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A Look at the Past

by Mark Androvich

Nolan Bushnell founded Atari in 1972 with $500 and started the videogame
craze with a simple black and white game called Pong. Four years later, Atari
was sold to Warner Communications for 28 million dollars. By 1982, Atari had
become a two-billion-dollar-a-year company—the fastest growing company in
the history of America. At their peak, Atari controlled 80 percent of the

- videogame market. Today, Atari presents no challenge to the Nintendo and Sega
domination of the market.

The Atari VideoComputer System, laterknown as the 2600, was introduced
to the world in 1977. Unlike the videogames of its day, the 2600 was
programmable. Instead of playing only one or two games, it could play as many
as Atari could eventually produce. Sales were slow at first, as the unit was fairly
expensive. Early game programs consisted of graphically-simple driving games,
target games, and sports simulations. Many were home versions of black-and-
white arcade games. When Space Invaders became the first arcade game
sensation, Atari scored big by licensing it for the 2600. Thus began the practice
of licensing popular coin-ops for home versions. By 1979, the Atari 2600 VCS
had caught on big with the public.

Meanwhile, a group of former Atari programmers left the company to form
Activision—the first third-party videogame company. Atariresisted at first, but
then realized that consumers would have to buy a 2600 VCS in order to play
Activision games. If Activision games became popular, Atari would see
increased sales. Unfortunately, Atari made no attempt to control the number of
companies entering the market. Dozens of companies—many with simplistic
and unoriginal games—jumped on the bandwagon. Many of these companies
did not meet the profits they were expecting. The companies began to drop out
of the market, selling their inventories at incredibly low prices. Consumers
stopped buying expensive games, as they could buy several cheaper ones
instead. Games could be purchased at discount prices if they waited long
enough. Consumers who continued to buy games at $40 stopped when the same
game was selling for under $20 a few months later.

Atari had been quite successful in licensing coin-op games for home
versions. Many of the arcade hits of the time were produced by Atari’s coin-op
division already, thus making it easier to create 2600 versions. Original games
were still being produced, but there were few. As Christmas 1982 approached,
Atari was banking heavily on E.T. and Raiders of the Lost Ark—two
videogames based on highly successful movies. This time, the licensing failed.
People loved the movies, but they didn’tlove the games. Raiders of the Lost Atk
required two joysticks and was too complex for many people. E.T. lacked the
quality that made the movie the most successful film of all-time. Both games
failed miserably. Atari lost money, most of its competitors went out of business,
and the videogame market crashed. Although Atari continued to produce home
versions of coin-op favorites, arcade games began to utilize advanced graphics.
The 2600 did not have the memory necessary toplay the new, more sophisticated
arcade games. To be continued in issue #13 JIL

Issue Number 12

PVYV Resurfaces

by Tim Duarte

Many people complained about Pleasant Valley
Video’s slow service. I even wrote some harsh,
negative comments about PVV inissue #6.1shouldn’t
have done this and offer my apologies to Jim Redd.
I was wrong to say Jim is a crook just because it took
three months toreceive my order. During that period,
Ilacked the information and facts. Owner Jim Redd
claimed that his half-page mention in the March
1991 issue of VG&CE magazine generated a large
amount of inquiries and orders. He explained that he
became very ill for a few months, and he was unable
to work. The inquiries kept coming in and began to
pile up. According to Jim, everyone should have
received their orders by now and the business is back
to normal operation,

PVV remains a great source for obtaining some
of those hard-to-find games. Jim has some never-
before-heard-of 2600 game ROM chips. The chips
are in PAL format, and do not have a casing. Still,
fans may want to “build their own cases” and add
these games to their collections. The games are A
Miysterious Thief, Missile Attack, Wolf Fighting,
Ski Runner, Brick Kick, Treasure Island, Clown
Down Town, Panda Chase, Fireball Spinner, UFO
Patrol, and others. Contact Jim at (513) 787-3682
for more details.

SURVEY

Please answer the following questions on a postcard.
Your input in this survey is very important. Plus, by
taking the survey, you qualify to win a free game:
Demons to Diamonds (by Atari).

1. What is your favorite game for the 2600?

2. How many 2600 games do you own?

3. What changes would you like to see in this
newsletter? How can it be better?

4. Are you for or against an increase in pages?
This would probably mean a price increase.

2600 Connection Survey
PO Box 3993
Westport, MA 02790

In this issue: An Interview with David Crane, Programming the 2600: Part 2, The Third Annual Mail Order Guide
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Dear Editor: Irecently read about The 2600
Connection in AtariUser magazine. I think
the concept of your club is very good,
especially since the demise of Atari’s own
Autarian Club three years ago. How much
are the dues and/or subscription fee? How
many people are in the club? I have a
number of new (condition wise) 2600 games
that I want to sell. What is the cost to
advertise in the newsletter?
—Jeremy Wilburne

7755 El Modena Ave.

Elverta, CA 95626

Believe it or not, the 2600 market is still
alive. It may be a small market compared to
Nintendo and Sega, but there are a lot of
people stillinterested in the 2600. After all,
it was once the most popular system years
ago. The 2600 Connection is a newsletter-
based user group, or “club.” There are
currently 150 subscribers. Subscriptions
are available for $6 (more info on page 7).
Readers can place a classified ad for $1.

Dear Editor: The interview with Warren
Robinett was very interesting. I told you
there was no wizard in Adventure! (see
issue 5, page 2) I really love The 2600
Connection. The only change I would like
to see would be an increase in pages, even
ifitmeantanincrease in price. After all, this
is the only source of 2600 information I
have these days.

Regarding the games you listed by
Fox,Idon’tknow if The Fall Guy was ever
released for the 2600. It was released for
Colecovision/Adam. It’s a very rare cart,
but has been widely duplicated on tape and
disk for the Adam. The game uses Coleco’s
driving controller and is pretty good.
—David Allen

P.O.Box 72
Rockland, ME 04841

Thanks for your suggestion and the
information on Fox games, David.
Apparently, a2600 version of The Fall Guy
was never made.

There is a possibility for an either an
increase inthe number of pages or a switch
to 12 issues per year (monthly) instead of
six. Readers, please take the survey on the
first page so we can determine what you
would like to see happen in the future.

News & Notes

Journalists Arnie Katz, Bill Kunkel, and Joyce Worley have left the staff of Video Games
and Computer Entertainment magazine to form their own magazine, Electronic Games. Yes,
they received the rights to use the same name as the great magazine of the 1980s. “It’s the
revival of the spirit of the old EG, but a lot of time has passed. We want to try new things,”
stated Katz in arecent phone conversation. The monthly magazine, due to hit the newstands
during the first week of September, will cover all platforms and is targeted for the high
school level and up. Look for a review of The 2600 Connection in the first issue’s Fandom
Central, EG’s column for videogame fanzines.

Discovery: Werner Bleys, our source from Belgium, sent
Fatal Run (CX26162), another Atari game that wasn't
released in the U.S. The player must race to deliver a
radiation vaccine, while henchmen try to knock your car
off the road. Shoot the enemies as you drive to find a
rocket that can be launched to counteract the radition and
savethe world. In future issues, look for more Discoveries.
Another additional column, "The 2600 Treasure Chest,"
will spotlight outstanding games for your 2600. Treasure
Chest debuts next issue.

Atari has moved their Customer Relations and Ordering
department back to Sunnyvale, CA. The new address and

telephone number can be found on page 3.
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Dear Editor: I have a few comments about
aletter you answered in issue 7. Regarding
Imagic’sBeauty and the Beast for the 2600
in “How to Win at Home Video Games,” I
have that issue and it was published by
Joystik magazine. Joystik, along with a few
other videogame magazines, was notorious
for creating game reviews from press
releases. In one issue, they review a game
for the 2600, informing the reader that
some functions of the game are accessed
from the “lower action button” on the
controller. I often wanted to write a letter to
them, requesting that they show me exactly
where this button might be! The only
magazine I ever trusted for reviews was
Electronic Games. I have a near-complete
collection, and I have never seen Beauty
and the Beast reviewed for the 2600. These
dubious reviews in Joystik and other
magazines werealways acause of confusion
to collectors, myself included.

—Greg Bendokus

RD #1 52A
Nesquehoning, PA 18240

As stated in issue #7, a 2600 version of
Beauty and the Beast was probably in the
works, but never completed. It is highly
doubiful that the game was officially
released for the 2600. Perhaps we can
track down an Imagic programmer and ask
about this. Yes, Electronic Games was the
leading magazine and the favorite of many,
including yours truly.

Russ Perry Jr. has informed me that The
Challenge of Nexar in Cartridge List #10:
Fox Games was originally planned to be a
Fox game. The programmer, David Lubar,
left Fox and joined Spectravision, releasing
the game under their label.

Scott Stilphen noted the omission of
Gremlins (by Atari) inissue#11°s “Games
Based on Movies.” The Last Starfighter
is another, but Atari never released a 2600
version. A prototype may exist.

Dominick Roman wrote in to tell us
Revenge of the Beefsteak Tomatoes (by
Fox) is not based on a movie of the same
name. It’sbased on the two B-movies Attack
of the Killer Tomatoes and Return of the
Killer Tomatoes. A third movie, in which
the giant tomatoes invade Paris, is currently
in the works.
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The 3rd Annual
2600 Connection
Mail Order Guide

by Tim Duarte

The exhaustive search for places to
buy games for your 2600 is over—well, at
least for this year. Once again, I have
contacted numerous mail order companies.
Since most toy stores no longer sell 2600
games, mail order companies provide a
greatsource for finding games. If you prefer
to buy gamesin personand don'tlike dealing
with companies, then try going to yard
sales, flea markets, thrift shops, and
computer swap meets. The classified ads in
this newsletter have also been a reliable
method of obtaining games for your system.
However, some of the mail order companies
have impressive inventories and are worth
looking into. Call or write for a catalog and
see for yourself. Don't forget to mention
you heard about their mail order business

through The 2600 Connection.

( CONTEST WINNER )

Galen Komatsu of Pearl City, HI answered
lastissue's triviaquestion correctly. Toshihiro
Nishikado created the arcade version of Space
Invaders in 1978 for Taito. Galen's prize is
Space Jockey (by U.S. Games).

It's easier than ever to win this time; justtake
the survey on page 1. Our mailing address

Qppems on that page. J

‘Page 3

Order Department

Atari Corporation

1196 Borregas Ave.
Sunnyvale, CA 94089-1302
(408) 745-2000, (408) 745-2031

Atari-ville

113 S. Plant
Boerne, TX 78006
(512) 249-3024

Best Electronics

2021 The Alameda, Suite 290
San Jose, CA 95126-1127
(408) 243-6950*

Computer/Electronics Source
41-30 70th St.

Woodside, NY 11377-3952
(718) 426-9614

Games & More

953 W. Huron
Waterford, MI 48328
(313) 683-8555

Mars Merchandising
1041 E. St. Charles Rd.
Lombard, IL 60148-2059
(708) 627-7462

Pleasant Valley Video
8141 Pleasant Valley Rd.
Camden, OH 45311
(513) 787-3682

Starbase Atari Computers
2369 Austin Highway

San Antonio, TX 78218
(512) 590-7122

Telegames

Box 901

Lancaster, TX 75146
(214) 227-7694

(214) 218-5800**

Video 61

22735 Congo St., N.E.
Stacy, MN 55079
(612) 462-2500

* =send S.A.S.E. ; request 2600 list
*% = 24-hour order line

Let'snot forget the tried-and-true collectors.
Frank Polosky, Scott Stilphen, Al Backiel,
Jetf Adkins, Kevin Oleniacz, John Marcin,
Earl Carsner, Sam Twiford, Ron Milford,
myself, and others sell games. You can find
their addresses and phone numbers in the

classified ads of the current and back issues.JIL
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A Conversation with David Crane, Master of the 2600

Most videogame fans are familiar with the
name David Crane; he is a very popular
videogame designer. Today, David is a senior
designer for Absolute Entertainment. He is a
fascinating individual, and the probably the most
successful game designer of all time.

Q. Let’s talk about your newest game, Amazing
Tennis for the Super Nintendo.

DC: The Super NES provides hardware
capabilities that no other videogame system has
ever had. Thisisareal-perspective tennis game—
with pseudo-perspective displays. There have
been many tennis videogames over the years,
and most of them are glorified versions of Pong.
The games are masked with enhanced graphics
and sound effects. Amazing Tennis has a 3-D
display, with a camera perspective right behind
the player. You feel like you are on the screen.
I've been a tournament tennis player for years,
and that really helped with the persective.

Q.Howlong have youbeen working on Amazing
Tennis?

DC: I've been working on it since September
1991 and I'm bringing it all together now. It will
be available in October1992.

Q. What do you think of the Super NES?

DC: Every few years, the technology improves.
All the companies release bigger and better
systems. TheSuper Nintendo has some wonderful
hardware—a 3-D rotation scaling display
device—that allows enhanced graphics.

Q. What do you think of the potential of CD-
ROM games?

DC: CD-ROMs are an evolution, not a
revolution. There's nothing new about it. When
1 began designing games on the Atari 2600, the
biggest configuration for a game was 2K (2048
bytes). Amazing Tennis is one million bytes—
occupying asmuchspaceallowed ona cartridge
ROM.The games of today are bigger and better,
but a good game is a good game despite great
graphics.

CD-ROMs can store 5 or 600 million bytes
of data, but if there's only one megabyte (one
million bytes) of RAM in the videogame system,
there’s a constraint as far as the game ROM is
considered. CDs can store massive amounts of
data. We all know the high-quality that CDs
handle audio information. It can also store
picture images.

by Tim Duarte

Interms of game development, just because
the potential for large data storage on CDs is
available, this doesn’t mean that games will be
500 times bigger than they are now.

There’s an advantage because now there will
be more images, and sound effects, which will
be great for adventure-type games. But, the
biggerthe gameis, the harder it will be to build.

Q. How do you compare the design of a
videogame—then and now?

DC: Backwiththe 2600, the business was made
up of a handful of people. Game design and
programming were two separate tasks—mnany
peopledon’trealizethis. Onalight schedule, it
took me three to four months to complete a
gamebackthen.Today, it’s a group effort—the
work of others is compiled. With today’s
demands for games, you have video transfers,
studio musicians to play the game soundtrack,
and so on...

Q. I must commend you with your past work.
The games you created for the Atari 2600 were
mind-blowing back in the early 1980s. The
Activision games were fantastic. What was the
“magic” in these games?

DC: Activision had the top few game designers
in the industry—Al Miller, Bob Whitehead,
Larry Kaplan, and myself. We worked in a
single room together—in a closed, labaratory
environment. We had the knowledge and
technical expertise to create a good display on
the 2600. Our talents were not all the same, so
we played off of each others ideas and
capabilities. A game wasn’t complete until it
was good enough for everyone.

The Atari 2600 was designed to output two
moving tanks and two bullets—which were dots.
It was meant to play Tank and Pong, and that's
all. I remember one day when the designer of the
2600 display chip was standing behind me as |
was programming. He never envisioned all of the
things we were doing. When I programmed
Dragster, the moving object across the screen—
the dragster—was 32 times larger than a tank. It
moved across the screen with the same detail of
resolution.

Having an artistic eye helped, too. We tried
somethingswithcolors. The games had bordering
colorswith shadings—something that hadn’'tbeen
done.

Q. They made the other Atari 2600 games on the
market look inferior...

DC: At the CES shows, people would stop by the
Activision booth and ask, “Why do your games
look better?” This happened at the Winter 1992
CES show in Las Vegas. Some of Nintendo's
technical staff members stopped by the Absolute
booth and asked the same question. As they
previewed Amazing Tennis, they asked, “How
canyoudo this? You'remastering the Super NES
already, almost right out of the gate." We have
this “Activision capability” at Absolute.

Q. How did you get involved with Atari?

DC: I was playing tennis with Alan Miller, who
designed games for Atari at the time. He lived in
the same apartment complex as1 didinSunnyvale,
CA. I was designing chips for National
Semiconductor at the time. Al asked me if I
wanted to see the ad that Atariwas placing in the
newspaper. They were looking for game
designers, so I talked to Atari the next day, and
then I was in.

Q. What games did you design there?

DC: Thefirst gamewasOutlaw.Then, I designed
Slot Machine. I also did Canyon Bomber, too.
There was another popular coin-op game at the
time called Depth Charge. I put both Canyon
Bomber and Depth Charge into the 2600 version
of Canyon Bomber—$4,000 worth of hardware
(two coin-op machines) into one $30 game for the
2600.

Iwas also on the design team for the Atari 800
computer. That was a lot of fun.

Q. What was it that inspired you to leave?
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DC:Therewerealot of reasons—lack of designer
recognition, for one thing. Atari looked at game
designing as just manufacturing a product.

Q. Do you think it caused game designers to
include their name in the programs? Were the
“Easter Eggs” programmed on purpose or
possibly out of resent for lack of recognition?

DC: No, there’s a myth about Easter Eggs and
hidden initials. People say that they’re in there
to help the sales of the game. Game designers
put them in there as a technical teaser. If they
can do it, they will.

Q. What do you think of first when you design
a videogame?

DC: I'm looking for different ideas all the time.
I try to predict what people will want next year.
Since it takes about a year for a game, it works
outwell to think in advance. Most programmers
work on a game and it comes out a year later,
when it’s too late.

Q. How do you know if the game you are
working on is good?

DC: I spend anywhere from 1,000 to 2,000
hoursworking onagame.Ifl don't like it,I'min
trouble.

Q. Some of those games, like Pitfall, are still
enjoyable to play today. There was nothing like
it at the time. Was there anything that gave you
the idea for Pitfall?

DC: The concept for Pitfall took less than 10
minutes. The difficult part was sitting at the
computer, for over 1,000 hours, and making it
happen. I had been intrigued by the animation of
arunning man.I had aprogram of aman, but he
never panned out in any of the games. I then
asked myself, where can I have the man run?
Where are there paths? The answer came to
me—the jungle. Then I had him pick up some
treasures as he ran. The scorpions, the ladder,
the vines, and all the other things then logically
came to mind.

Q. Pitfall IT is a great game, much like some of
the games for the Nintendo today. There’s a lot
of similarities with A Boy and his Blob (for
Nintendo).

DC: No, not really. It's much more similar to
Pitfall. Pitfall was a one-dimensional game, so
with Pitfall I, I gave it an up and down. There's
a lot of the same creatures in both games, too.
Pitfall Il is a stand-alone game in its own right
and there’s a lot more in it than the original
Pitfall. I wanted Pitfall Harry to be able to fly
vertically, so I added the balloons. It's a 3-D
maze game.

A Boy and hisBlob is atool-using adventure
game. You feed the blob different colored.
Jellybeans to make him change his shape. IfI do
another “Blob” game, I want to give the Blob
more personality.

Q. Super Pitfall was created for Nintendo as
well. It expands on the original Pitfall games...

DC: I had no connection with the Nintendo
version, nor the coin-op version of Super Pitfall.

Q. What is your favorite game?

DC: I've been asked this question many times.
I'vereally enjoyed working on Amazing Tennis.
Whichever game I am currently working on is
my favorite—it has to be.

Q. After talking with Garry Kitchen, I have
learned you have a great working relationship
with Absolute. You work for Garry now, but in
the past, he worked for you at Activision. How
did you discover Garry?

DC: At the time, there was only four or five of us
working in the lab at Activision. We realized
there wasn’'t much potential for growth. We
wanted to maintain the synergy, but still have
the ability to grow. Garry came to us and we
knew he had designed some games for other
companies. He could have went to work for
Atari, but he wanted to come and work for us.
But, he didn't want to move from New Jersey, so
using the “design center concept,” we opened a
design center on the East Coast. We also had
design centers in Boston, Pasadena, and
Sacramento. After the crash, these other centers
closed, and the designers had the choice to
relocate iftheywished. Activision keptthe offices
open in NJ. None of them were as successful as
Garry's center.

Q. How did you get back with him at Absolute?

DC: I left Activision in 1987. From there, 1
worked on a phenomonal piece of technology
that never made it to the market. I called Garry
after Absolute had already started up. I worked
as an outside contractor atfirst, and am now an

employee.

Q. What is your opinion on the current state of
videogames?

DC: It's in one of the healthiest phases. When
there’s two (or more) systems with roughly
equal competition and similar marketshares,
it’'shealthy . Therewillbe cycles, though. There's
always new machines. Overall, there must be
games that are fun to play. All it takes is 10
minutes for any gamer to decide whether a game
is garbage or not.

Q. Can you predict the state of video games 5
years from now—in 1997?

DC: CD-ROM will be the distribution medium.
Video games will not phase out like they did
before. There's a definite force behind them.

Q. What do you think you’ll be doing 10 years
from now?

DC:1It's hard to say.In 1977, 1 could not predict
I would still be designing games in 1992. I've
been to so many trade shows—I' m going on my
26th consecutive show. I've been inthe business

for a long time. JIL

2600 CONNECTION BACK ISSUES
are available! $1.50 each
Send an S.A.S.E. for an index
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Tricks and Tips

COMBAT

by Andy Floyd and Scott Stilphen

Super Long Shots: Normally your tank has
a limited range of fire. This sneaky trick
will give you a one-point advantage at the
start! Select any tank version with an open
playfield. Hold down RESET and press the
fire button. Release the RESET switch when
the shot is about half-way across the screen.
Your shot will keep going and hit the other
tank. (SS)

Corner Warping: Position your tank in any
of the four corners so that the cannon touches
the left wall-—as close as possible—in
perspective to the corner. Quickly push up
and left. Your tank will warp in a counter-
clockwise direction to the next corner. Take
your opponent by surprise with this move.
Another way to “jump” across the screen is
to have one tank in a corner while the
second tank approaches it in a diagonal
path towards the corner. If the second tank
shoots the first tank just before a collision,
the second tank will continue moving into
the corner and warp around to another
corner. Both tanks should be close to each
other since they both warp from the original
corner. (SS)

Bouncing Shot Warp : Select game#7. Move
the left tank above the barrier it appears
behind. Position the tank just above the one
corner under the small block just above it
(upper right outside corner). Move the tank
sothe back endis even with the small block.
Turnaround towards the left wall and shoot.
The shot should bounce and go into the
upper left corner and come out of the upper
right corner. It does not work in any other
corner nor with the right player’s tank. It is
important that your tank is in the right spot.
Take your time to figure this one out. (AF)

Warp Speed Tank: This one is just for fun.
It requires you to take apart a joystick. If
you hold down both the left and right
swiiches, the tank moves along rather fast.
It moves even faster if you hold down both
the up and down switches. This trick is
fairly useless because the tank always rotates

to the right. (AF) JIL

PART TWO OF FOUR

Page 6

Programming the 2600

by Harry Dodgson

In this installment, I will focus on
graphics on the 2600. There are no bit-
mapped graphics on the 2600. When it was
made, memory was very expensive.
Therefore, the Stella chip has 35 write-only
control registers and eight read-only
collisionregisters to control screen display.
There are two types of graphics on the
2600: playfield graphics and player-missile
graphics. The playfield graphics are the
simpler ones, so I will begin with them.

Playfield Graphics

There are three registers for the pattern
to be stored. One of them only uses four of
the bits. Get used to this—many of the
registers are used in unusual ways. This
gives 20 bits of resolution. This only covers
half of the screen though. To cover the full
screen, the registers are reused. This gives
a playfield width of 40 bits—not much
resolution compared to the 320 or 640 width
of todays’s units. There is one register each
which set the foreground color and the
background color.

There are bits in another register that
control whether the bits are reused in the
same order or in reversed order to form a
left-right reflection. This does not mean
that both sides of the screen have to use the
same pattern. There is also a bit for setting
the color of the left/right foreground to
match the player colors or to set both sides
tothe foreground color. Lastly, there is abit
to set the priority of the playfield in relation
to the player graphics which determines if
a player appears to move in front of or
behind the foreground.

VIDEO 61
22735 CONGO ST. N.E.
STACY, MN 55079

Your Atari dealer for new and used
2600, 7800, 400/800/XL/XE
cartridges

phone: (612) 462-2500

A few points toremember: Althoughit
is only 40 bits wide, there are 192 usable
lines on a television screen, even for
playfield graphics. Most of these registers
can be and are changed at any time by the
CPU (Central Processing Unit).

Player-Missile Graphics

Each of the two players has an 8-bit register
forits pattern. Thereis alsoa corresponding
missile for each player and a ball which is,
in most respects, a third missile. For each
player, there is a set of registers to control
the way itis displayed. Some of these affect
the corresponding missile at the time and
fashion as the player. There are similar
registers available to affect the ball.

The options available for the players are:
1) direction that bits are read, so changing
direction 180 degrees is simple

2) magnification of bit size by 1, 2, or 4
times (only in width) -affects missile

3) number of times to repeat pattern on
screen and distance apart. This and 2) are
closelyrelated and very limited in selection
-affects missile

4) player and missile color (the ball coloris
always the foreground color)

5) reset missile horizontal position to the
center of its player

6) place player, missile, or ball on screen at
position given by time delay since start of
scan line

7) move player, missile, or ball between -8
and +7 pixels horizontally

8) enable graphics for missiles and ball (can
be thought of as a 1-bit display pattern)

Then there are the collision registers which
are two bits each and cover all possible
overlapping conditions of the graphics.
These registers are set automatically by the
TIA chip when it generates the graphics.
They must be examined and reset by the
program if they are used.
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Color Demo from the Magicard manual
shows almost all the colors on the left side
of the screen and cycles slowly on the right
New equates for Part 2

>
’

»

COLUPO .EQU

$06
COLUP1 .EQU $07
CNTRLPF .EQU  $0A
PF2 .EQU $OF
SWCHB .EQU $0282
Init: LDA #SEO
STA $80; initialize time counter
Start:
LDA $81; get contents into memory
STA $PF2; save into a pattern control register
LDA #303 ; set right side to reflection of left
STA $CNTRLPF; set background control register
LDA #355
STA $COLUP1 ; set right side color

#90,

il 3
SWCHB

AND #301 ; check for reset switch

BNE NReset

BRK; only interrupt available - need vector set
NReset: INC $80; increment right side color cycle counter

BNE Loop2

LDA #3$EO ; change color every 32/60 seconds

STA $80; reset counter

INC $81

LDA $81; increment left side color

$COLUPO; 1

3 change the ckgroﬁnd pattern with each line
$COLUPI1 ; change right side color with each line

Examples of player-missile graphics tend to be much bigger.
Here is an algorithm for what needs to be done:

Set initial values of control registers

Set initial placement of players and/or missiles

Initialize values for game such as scores, vertical locations, and timers
Start main game loop

Start vertical blanking/retrace

do game logic

end vertical blanking/retrace - start display mode

on each line that has something to be displayed,

store the value into the appropriate register(s)

end display mode

= code repeated from Part One in Issue #8

This is how Combat (by Atari) displays the players, missiles, and
foreground. It is a fairly complex and ingenious algorithm. One of the
things to notice is that the loop extends for two scan lines, not one. This
provides extra time for processing where all the objects are to be placed.

GRPO .EQU $1B; 8-bit pattern for player 0
GRP1 .EQU $1C; 8-bit pattern for player 1
B10DF: LDX #31E
TXS; very sneaky - set stack to missile requesters
SEC
LDA $A4; check vertical location 1
SBC $B4
AND #$FE
TAX
AND #$F0 ; do these on even lines
BEQ B10F2
LDA #00
BEQ B10F4
BI0OF2: LDA $BD,X;  getplayer pattem
B10F4: STA WSYNC; endof 1line
STA GRPO
LDA SAT
EOR $B4
AND #3SFE )
PHP; this turns the missile 1 on/off
LDA $A6
EOR $B4
AND #$FE
PHP; this turns the missile O on/off
LDA $B4
BPL B110C
EOR #3F8 ; foreground color does not change at top/bottom
B110C: CMP #320
BCC B1114
LSR A
LSR A
LSR A foreground changes every 8 lines only
TAY
B1114: LDA $AS; check vertical location 2
SEC
SBC $B4
INC $B4
NOP
ORA #301 ; do these on odd lines
TAX
AND #3FO
BEQ B1127
LDA #00
BEQ B1129; branch always
B1127: LDA $BD, X
B1129: BIT $82
STA GRP1
BMI B113B
LDA ($B35), Y ; display foreground
STA PFO
LDA $B7), Y
STA PF1
LDA ($B9), Y
STA PF2
B113B: INC $B4
LDA $B4
EOR #SEC;  last line is #236
BNE B10DF
LDX $D3; restore stack pointer
THS JI\
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The 2600 Connection Classified Ads |

Wanted: 2600: Halloween, Quadrun, Exocet, Farth Dies Screaming, Tanks but No
Tanks, Gremlins, Slot Machine, Chase the Chuckwagon, Tape Worm, others.
Instruction booklets needed (original or photocopied): Mash, Crazy Climber,
Robin Hood, Tapper, Dragonfire, Survival Run, Megaforce. Colecovision carts
needed: Gust Buster, Sammy Lightfoot, Star Trek, Evolution, War Room, Mr. Do’s
Castle. Ron Milford, 64 B St., Avenel, NJ 07001, (908) 636-6809

ForSale: 2600 systems, accessories, and over 120 different carts. Also Colecovision
systems, accessories, and carts. INTV, Vectrex, 7800, and Odyssey 2 carts. Not all
carts have instructions. Willing to trade. Ron Milford, 64 B St., Avenel, NJ 07001,
(908) 636-6809

Wanted:Roadrunner, Atari Video Cube, Quadrun, Tempest, Rubik’s Cube, Saboteur,
Zookeeper, Sinistar, Gremlins, Motorcycle, Motorodeo, Xenophobe, White Water
Madness, Private Eye, HERO, River Raid II, Looping, Mr. Do, Time Pilot, Ewok
Adventure, Q*bert’s Qubes, Frogger II: Threedeep, Mr. Do’s Castle. 5200: Gyruss,
Miner 2049er, Mountain King, Star Trek. 7800: Tkari Warriors, Mat Mania
Challenge, Ninja Golf, Meltdown, Scrapyard Dog, Midnight Mutants, Klax.
Colecovison and XEGS games. Will buy/trade. Jeff Scott, 2670 Lehman Rd., Apt.
D-805, Cincinnati, OH 45204, (513) 244-6392, bs066@cleveland freenet.edu.

Personal Classified ad rates: $1 per ad
Display ads: please write or call

The Computer/Electronics Source
41-30 70 Street
Woodside, NY 11377-3952

BASE SYSTEM MODELS

All DataStor Computers include 2 serial ports, 1 parallel port, 1:1 interleave IDE hard disk/floppy
controller, Teac 1.2MB floppy disk drive, 101-enhanced keyboard, 200-300 watt power supply, zero
wait state operation, 8 expansion slots, co-p support, clock/battery back-up, setup in ROM,
keyboard switchable bus speeds, user and technical reference manual, 2-year warranty, and full
compatibility with Windows 3.1, Xenix, Unix, 05/2, DOS, Banyan and Novell.

DATASTOR 386 BASE SYSTEMS * 1MB RAM anboard

DATASTOR 386-255X 25MHz, 4 Bay Baby-AT Desktop $565
DATASTOR 386-25D 25MHz, 4 Bay Baby-AT Desktop $679
DATASTOR 386-33D 33MHz, 5 Bay Mini-Tower, 128KB Cache $793
DATASTOR 386-40D 40MHz, 4 Bay Baby-AT Desktop, 128KB Cache $850
DATASTOR 486 BASE SYSTEMS *4MB RAM onboard
DATASTOR 486-33ISA 33MHz, 8 Bay Full-Tower, 256KB Cache $1477
DATASTOR 486-33EISA 33MHz, 8 Bay Full-Tower, 256KB Cache $1933
DATASTOR 486-50ISA SOMHz, 8 Bay Full-Tower, 256KB Cache $1819
DATASTOR 486-S0EISA S0MHz, 8 Bay Full-Tower, 256KB Cache ' $2445
» System Monltors * Cases

14" Extended VGA Desktop Baby AT

14" Super VGA Mini Tower

14"VGA Full Tower

14" Manochrome VGA

 Logitech Mice

* Video Adapters Serial, Bus

VGA (1024 x 768/256) w/ 1IMB

VGA (1024 x 768/16) w/ 512KB * Co-Processors

80387-258X

« Disk Drive Controllers 80387-33

IDE, ESDI, SCSI

¢ CMS Tape Drives

* Hard Drive Controllers 120, 250, 700 MB
Maxtor 80-1700 MB

 Exabyte Tape Drives

* Teac Floppy Disk Drives 25GB,5.0GB
1.2MB, 1.44 MB
« Memory/Modems/DOS/Windows
* CD-ROM Drives

* GE On-Site Service

Please call about these and other options and pricing
Phone #: (718) 426-9614 (24 hours) (Every of the year)
Please see our classified ad also on this page

For sale/trade: 2600 used, no manuals/boxes: Crazy Climber, Mario Bros., Star
Trek: Strategic Operations Simulator, Krull, Stellar Track, Tutankham. 2600 new,
with manuals/boxes: Desert Falcon, Gravitar, Sprintmaster, Solaris, Secret Quest,
more. 7800 new: Ballblazer, Tower Toppler, Impossible Mission, Commando,
many more. Others for 2600, 5200, 7800, Intellivision, Colecovision. Jeff Scott,
2670 Lehman Rd., Apt. D-803, Cincinnati, OH 45204, (513) 244-6392,
bs066@cleveland.freenet.edu.

Wanted: Checkers, Spike’s Peak, Deadly Duck, Double Dragon, Ghost Manor, He-
Man, Ikari Warriors, Jawbreaker, Marauder, Marine Wars, Motorodeo, Motocross
Racer, Plaque Attack, Polaris, Raft Rider, Ram It, Rescue Terra I, River Patrol,
Robin Hood, Room of Doom, Sir Lancelot, Snoopy & Red Baron, Spacemaster X7,
Springer, Star Wars Arcade Game, Strategy X, Submarine Commander, Subterranea,
Threshold, Tomarc, Underworld, Xenophobe, X-Man, Z-Tack. Emerson Arcadia
games for sale or trade. Russ Perry Jr., 5970 Scott St., Omro, W154963, (414) 685-
6187

Forsale: 2600/A/B/IR/GEMINI systems (complete) $20-25, carts $2.50, controllers
$1-5. Also manuals, boxes, catalogs, comics, cases, CV systems/modules, INTV,
5200, and TS-1000 items. Wanted: Top $ for Atari prototypes w/ ATARI LAB
labels and Atari Club Ex. (Quadrun and Gravitar). Original copies of Sorcerer’s
Apprentice, Rubik’s Cube, Fun with Numbers, Snoopy, manuals, catalogs, Atari
Pong, XEGS, Atari XMM801 printer, and Vectrex 3-D Imager. Will trade over 40
hard to find items. Scott Stilphen, RD#1 Box 177-A, Harding, PA 18643, (717)
388-2824

Apple I manuals, software originals, computer and videogame magazines. Atari
2600, 5200, 7800, 65XE, Colecovision, Intellivision, Commodore, IBM, & more.
D&D, si-fi, adventure & fantasy accessories. Send $1 for catalog today. Frank
Polosky, P.O. Box 9542, Pittsburgh, PA 15223.

Audio cassette of early 1980s videogame commercials - mindblowing and memory
stirring! 30 minutes of exciting sounds - shows why 1980s was the best time ever
for videogames. $4 (or $3 if you provide a 60 minute cassette) Will trade for Data
Age Mindscape record or official Pac-Man Fever album. Andy Floyd, 114 Euclid
Ave., Minerva, OH 44657-1519

Wanted: Popeye (2600). For sale or trade: Popeye (5200). Wanted: manuals:
Double Dragon, Desert Falcon, Dark Caverns, Flash Gordon, Fire Fighter, lllusions
(Colecovision), Kangaroo, Krull, Montezuma’s Revenge, Maze Craze, Night
Driver, Pitfall I & II, Q*Bert, Superman, Slot Machine, or Turmoil. Mary Fisher,
116 Bowles Lane, Mesquite, TX 75181, (214) 222-8018

Will trade Atari 2600, 5200, 7800, Intellivision, Coleco, Odyssey 2, Vectrex, Bally
Videocade, Channel F, and Sega Master System games & equip. Send for list of
over 900 items. Wayne Dunphy, “Games Scrounger”, 3664 Kolstad Rd., Eagan,
MN 55123

Wanted: Activision: Checkers, Dolphin, Crackpots. also: Halloween, Track &
Field, Taz, Oscar’s Trash Race, Pengo, Gremlins, Gravitar. Also looking for
soundtrack to Halloween IIT on vinyl. Write: Thomas Holzer, 22 Barkham Rd.,
‘Wokingham, Berks, RG11 2XP, England

Astrocade: Ms. Candyman $27, Sea Devil $27. Atari 2600: Math Gran Prix $6,
Crash Dive $14, Bogey Blaster $15, Universal Chaos $16. Atari 5200: Ballblazer,
Rescue on Fractalus, Gremlins $19 each. NES: Adventures of Lolo $22, Blaster
Master $25. Sega: Fantasy Zone II $35, Penguin Land $45. Please add $3 for
shipping. Send for complete catalog. Computer/Electronics Source, 41-30 70th St.,
Woodside, NY 11377-3952




