 00 if the file is deleted, 81 for
sequential, 82 for program, 83 for user, 84 for relative; other
values are not currently defined. If the file was improperly
closed, the 8 will be a zero. A file which has been just deleted
may be undeleted by changing this value from 00 to the correct
value, usually 82 for program. The file should be reloaded and
saved back to the disk under a different name to be sure the BAM
is updated correctly. Then delete the old file.

If other files have been written to the disk after deleting
the file of interest, the file may have been overwritten. The
file sectors can be traced using Peek A Byte, as discussed below,
to be sure the sectors are intact. If some have been
overwritten, the file is essentially unrecoverable.

A file may be scratch protected or locked by changing the 8
to a C, thus setting bit 6 as a lock flag. For a program file
byte 02 would read C2 instead of 82. When the directory is
listed, locked files appear with a { symbol after the file type.
To unlock the file just change the byte back to 82.

Bytes 03 .and 04 are the beginning track and sector of the
file. These values can be used with the file follower "shft +"
to load file sectors into sequential buffers. These values
should not be changed unless the sector data has been moved to a
different sector using Peek A Byte. Use the "+" and "-" commands
to scan thru the file and be sure it is correct.

13
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The file name starts at byte 05 and continues thru byte 14,
or until the first reverse space, A0, is encountered. Add 20 for
each additional file - this is HEX, remember. Look at the
vertical axis beside the file name. Peek A Byte can read all
characters of a name including normally illegal control
characters. A favorite character is 14 or delete, commonly used
for copy protection. The shifted space or A0 signifies the end
of the name. At 1lE and 1F the file length is given as low byte,
high byte (in HEX, of course). Additional parameters appear for
relative files.

The name may be changed by reading the directory sector,
using the edit command to change the name in the buffer, and
writing the name back to the disk. Any PETASCII character can be
used in ASCII mode, or HEX mode can be used. Be very careful
when writing to the disk since the directory can be "bombed" by
writing the wrong data back to the disk.

Examples of the BAM sector, BAM (block or sector allocation
map), and directory sectors are shown using the VIC 1541
Test/Demo Disk (which you should have).

BAM

Track/Sector Link  DOS Type

LEEEE H B IE - COPYPIGH] 1524 =] HOMAFER |

TRACK, 12 nEIVE @ TRACK 12 SECTOR 94 WEIYE B8 BMHIT 8
PEINT] CRSE 86 PETHTEF] BUFFER 8588 CRSR 968 YS 1.8
N 7CEB
I:IIG . ; 2 A B 7FD EF J Mg 1 23 4567 8939RB CDEF |
) L 7 L 1 I Ll *{
IBBIlEBﬂ4ﬂB@]15FFFF1F 1SFFFF1F "1SFFFF1F|l 160 | 3 H ToT & Tao& T3 |
A IlSFFFF1F 15FFFF1IF 13FFFFIF 13FFFF1F]|! gl o o T Ta & To @ |
128 INSFFFF1IF 1SFFFFIF 1SFFFFIF 15FFFF1F|I 128l o & IR | T & To @ |
1ZB MSFFFFIF 15FFFF1IF 11D75F1F @Raaaaas|l i281 oo & T3 A0 «&
149 | 1RECFFAT GoRpa0ac| | 48 | " f |
i59 1 12FFFFa? 1Z2FFFFB7|l 158 | A% Haon I { |
=@ 12FFFFaz 12FFFF@3|l E88 o A0 A0 adn o I
|73 12FFFFa3 11FFFFB1|l IR o o d0n ' A IR |
1281 11FFFFa1 11FFFF@1]l 15018 o LIRS naan LK § |
196 § 4FABABARA] ] %811 S 41 TEST /DEM 0 |
RS | AHD BAeEHBREaE | 1A | 2 A 2 A |
1E3 | HEGBRaHH | [E9 | |
ICa 1 HABEAEDE | 1281 |
106 | HEARGEADEA | 108 | |
IEA | ARBEREEE | 1E8 | I
IF3 | & ALABHREA0 | IFal |
ID
Figure 5. BAM Sector - HEX Figure 6. BAM Sector - PETASCII

14
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* Sectors Used
Sectors Free

Figure 7. Block Allocation Map

2 S 2 7 7 ¢ TR Track/Sector Link
T S
A2 i ennennsnen R L L i . File Type
TR R L
Bj I..IIl.ll'll..“:""":.‘ll.lll ..... LI B B
PPPEDRRRGARGEARAL1111111111111112222 1st Track/Sector
123456789ABCIEFD 1 234567 29RBCIEFG] 23
File Name
Track .
File Length
B S A A S CEE AN YA M 24 O R E MR T A
TRACK 12 GECTOR @1 WRIYE © AMIT 8 TRACK SECTOR 81 | WRIVE @ \IMIT &
JAMEA  EUFFER @908 CRSR 29 43 1.9 23094 | BUFFER 2900 | CRSR 99 WS 1.@
E6FFE 6FRE
M 123 4567 89AB CODEF I [=|]eﬁ2/3f567 danasp CD\EFI
r T 1 r T ] ) I {
16 |4 W HOW T0O USE | I|20[2045501 o0RoaFrsy J6544Fo0 S555345A0 |
1o | | 119 |APABABAR ﬁ%eega@ PEAEDGAY DOOAPDRD)
128 | M HOW PAR T THW | 12000008211 G3434F57 20504152 S4205457 |
128 10 3 | 120 14FAOAGAD APEOGDED DOAGRAGE GAGRASAD |
140 | M MY IC -290 WEDG | 140108068211 69564543 20323020 57454447 |
159 IE | 150 |45ABAGAE ADADEDOR PPABRGRS GBODO4AA |
156 | 3 C-6 4 WE DGE | I|60/00988213 00432036 34205745 444745A0 |
179 | | 170 IRPAGABAG ADGNDORD PHDOAGRD GAGEH1AA |
150 | 2 005 5.1 | 120 168008217 01444FS3 Z0352E21 AGADAGAD |
190 | | 190 IRGAGACAD APODERGN SPRABHAD BRARG4AT |
IAG | 4 COFP Y/ AL L | IADI0EA08212 A3434FSA S92F414C 4CADADAR |
IBQ | | |E9 IRGABAZAED AOOOOODY DODARAD FOGABAS |
106 | 2 MFRI HTER TES | ICOIOOEAS213 @9505043 4ES44552 20544553 |
08 1T M | IDPIS4ABABAD ADRODOPD DEPADAND HAGEG3GE |
IEQ | I1S K AD DR C | I|EDIQGO03210 DO444353 4E204144 44522043 |
IFAIHA MG E | IFB48414E47 45MOPG0Q GDEDGDED DHGO4ED |

Figure 8. Directory
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CONVERT "C"

This mode allows you to convert between hex and decimal
numbers. After the screen clears, a blinking cursor and five
zeros will appear. The normal input routine is used to accept
five values instead of two. The "crsr r" key will skip over any
digits. A {RETURN) must be entered to accept the number and
convert it. For this function only, a "$" must be entered first
if the number is in hex. A "$" in any other position will be

treated as a "4". The hex answer is listed first. A decimal
number shorter than five digits may be right adjusted or
terminated with a hex digit "A - F". Numbers larger than 65535

will be converted after subtracting 65536.

Use the {STOP) key to return to the command mode. The
CONVERT screen cannot be printed.

DISASSEMBLE "D"

This command was introduced previously. "D" will
disassemble the data in any buffer or page. Repeated use of "D"
will continue to disassemble code past the end of the current
buffer. A <RETURN> will turn on the cursor at the BUFFER address
allowing a new address to be input in groups of two hex digits.
Repeated use of (RETURN) continues disassembly at the address
shown. <{STOP) terminates disassembly, as will any other key if
the input cursor is off.

If character mode is in effect, the character for each
memory value will be shown on the right side of the disassembly.
This is very useful for determining what is op code versus
character data. If a printer is connected, "ctrl P" will cause
the screen to be dumped to the printer and the next lines of code
disassembled.

FILL COMMANDS "ctrl F" and "F"

The current buffer can be filled with a test pattern of
values. The values 00 to FF are written if "ctrl F" (RETURN) is
used. This is useful for identifying screen or PETASCII
characters.

A specific value can be written to the buffer using the "F"
{RETURN ) command. The cursor will turn on allowing a value other
than 00 to be entered. This command is useful for clearing
memory or for writing a single value to a particular sector, for
example, to erase data from a deleted file.

The Fill commands only work for buffers from 0900 to 9F00 to

prevent overwriting the operating system or Peek A Byte. Other
buffers will produce a BEEP.

16
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HELP "H"

You've already met the HELP command. Just press "H" when in
the command mode and help is on the way - no waiting!

J}{P n J "

JMP FE66 is the initial response to pressing "J". Any
memory address may be entered (which should be a valid ML
subroutine). If (RETURN) is pressed Peek A Byte will clear the

screen and jump to whatever machine language routine is at the
displayed address. FE66 is the BASIC warm restart vector and
behaves the same as Quit: "Q" (RETURN), except that screen and
vector parameters are reset. This warm restart to BASIC places
the values 66 FE at memory locations 32E and 32F, which are a
user-defined vector.

JMP with User Routines

An example of a user routine is to change the disk unit
number toggle from 8 or 9 to A or B (decimal 10 or 11). This is
necessary if the 1541 drives are hardwired for these unit
numbers. Let's assemble a short routine at $6000 using a
monitor:

Unit 10 decimal
Unit location

A 6000 LDA #$0A
A 6002 STA $0343
A 6005 RTS

Invoke the JMP command and enter 60 {RETURN) 00 {RETURN) and it
will jump to your routine and set the unit number to toggle
between A and B. It will be reset to 8 if the Peek A Byte is
exited and reentered, however.

User routines should either finish with an RTS or JMP $C00O.
An RTS will not reinitialize wvariables. The JMP $C000 should be
used if the routine alters memory values listed in the Memory Map
section. The routine should not alter the current stack values.

MONITOR "M"
The MONITOR command is designed for use with a machine

language monitor such as Supermon by J. Butterfield or Micromon
by B. Yee for COMPUTE! The monitor used must not be located

above AOOO or use memory locations there (I/0 is OK). Similarly,
page 300 should not be used since Peek A Byte stores its
variables there (and wipes out any sprites stored there). Some

monitors, such as the one provided with the Commodore 64 Macro
Assembler Development System alter BASIC variables and will not
work with Peek A Byte.

17
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The monitor should be loaded after loading Peek A Byte. The
monitor should place the monitor entry address at 0316 and 0317,
the BRK vector. To reenter Peek A Byte from the monitor use

G €000 <RETURN) (same as SYS 49152)

With Micromon, do not exit the monitor using the "X" command if

the monitor was entered from Peek A Byte. The monitor may try to

return to Peek A Byte, but will not reinitialize the variables '
used by Peek A Byte and the computer may hang.

The MONITOR command SHOULD be used with the HESMON
cartridge, however you may wish to change the background color by
alterring memory location D021. DO NOT enter HESMON by hitting
the {RESTORE) key from Peek A Byte since this can hang the
computer. The XC and X commands are used to exit from HESMON to
BASIC. The DOS wedge will only be restored if the MONITOR and X
commands are used, however.

MEMDRIVE "shft M"

This command will read the disk drive memory in full pages
into the computer memory starting at the current buffer, if wvalid
for reading. The default drive pages are 00 thru 07, the only
RAM in the 1541 drive. The page numbers (high byte of address)
may be entered at the blinking cursor and accepted by hitting
{RETURN). <{STOP) will abort the command.

The 6522 VIA registers are at 1800 to 180F and 1C0O0 to 1COF,
with images appearing from 1800 to 1FFF. The ROM appears from
CO00 to FFFF. Other disk drives may have different addresses.

PRINTER ‘"ctrl P"

If a VIC 1515 or 1525 compatible printer is connected, a
screen dump may be obtained of the command screen by using "ctrl
P" (RETURN). The BAM, COMMAND, DISASSEM, SEARCH, and VERIFY
screens can be printed using just "ctrl P". The HELP and CONVERT
screens can't be printed. If the printer is not connected, a
DEVICE NOT PRESENT error will occur - press any key to remove the
message. If the printer is connected, but not properly
initialized, Peek A Byte may "hang". If this happens, press
{STOP) and <{RESTORE) and reset the printer. This problem usually
only occurs when using an emulator interface and the printer has
been turned on after the computer (check the procedure in your
manual).

18
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Peek A Byte sends PETASCII characters to the printer and
uses graphics mode for the quote character. Emulators may not
correctly print the graphics characters or character spacing,
thereby producing a funny output. Also, if the printer is a VIC,
a few graphics characters are not identical to those on the C-64
screen. The default printer parameters which are user setable
from Peek A Byte are listed below with the memory location.

Unit 02EO0 04
Secondary Address 02E1 07
Margin spaces 02E2 OA

CBM Printer Flag 02E3 00

The secondary address is normally used for cursor down mode. If
transparent mode to a non-CBM printer is desired, the proper
secondary address should be put in 02El, the flag at O2E3 set to
80, and the computer put into cursor down mode. Only standard
ASCII characters will be sent to the printer, no graphics
characters or commands. The printout will have upper and
lowercase letters reversed and some other characters may be
different from the screen. These parameters must be reentered if
Peek A Byte 1is restarted.

{STOP) will terminate printing, however, the printer buffer
may still contain characters.

The PRINTER command may be executed from Basic by using:
SYS 49158

The parameters must be set as in Peek A Byte and the printer MUST
be connected, otherwise the program will hang and the computer
must be reset.

SEARCH "ctrl S" or {HOME)

Peek A Byte will search the memory from 0000 thru FFFF with
the BASIC and Kernal ROMs and I/0 selected. The number of
characters to be searched for is entered at 2F0, byte FO of
buffer 0200. The search string starts at byte Fl of buffer 0200.
The number should be entered in HEX while the string may be
entered either in HEX or ASCII mode. Buffer 0200 contains the
normal BASIC input buffer. If you've just entered Peek A Byte
from BASIC you'll see the tokenized command at 200 for SYS 49152,

The search command is "ctrl S" (RETURN) or {HOME) <{RETURN).
All locations will be printed to the screen. The listing will
pause at the bottom to allow either examination or printing of
the memory addresses. To print the screen, type "ctrl P". To
abort the search command before finishing the search, use the
{STOP) key.
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As an example, enter at 2F0 the value 05 for the number of
characters and in ASCII, the word BASIC starting at 2Fl. Press
{HOME) {RETURN). The addresses that should appear are

O2F1 AOQOO7 E461 E48B
Examine these locations using the commands that you've learned.

A second example is to search for the address of CHROUT, the v
Kernal print routine, at FFD2. At 2F0 enter 02 D2 FF and use the
search command (addresses are almost always low byte, high byte).

UN-NEW "g"

A Basic program which has been lost by using the Basic NEW
command can be recovered using "U" {RETURN). This resets the
line 1link at 0801 (or different start of Basic if changed) and
the start of BASIC variables pointer at 002D. The pointers will
be reset properly only if the NEW command was used and the
program was not overwritten. If the computer was reset, the
start of the Basic program must be 0801 as determined by the
pointer at 002B.
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VERIFY1 A

This command reads each sector on a disk starting with the
displayed track. A checksum is computed and stored by the
computer for each sector for use in comparisons between disks.
The sectors are compared to the current buffer displayed. The
VERIFY display format is the same as for the BAM except that a
period (.) means that the sector checksums are the same and
asterisk (*) means they are different.

The VERIFY command may be aborted by pressing (STOP). Any
other key will temporarily halt the program and restart it if
pressed again. A printer dump can be obtained by pressing "ctrl
P" assuming the printer is connected.

The VERIFY command is very fast because the sectors are read
in a staggered order and because the checksum is computed in the
disk drive. For this reason it will not work with a non-1541
drive. A "*" will always be reported for that comparison. If a
read error occurs, the last digit of the error code will be
displayed on the screen instead for any drive. A read error will
cause the drive head to reset, therefore disks with extensive
errors should not be checked using this command.

VERIFY2 "ctrl V"

This command is used to check a second disk against the
checksums stored for the first disk. The second disk's checksums
are not stored, allowing many disks to be checked against the
original. See the section on checksums for a discussion of their
limitations.
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ADVANCED USER'S GUIDE

The author originally wrote Peek A Byte for the purpose of
reconstructing a "blown" directory on the only disk owned at that
time. The culprit was the 1541 save with replace command, which
didn't always work properly. A blown directory can also result
if two disks are formatted with the same ID and a file is saved
to one disk after the other has been read by the disk drive. A
full backup with a different ID, maybe two backups, is now made
of every disk the author creates - this is just good practice.
Also, a write protect tab is good practice, except when
specifically writing to the disk. Hopefully, if you follow this
advice, you won't HAVE to use Peek A Byte. You can spend your
time learning about the computer and disk drive.

The best advanced use of Peek A Byte is to fix disks that
have had a few bytes of data scrambled on them. Two sectors may
be compared from different disks by direct examination after
using the VERIFY functions or checksum in the upper right corner.
Alternately, the data on a sector may be disassembled or
displayed to determine if it makes sense and corrected if it
doesn't. Corrections may be rewritten to the disk.

The Checksum

The checksum is designed to check for differences of one or
two bytes or for two characters which have been transposed. That
two checksums are the same does not guarantee that the buffers
examined are the same. Changes of several bytes can result in an
identical checksum. Try filling a buffer with all Ol's or 03's
and the checksum will still be 0000. Use the checksum as a tool,
not as the only test.

Blown disks

A disk with a blown directory may be reconstructed by
scanning the disk and using the file follower command "shft +" to
load in what appear to be files. When the start track and sector
and length have been determined along with the file type, a
directory entry can be edited into a buffer and written to the
disk when complete. A direct backup disk should be used to avoid
further loss of data. The BAM can then be recreated using the
1541 Validate command (except random files).

If a sector sometimes gives an error when read, it is
usually possible to read the sector until read correctly and to
then write it back to the disk. This works if the disk
formatting is OK but the data was written with a drive which was
misaligned. If a large number of sectors have occasional read
errors, then a full disk backup should be made with a disk copy
program such as J. Butterfield's Copyall or 1541 Backup or one of
the many commercially available programs.
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Copy Protection

The author of this program does not believe that utilities
such as Peek A Byte should be copy protected. Quantum Software
has kept the purchase price of Peek A Byte low to encourage
purchasing. Also, the Peek A Byte program and its documentation
are copyrighted and copying is illegal for any reason other than
a backup copy for the use of the purchaser.

With that said, it is obvious that Peek A Byte can be used
to either protect or remove protection from some programs.
Illegal BAM or directory entries can effect some protection and
can be both read and written using Peek A Byte. The disk errors
written to a protected disk can be determined using Peek A Byte
by scanning the disk using one of the read commands. However,
Peek A Byte has no provision for writing errors to the disk. (In
fact, some of those T'"error" sectors actually contain data that
can't normally be read by the 1541 drive.)

Peek A Byte can be used to read normally formatted data from
any sector on a disk, disassemble it, and modify it to remove
copy protection routines. Care should be exercised, however,
since it is certainly possible to overwrite data on a disk sector
and make the program unusable. It is beyond the scope of this
manual to discuss how to trace such copy protection routines.

A few aspects of disk copy protection can be determined or
changed using Peek A Byte and the MEMDRIVE function. The actual
disk ID of a track is stored at 1541 drive locations 0016 and
0017, whereas the BAM ID is at 0012 and 0013. If these do not
match, a disk ID error occurs. A short Basic program using the
M-W command can be used to change the ID at 0012 and 0013 to
match that read off the track. Peek A Byte may then be able to
read that sector's data.

Software write protection of a disk is done by changing byte
02 of the BAM sector on track 12 from a 41 to something else,
usually a 0l which is the code for CBM drive 2040 or 3040 format.
This may also prevent a copy of the disk from being made. A
short BASIC command can be used to change the code in the disk
drive after the protected BAM sector is read. Exit Peek A Byte
and enter in direct mode:

OPEN15,8,15:PRINT#15,"M-W"CHR$(1)CHR$(1)CHRS$(1)CHR$(65) : CLOSE15

Reenter Peek A Byte and change byte 02 of the BAM sector to 41
and rewrite the sector. DO THIS ON A BACKUP COPY FIRST!

Additional tips and programs concerning copy protection will

be made available in the future to registered purchasers at
nominal charge if interest and demand warrant.
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DISPLAY MODES:
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A - Toggle between HEX (H) and Character mode
Z - Toggle between PETASCII (A) and Screen (S) Characters
X - Toggle between Inverse (I) and Normal (N) Characters

PARAMETERS:

ctrl
ctrl

W RON]

D
U

Track:
Sector:
Buffer:
Drive:
Unit:

input track value

input sector value

input memory page value

toggle between 0 and 1 (only dual drives)
toggle between 8 and 9 drive unit

Note: All parameters require a {CR) to complete command

READ

shft
shft
shft
shft
shft

R

[
]

+

AND WRITE COMMANDS:

Read
Read
Read
Read
Read
Read

current sector into current buffer
previous sector into previous buffer
next sector into next buffer
previous sector into current buffer
next sector into current buffer

next sector in file into next buffer

Note: All read and write commands require <CR> or {(RETURN)

ctrl A - Auto: Continuous reading - use prior to shft Read
commands

W - Write current buffer

SECTOR AND BUFFER COMMANDS:

Crsr
Crsr
Crsr
Crsr

+ we 0s o~

AN O T i =l

Decrement
Increment
Decrement
Increment
Next file

sector and
sector and
sector
sector
sector and

Previous file sector

Decrement
Increment
Decrement
Increment

sector and
sector and
buffer
buffer

to current sector

buffer
buffer

increment buffer
and decrement buffer

buffer - repeats
buffer - repeats
- repeats
— repeats
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ctrl

ctrl

ctrl

shft
ctrl

{sTo
ctrl

ctrl
shft

P

nWovvR R4 QQmmMmuow

U
A%

v
$
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BAM display of current buffer

Convert between hex and decimal

Disassemble starting at current buffer

Edit Mode

Fill buffer with specified HEX value

Fill buffer with 00 to FF

Goto - Edit command with crsr keys locked out
Goto cursor edit location - only effective in Edit
or Goto mode

HELP, I need somebody, HELP ...

Jump to address specified by user - vector at 32E
Monitor - jumps to address specified by the BRK
vector

Memdrive - reads specified disk drive memory pages
Print screen to printer

Quit to BASIC

Abort Command

Search or hunt for string located at $2F1l.

Number of characters in HEX at $2FO0

Un-new recovers Basic programs lost due to NEW
Verifyl - stores disk checksums and compares to
buffer

Verify2 - compare 2nd disk to lst

Directory sectors loaded into buffers

Note: All commands require {CR) except BAM and Disassemble.
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MEMORY MAP

A limited memory map is provided to assist the advanced user
in maintaining compatiblity with Basic, monitor, or ML programs.
Basic system memory locations, if used, must be restored by the
user so that Basic will operate correctly.

0 Page Locations

02 Character mode
39 Temp
3A "
3F "
40 "
45 "
46 "
FB "
FC n
FD "
FE "

most Kernal variables
Page 200 Locations

2E0 Printer Unit #

2E1 Printer Secondary address

2E2 Printer Margin spaces

2E3 Printer Flag - 00 for CBM, 80 for ASCII only
2E4 Edit Flag - FF allows extended edit

2F0 Search string length |
2F1-2FF Search string beginning - upto fifteen values

Page 300 Locations

All of page 3 is reserved for Peek A Byte variables.
Sprites normally stored here will be overwritten.

Screen 400 - 7FF

Sprite pointers normally stored from 7E8 - 7FF are erased by
Peek A Byte.

Locations 800 - 9FFF

This space may be used for user supplied Basic or ML
programs. If data is read into the computer from either disk or
the drive, this is where it is stored. The user is responsible
for ensuring any such programs are not overwritten when using
Peek A Byte.
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Locations AOOO - FFFF

This space is reserved for the Peek A Byte program, much of
which is stored in RAM under the ROM. NO Pokes or other changes
should be made in this memory range. Exceptions are as follows:

Locations CCO0 - CFFF

User supplied routines, such as the DOS or C-64 wedge, which
run independently of Peek A Byte may be used here. Load the
routine after Peek A Byte and use SYS 49155 to store it. Peek A
Byte uses the same memory locations and will copy itself here and
move the user routine back when exited.

Locations DOOO - DFFF
The user may use the normal I/0 registers in this range as
long as it does not alter the Basic and Kernal operating system.

Peek A Byte will reset other values, such as color, when
restarted.

27



DEC

AR el bl ol ol el el el ol Y O o BN o AW I ORIV (R ]

LA RN U U R DIVU I CO OV LR Bl ]

e

[IVE SR
Fo GO N

r
n

27

HIGH DEC

)
25
a1
Pt
16924
1259
1536
172z
26048
2ma4
2564
£ole
3072
3328
3384
3548
409¢
4352
4E03
4564
3126

wan
)
-4
M

AR
'

NP T SN e AT e LT e Q0T
I R O Yl PSRl o8 N gLl N Y N8 U V)
QM TR QPN MG & W TR F QN

DWW 0002 QY 0D N T Ty O LN

3954

1az4a
16455
187352
11683
11264
11524
11776
1z2a32
12283
12544
12360
1Z2R56
13312
12565
13824
14930
143236
14332

BINARY

D
RUERN
=
=

G

RN
!

R NN
[l S )

[
= G
[l

Ll ol el e ol el S M N A AR O

=
=
[ex
1,

Dy

R
R
<
2!
<
Y

R = DY s = (S

o S ) s = s (5
Dol e U O o B M I

OROEE & @
QDA RSO A AR R
QOO oSG

SIS RSSO XD
[x%
=
[\
—
—
—
—

000816000
Q98616661
aEglenls
gaa1eo1 1
8ee108106
BpB1alal
poalol1n
bBas1a11l
Baa11609
9a31160]
oae1161a
Apg116811
Baall160

o
0
—
—
—

1SS X
o WA
-
o) = -
) - -
1) e s

AQE

801986091
Ba1anB16
8160611
Be 1686160
B9188191
go1va11a
aa1a6111
ap191a60
8810169]
Balaelalp
BB181911
Be16511049
gp1a11a1
ga1o111a
Be161111
40116664
aalleaal
08118610
gE116611
Ba11a1600
ao11a1a1
BR118116
Bu11a111
89111609
Ap1118a1
vB111610
89111611
ae111166
BB111191

Gl
A}

UP
ASCII SCN

2

A

E

c

I

A E
F

L

: H
T 1
J

K

L

M

2 H
]

P

! ]
) R
e 5
T T
U

Y

W

%

Y

[

: £
" ]
i t
- &
! !
# #
E: $
P %
& &
( ¢
) )
+ +
4 2
/ /
5 @
1 1
2 2
3 3
4 4
5 5
€ €
7 7
g 8
3 3
; ;
< <
” >
A? '? "

Peek A Byte 64 Manual
Copyright 1984 Slaymaker

ASCII SCN

=2 =3 ]

R g o)

[{

I " NXNWB®

RO NTAR W= ®N\

AN M-

DOWN

T2aMANY X EC ST TAT OS2I~ TONdLNTw D

s v~ "N a®

WVWONMTARQONAOIRN .

BURVE AR

BASIC TOKEN



HEX
$40A
$41
$42
$43
$44
$45
¥46
$47
%43
$49
#4A
$4B
$4C
340
#4E
$4F
$50
$51
52
£33
$54
$35
$36
$57
$58
$59
$5A
$5B
$5C
%50
$5E
F5F
$E9
$51
$52
353
$54
365
356
357
$53
59
$EA
$5B
$EC
$6D
36E
36F
%79
%71
$72
373
74
75
¥76
¥77
%78
$79
$7A
$7B
$7C
%70
37E
$7F

DEC
54
65
£

AVl ea RS R e VR B S RN SVl WOR VOl TRV R a W B OO U AN RS U O |

MO NN NI T

(ANaRVaR¥e]
N - G

AL
SR N

'

L¥u]
@

111

b b ph b ek peb ek b ek ek bk ek ek b b

PO TR P T [ P PR TR i s s b 1 e e
ST R QR = S WO~ TR 6P

HIGH DEC

16384
16540
165365
17152
174653
176E4
179208
18176
12432
luﬁon
18244

132@@
144

20736
28992
21248
21504
21769
22@16
22272

¢£928

I

2 oF
23848
23296
23352
23203
240664
24328
243575
248352
22388
25344
23688
253855
26112
26368
26524
25880
2713

27392
27543
27264
28188
284145

Sarze
39376
31232
31488
31744
32869

32256

32518

BINARY
A1 980656

219va65]
A1pea01a
a180aa1 1
310601604
Bloaa161
Blppalln
g1000111
a1a81600
81001661
A1ealole
P1001611
A1pv116@
a18601101
alopiila
01961111
016818668
B1610661
a1910016
81916611
B1o1a166
81613161
g18168114
glaialll
81811860
a19116891
g1ol1a1@
v1p11i11
Bi1o111660
81611101
aie1111e
g1g11111
811266064
a11e666a1
a1168610
81188011
01190166
alloa1gl
al1aa1ie
ai1ea111
Bl1101009
Alio1agl
811416148
a1191611
a11a1100
g1191161
alr1e111e
a11a1111
g111089a
811168981
Bli1aale
B1116611
B111a108
B1110161
A1i1a11y
f1116111
@1111666
911116861
ﬁ111191u

—-
— N5

UP
ASCII SCN
@ -
A n
E |
o -
o -
E —
F -
G |
H |
I -~
J ~
K /
L L
M Y
H s
0 r
F T
P} ®
F -
S v
T |
U ¢
Y b4
W o
@ #
b4 |
z 4
C +
£ %
] |
T f
LS h |
L ]
| -
- |
- %
| |
| “
. r
. |
) F
L n
'.,..' L
e |
r -
7 r
' o
- -+
L] 4
] |
¢ 1
# |
o -
# -
| -
+ .|
+ u
:l.(: L]
¢ ;
ﬂ [ ]
- ']

29

Peek A Byte 64 Manual
Copyright 1984 Slaymaker

DOWN
ASCII SCN
@
3
b
[
d
&
f
9

=

TOIZIrRC=IOTNMMEOoOWD | taaumMPNEXEICNMTOTQTTI —X <ome

H—HLINCXECCCHOMIT O

-
24

ZH = FNICXESLSCTCHONDROVOZITIrAG~IQTNMMouOD |

lem ™ T A4 Fal 4 re 3 T

"L u=xX1 i

BASIC TOKEN



HEX

$50
$31
$82
$53
$54
$55
$86
$37
$33
$89
$3A
$3B
$5C
38D
$5E
$EF
330
$31
$32
$53
$34
$35
$36
$97
$58
$39
$3A
$9B
$3C
$3D
$5E
$9F
$AE
$A1
A2
$A3
$A4
$AS
$A6
$A7
$A3
$AY
$AA
$AE
FAC
$AD
$AE
$AF
B0
$B1
$E2
$B3
$E4
$BS
$EG
$E7
$E3
$E9
$EF
$EC
$ED
$EE
$EF

DEC

125
129
13
131
132
133
1324
135
135
14(
13
139
148
141
142
143
144
145
146
147
142
143
156
131
152
153
154
135
155
157
158
159
166
161
162
163
164
165
166
167
168
163
17@
171
172
173
174
173
176
177
173
179
18@
a1

182

123

—
L0 Q0 Q) 00 QD (Q Q0 O
RN~ MA AL

— A s

Y

HIGH DEC

327s8
33024
.qmaﬁ
33536
33792
34043
34364
34569
3481¢%
35872
35328
35584
35E4i
36096
36352
36685
36264
37121
37376
37632
373883
38144
33466
326556
38912
33168
3942
39688
239335
40152
40448
4704
433568
41216
41472
41728
41924
422448
42496
42752
43005
43264
43528
43776
44073
44255
44544
445006
45055
45312
45555
45324
45028
46335
4559
463458
47164
47260
47516
47272
43125
48384
2640
|Q'_

Dl g '}

BINARY

16886560
16800001
18020018
166806311
15998169
18966101
166000118
16600111
180010663
18981601
18861919
lavainll
19981166
16001161
1660111109
180881111
168168609
16016061
16819019
10010911
1eo10166
16810101
16310114
1818111
19611664
10911661
1eg1161s
18811611
16681116006
16911181
16811118
18611111
181806060
18186681
19168218
18188611
10108106
18109161
18168110
18188111
19131664
16161681
18101019
18181611
16181164
191611061
1aiga111e
18181111
16118804
16118661
1011868168
19116611
18116160
lat1a1a1
15116811@
181148111
18111668
16111601
18111818
18111611
1ﬁ11119ﬁ

N
1o S
—_—
——

1
1
1

—_ .
=
— e

UP

ASCII SCN
o}

] Hi
13

|

i

n E |
= a
] | 5l
n H
a "
Y M
d K |
» |
- il
] H
n

[ | |
9! i
L A
3 =
n n
[ Al
] V]
! L
il A
nl 7]
a =
H n
E | ]
]| ]
n ]
(% =
n

1 [}
™ "]
- il
- |
| “
% "
I ]
4 |
r a
| b
F H |
. ]
L -
- |
- 7]
r 5
-+ 1]
- ]
| )
| 2
i #
| |
- M
= )
- &
N B
. ;]
* “
-4 32
. U]
" [

30

Peek A Byte 64 Manual
Copyright 1984 Slaymaker

DOWN

ASCII SCN
o

1 3]
|

=

=l

a 2

a i
5| z
H a
" i
]| 1]
] q
n ] ]
il o
H] i
)

d 2
) H|
| |
| a
" |
] n
/] /|
gl m
A A
7| A
| ra
H [ ]

a H
[]] ]}
» 111
& a
n

1 n
- "
- il
- i
! A
& |
| "
% ¢ |
7 1]
| 13
F H-|
] n
L =
| [, |
- u
r 1|
- n
T q
- |
] 4|
| 1
| |
- rd
- A
- |
v | |
. L, |
* N
4 a
" L]
“n [/}

BASIC TOKEN

END
FOR
HEXAT
DATA
IHPUT#
IMPUT
DIM
READ
LET
GOT0
RUM

IF
RESTORE
GOsSUB
RETURN
REM
STOP
OH
WARIT
LOARD
SAYE
YERIFY
DEF
POKE
FRINT#
FRIMT
COMNT
LIST
CLF
CHD

P g
aTa

OFEH
CLOSE
GET
MEW
TAEY
T0
FH
SPICC
THEHM
HOT
STEP
+

oD -\ % |
=

A=

[CRaN | L

GH

-
-~
=
=

-

USE
FRE
FOS
SQF
RHD
LOG
EXF
Cos
SIH

o)
o]
&)



HEX

$CO
$C1
$Cz
3C3
$C4
$CS
$CH
3C7
$C3
$C9
$CH
$CB
$CC
$CD
$CE
$CF
E3105)
$01
302
$D3
$D4
$D5S
$D6
$D7
$D3
309
$DA
$0B
$0C
$DD
$DE
$DF
$EQ
$E1
$E2
$E3
3E4
$ES
$E6
3E7
$E8
$E9
$ER
$EB
$EC
$ED
$EE
$EF
$FQ
TF1
$F2
3F3
$F4
$FS
$F6
$F7
$F8
$F9
3FA
$FB
$FC
$FD
$FE
$FF

DEC

132
133
134
1335
136
197
198
133
289
201
262
203
204
205
266
267
2a3
209
218
211
21e
213
214
215
216
217
218
219
229
221
22

i

gas
224
225
226
227
223
223
230
231
232
233
234
2Sb
237
ﬁ;a
239
248
241
242
2473
244
245
246
247
245
249
256

51
252
2973
254
295

HIGH DEC

42152
42468
49664
439520
29176
50432
56588
90544
31264
914565
51712
51368
52224
52459

52736
52932
=4£4d
53504
5a7ea
54816
S42ve
543528
54734
956840

092596

55552

35803
SEDE4
56326
DES?H
56832
5793
57344
b g Y5 1]
57856
98112
58363
3624
588808
59135
59392
59544
59964
6Ra150
50416
6672
60323
61184
51440
61595

54886
64256
4312
64758
53824
65280

BINARY

1106666049
119808801
110600149
11829011
118691006
1168686161
118608116
110008111
11681600
11881601
118810619
11081611
11601108
116811061
11661110
11681111
116168960
11016061
110166814
11818011
116810109
11918101
119169119
11919111
11611600
118116861
118116106
118110811
11811166
11911181
116811118
11911111
11106066
111090801
11168816
1116680811
11168164
111968161
11188114

1@111U
g1111
1a86a
168661

1
11
11
11
11
11
11
11
11
1110111
11
11
11
11
11
11
11
11

UP
ASCII SCN
- =
L w
| n
- ]
- ]
- n
- =
| | |
| ||
5 A
. P+
) d
L | |
A a3
/ %
r [
h n
[ ] 1
- |
¢ |
| | |
P [
X [«
0 D
# i
| nl
¢ 0
+ H
H |
| [ ]]
ﬂ HT|
h | | %

[ |

1 1
- -
- n
_ ]
| [ |
% #%
| [ |

% 2
4 A
| |

F H
X r
L [ H
1 h
- | |
r
-+ -
-+ H
.| H |
| [ |
| |
| |

- n
- [ ]
- -
| n
. 1
. [
e - |
. o
b "

31

Peek A Byte 64 Manual
Copyright 1984 Slaymaker

DOWN
ASCII SCN
A Hi
B 13
C ) |
D U]
E |
F H]
G 5|
H :
I "
J {]]
K “
L |
M il
H A
0 )|
P Pl
G )
R 4
s #
T ]
U Al
Y [/l
0 f
% ]
Y ¢l
Z |
+ H
% 4
| [ ]|
H -
# #

n
1 1
- -
- n
- |
| [ |
# #
| [ |
# -
% %
| |
F n
. r
L B
9 |
- n
r ]
- -
T Hi
.| H|
| |
| |
| |
- n
- [ ]
- -
v |
. b |
. [ ™
e H ]
. d
o T

BASIC TOKEN

TAH
ATH
PEEK
LEN
5TR#
VAL
ASC
CHES$
LEFTS$
RIGHTS
MID$









