Table 3-7

Prompt characters

Prompt
character

Program requesting
input

?

62

User’s BASIC program
(NPUT statement)

Applesoft BASIC
(Appendix D)

Integer BASIC
(Appendix D)

Firmware Monitor
(Chapter 5)

GETLN input subroutine

Programs often need strings of characters as input. While it is
possible to call RDKEY repeatedly to get several characters from
the keyboard, there is a more powerful subroutine you can use. This
routine is named GETLN, which stands for get line, and it starts at
location $FD6A. Using repeated calls to RDKEY, GETLN accepts
characters from the standard input subroutine—usually
KEYIN—and puts them into the input buffer located in the memory
page from $200 to $2FF. GETLN also provides the user with on-
screen editing and control features, described in the next section,
“Editing With GETLN.”

The first thing GETLN does when you call it is display a prompting
character, called simply a prompt. The prompt indicates to the
user that the program is waiting for input. Different programs use
different prompt characters, helping to remind the user which
program is requesting the input. For example, an INPUT statement
in a BASIC program displays a question mark (?) as a prompt. The
prompt characters used by the different programs on the Apple Ile
are shown in Table 3-7.

GETLN uses the character stored at memory location 51
(hexadecimal $33) as the prompt character. In an assembly-
language program, you can change the prompt to any character you
wish. In BASIC, changing the prompt character has no effect,
because both BASIC interpreters and the Monitor restore it each
time they request input from the user.

As you type the character string, GETLN sends each character to the
standard output routine—normally COUT1—which displays it at the
previous cursor position and puts the cursor at the next available
position on the display, usually immediately to the right. As the
cursor travels across the display, it indicates the position where the
next character will be displayed.

GETLN stores the characters in its buffer, starting at memory
location $200 and using the X register to index the buffer. GETLN
continues to accept and display characters until you press Return;
then it clears the remainder of the line the cursor is on, stores the
carriage-return code in the buffer, sends the carriage-return code to
the display, and returns to the calling program.
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