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A game machine? Yes, it is. Never
deny it.

The ST excels as a game machine
because it has great graphics and
sound, a fast processor, and lots of
memo:

What does the international-
standard business machine do? It
prints characters on the screen, often
in green or amber only. It beeps. And
it has 640K (divided into 64K banks
called segments) instead of the fully
accessible megabyte of my 1040ST. If
you want to add better graphics, more
color, better sound, joystick support,
MIDI interfaces, or extended/expanded
memory to the business machine, you
have to buy expensive cards for the
business machine. The extras aren’t
extras on the ST; they're standard
features.

The business machine can handle
serious matters like processing words,
manipulating records in a database,
and calculating in rows and columns.
But, come to think of it, so can the ST.

The next time someone asks,
What, an Atari? Is it a game machine?,
say this: Of course. It has everything
you'd want in a business computer, but
it's more than just another boring busi-
ness computer. It also has the fun stuff
you need for playing games.

If you haven't guessed by now,
there are three themes for this issue:
games, games, and more games.

The first program you should run
from the accompanying disk is “Re-
jection,” which might possibly rank as
the best action game ever published
in these pages. Another winner is
“Keno,” an adaptation of the Las
Vegas game of chance. Philip Nelson
weighs in with the definitive in-depth
article about the many great games
available commercially. Three reviews
round out our coverage of games.

One more game-related topic: If
you're a programmer who has won-

dered how to move sprites (player/
missile graphics) around the screen,
check out “Blitting Around,” a useful
tutorial on the subject. Even if you're
not a programmer, you're bound to en-
joy the “Moon Boink” graphics demo.

We hope you have as much fun
reading this issue as we did putting it
together.

Todd Heimarck, Editor

The “Desktop Organizer” Bug
As numerous readers have dis-
covered by now, the calendar in
the Desktop Organizer program
(April 1988) correctly adds the
29th to any February that falls
in a leap year, but it doesn’t
compensate by moving March
1st ahead a day. As a result, ev-
ery month from March to De-
cember is off by one day.
Fortunately, the bug was
easy to fix. Unfortunately, the
corrected program couldn’t be
included on this issue’s disk be-
cause Desktop Organizer takes
up 130K, and there isn't that
much space available on the
disk. If you want the corrected
version of the program, send us
two things: a freshly formatted
single- or double-sided disk and
a self-addressed return envelope
(preferably a cardboard disk
mailer or photo mailer). Send
the disk and mailer to Desktop
Organizer, COMPUTE! Publica-
tions, 324 West Wendover Ave-
nue, Greensboro, North Carolina
27408. We'll copy Desktop Or-
ganizer to your disk. We'll pay
for the return postage. We'll in-
clude the Pascal source code, too.
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VIP Professional™ GEM 1.2 H

VIP Professional”
GEM 1.2, the
new generation
spreadsheet

Spreadsheet, Database, Graphics and
Macros With Total Lotus® 1-2-3®
Functionality.

A total Solution
LOTUS COMMANDS

VIP Professional™ uses commands
identical to Lotus 1-2-3 allowing
users familiar with Lotus to easily
switch to the Atari ST.

IMPROVES 1-2-3
Where VIP Professional™ really
improves on Lotus is its attention to
ease of use. Although the user may
elect to use the keyboard for all
commands, VIP Professional™ also
provides a full-featured mouse inter-
face with icons, dialog boxes, pull-
.. down menus, mouse ranging
. and scroll bars. This makes
% command selection,
movement in the sheet,
range selection, split-
screen use and a score of other
functions much more intuitive and

$100.00
Now Only

$149.95°

*SUGGESTED RETAIL

FLEXIBILITY

VIP Professional™ gives the user, no
matter the computer, a uniform,
powerful program that conforms to
the Lotus standard and which can
exchange data with any other
program using the 1-2-3 file format.

easy to use. What were once
commands with Lotus are now a
mouse-click away.

Atari"ST"
Special Features

GEM interface with pull-down
menus, icons, dialog boxes, ranging,
scroll bars, column grabber, etc.
Sparse matrix for conserving
memory. Works with 520ST, 1040ST
and beyond. Ultra-fast floating point
math. Compatible with printers
supported by GEM. Saves graphs
compatible with Degas™ and Neo

Chrome™ Totally supports hard drive.

Works with color or monochrome
monitors. Multiple windows for
viewing graphs and worksheet at the
same time.

= VPP ™ is available for
the Atari ST, Apple IIe, Ilc, IIgs and
Commodore Amiga.
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Enhanced Text Version 1-2 now available.
SEE YOUR LOCAL ATARI DEALER TO ORDER OR FOR MORE INFORMATION CALL 1-416-479-1880

VIP Professional ™ is a trademark of DITEK INTL: Atar and ST are trademarks of Atari Corp.3 GEM is  trademark of Digital Research Inc.; Lotus and 1-2-3 ae trademarks of Lotus Development Corp.

ISD Marketing, Inc., 2651 John Street, Unit 3, Markham, Ontario, Canada L3R 2WS5. (416) 479-1880. Fax # 1-416-479-1882.
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Taken Aback by Abaq

Atari’s announcement of its new
Abaq computer has given rise to a
lot of confusion. Some people
have called the Abaq a NeXT clone
(referring to Steve Jobs’ work-
station of the future, which has so
far remained in the future). Others
have said that it will be a super-
emulation machine that will run
both MS-DOS and Macintosh
software. Still others think of it as
a standard UNIX machine. The
reason for the confusion is that
few people are familiar with the
concept of a parallel-processing,
RISC design “transputer.” All of
that is likely to change in the near
future, however, as more manu-

f jump on the band:
Recently, a company called
Microway has announced the
Quadputer, a transputer add-in
board for IBM PCs based on the
same processor used in the Abag.
Unlike the Abaq, however, this
board has an IBM-style price.
Equipped with four 20-MHz
transputer processors and 4-16
megabytes of memory, the Quad-
puter is priced in the
$8,000-$13,600 range. And that
doesn’t include the PC or clone in
which to put it. Parallel-process-
ing transputer add-ons have also
been announced for machines
such as the Mac II and Sun work-
stations. So it looks as though
Atari hasn't really chosen a
““weird” or “nonstandard” tech-
nology for its next generation of
computers, but perhaps has antici-
pated the wave of the future. At a

8

substantially lower price, of course.

Development of the Helios
operating system for the Abaq is
being spearheaded by Dr. Tim

Sheldon Leemon & The Editors

King, formerly of MetaComCo.
MetaComCo is chiefly known to
ST owners as the company that is
responsible for the much-criticized
ST BASIC interpreter. Most people
forget, however, that the first ST
BASIC was produced in a very
short period of time under extreme
pressure (everybody who bought
the ST when Logo was the only
piece of software available, raise
your hand). A new version of ST
BASIC should be available by the

time you read this (it has already
started shipping with the Mega ST
computers), and is said to be a
much better indicator of the quali-
ty of MetaComCo’s programmers.

Atari is making the first ship-
ment of Abags available to devel-
opers, along with an unfinished
version of the operating system.
Expect the Abag to be available at
your local computer store by the
end of the year.

Emulators, Multitasking,
and the Monochrome Blues

One of the things people like to
do most on the ST is to make it
do something it was never de-
signed to do. Some of these at-
tempts have been more popular
than others. Emulators such as the
Magic Sac, PC Ditto, and ST
Transformer, which make the ST
run programs written for the Mac,
IBM PC, and eight-bit Atari line,
respectively, have met with wide-
spread acceptance. Other soft-
ware, such as the Idris operating
system which turns the ST into a
multitasking, mostly text-based
Unix system, has not met with
great acclaim. Although Atari
seemed to embrace Idris at first, it
now appears that it will take a
more standoffish approach. With-
out official end it seems

on the Mac, a program which lets
you load multiple programs into
memory and instantly switch be-
tween them. Both ST programs,
however, have problems working
with software that isn’t ““well-
behaved.” Well-behaved software
follows the rules laid down by the
manufacturer for maximum com-
patibility between operating sys-
tem versions. Unfortunately, no
matter how often manufacturers
warn software developers that un-
less they follow the rules, new re-
visions of the operating system
will “break” their programs, de-
velopers are still tempted to take
shortcuts that boost performance
and give them a competitive edge.
Even with well-behaved software,

unlikely that such a radical depar-
ture from GEM will go anywhere.
Two of the features that ST
users have been most interested in
adding to the ST are multitasking
and multimode operation using
only one monitor. Two programs,
K-Switch and Juggler, have already
been released in an effort to ad-
dress the first need. These pro-
grams are modeled after Switcher
&)

h , programs like Juggler are
said to slow down performance
noticeably.

A new program is being de-
veloped which will allow context-
switching without slowdown, but
there’s a catch. Hybrid Arts has
been said to have in the works a
program called HybriSwitch that
will allow switching between pro-
grams so long as the programs
have been written with special
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Proco py UTILITY

You can't backup your software

because copy protection locks

you out. ProCopy is the key!

B Protects against the accidental loss of
expensive software
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B FREE shipping and handling
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hooks for HybriSwitch. So far, only Hybrid Arts” own
programs have been so written, and it seems ques-
tionable at best whether many other companies will
take the trouble. The best bet for multitasking still
seems to be the rumored Atari GEM rewrite, al-
though Atari has so much to keep it busy that we
probably won't see that appearing any time soon.
Another item that many ST owners want is a
single monitor that will run both monochrome and
color software. Although nobody has come up with
such a monitor yet, there is a $34.95 program devel-
oped by Hypertek Silicon Springs (distributed in the
U.S. by X-Press Publishing). It makes an interesting
attempt to solve those monitor blues. Called Omni-
Res, it allows people who have only one ST monitor
to run programs designed for the other. Although
about 90 percent of color programs can be run on a
monochrome monitor using OmniRes, they do not
necessarily run at full speed. OmniRes allows you to
choose different emulation modes, ranging from a
tiny black-and-white screen to full-screen size with
16 gray scales. The larger the screen and the more
gray scales, the more OmniRes slows down. Since
OmniRes doesn’t allow you to switch emulation
modes without rebooting, you may find it somewhat
inconvenient to try the different modes with a cer-
tain program. Because of its relatively low price,
however, a lot of monochrome monitor owners are
bound to try it just to see how the other half lives.

COMPUTE!'s Atari ST
Simon Field
ISBN 0-87455-039-4  $18.95

314 pages

Learn how fo program the Atari ST's powerful 68000 microprocessor. Filed with easy-
to-understand explanations, examples, and illustrations of the unique quaiities of the

microprocessor.

Sheldon Leemon

ISBN 0-87455-093-9 $18.95 343 pages

Packed with program examples written in C language, machine language, and BASIC, this
guide fo programming graphics on the Afari ST is @ must for every infermediate programmer.

COMPUTE!'s Guide—Atari ST Volume Two: GEM AES
Sheldon Leemon

ISBN 0-87455-114-5  $1895 330 pages

The second essential technical guide for every i fo ad cHevel ST

COMPUTE!'s Technical Reference Guide—Atari ST Volume One: The VDI

Dozens of program examples written in BASIC,
AES routines fo create truly professional looking programs.

To order COMPUTE! books, call ol free 1-800-346-6767 (in NY 212-887-8525) or wiite COMPUTE! Books, Customer
Service, P.O. Box 5038, F.D.R. Station, New York, NY 10150. Customer Service hours are 10:00 a.m. fo 12:30 p.m.
per book shipping and handing. NC residents
add 5% sales fax and NY residents add 8.25% sales fax. Please allow 4-6 weeks for delivery. COMPUTE! books
are available outside the United States from subsidiaries of McGraw-Hil Infernational Book Company.

and 1:30 pm. fo 300 p.m. Eastern Time Mon —Fi. Please add §2.

C. and machine language teach you how to use
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News, rumors, and gossip
heard around the ST community.

Adbvertising the ST

In some local California markets, ST ads appeared on television during
the Winter Olympics. Although these ads were presented by the Fed-
erated Stores (which are owned by Atari), they may be a preview of
things to come. Meanwhile, Atari’s promotion of its XE game system
continues unabated. Some Atari execs are now calling the computer-
turned-videogame the XE-GS (GS for game system), perhaps a subtle
dig at the Apple IIGS. Atari has been pretty successful at selling the
XE as a game machine, even though this version costs more than the
comp . This is a plete turn d from the old days, when the
sales pitch was “why buy a videogame system when you can get a
computer that plays great games for a little more money?”” The answer
appears to be that retailers such as Toy “R” Us find it easier to sell
videogames than to sell computers.

Famous ST Users

Sharp-eyed Olympics fans report that a profile of figure skater (and
premed student) Debi Thomas briefly showed her at the keyboard of
an ST. If you looked closely, she seemed to be running 1ST Word. The
built-in MIDI port makes the ST popular among professional musicians.
Peter Gabriel, Natalie Cole, Foreig; B.B. King, T: ine Dream,
and The Pointer Sisters are reported to be very happy with their ST-
based MIDI systems. STs also handle sound at Disney Studios, Uni-
versal Studios, and The Cosby Show.

Before and After

This spring, Atari reported 1987 net sales of $363.8 million (compared
to $258.1 million in 1986) and an operating income of $72.0 million
(versus $48.2 million in 1986). Wait, there’s more. Those figures cover
just the computer/videogame markets. When you add in the figures
from the Federated Group, a chain of electronics stores acquired by
Atari in 1987, the total sales for the company as a whole rise to a
healthy $493.2 million. Operating income falls to $65.6 million, how-
ever. Sam Tramiel is quoted in a press release as saying Atari expects
the Federated Group to lose money through the third quarter of 1988.

Power Without the Price, If You Can Wait

At the recent CD-ROM conference sponsored by Microsoft in Seattle,
Apple announced a CD-ROM player for the Macintosh and Apple II
computers. Its price is under $1200 and it should be on dealer’s shelves
by the time you read this. At the same conference, Atari was showing
its own CD-ROM player for under $600. It might be available this
summer or fall.

Who Starts These Rumors?
Is Atari working with Apple co-
founder Steve Jobs to develop an
inexpensive Macintosh clone? Is
Jobs’s company NeXT working on
an operating system for Atari’s
Abaq transputer? An Atari insider
laughed when asked about the
rumored Tramiel/Jobs collabora-
tion. “It wasn't true; it isn’t true;
and it won't be true.”

A New Factory?

One of the reasons Atari has cited
for its lackluster promotion of
the ST in the United States has
been its inability to meet demand
for the machine abroad. The the-
ory: Why create more demand for
the machine when we can’t build
them fast enough now? Of
course, the obvious answer to
that problem is to build them
faster, and it appears that Atari
may be doing just that. There has
been some recent movement with-
in the company to add new U.S.
manufacturing facilities to re-
lieve the overworked Taiwan
plant. These plans are said to in-
clude the purchase of an existing
California facility, as well as the
construction of a new, totally
automated plant in Nevada. Other
sources point to possibilities in the
Lone Star State. When asked
whether Atari plans to build a
new U.S. plant, a spokesman said
yes. Where will it be? “One of the
50 states. We're not ruling any-
thing out.”

Was He Dressed Like

a Banana?

Marty Herzog, formerly of Batter-
ies Included and now an executive
at Atari Canada, made an appear-
ance several months ago on the
syndicated game show “Split Sec-
ond,” which is hosted by Monty
Hall. Herzog explained to us that
contestants press a button to ring
a buzzer, answer trivia questions,
and win money. He took second
place and won “a couple of hun-
dred dollars.”




Create Your Own Animated Jet Streams on the Weather Map

Lately we've been hearing a lot
about desktop video on machines
like the Macintosh II and Amiga,
but although few people realize it,
the ST is a pretty hot desktop vid-
eo machine itself. Although Tom
Hudson’s CAD-3D program started
out just as a static 3-D object de-
signer, the addition of the Cyber
Studio program to CAD-3D 2.0, and
the Cyber Control program, have
turned it into a full-fledged 3-D
animation package. These 3-D
graphics are just the thing for cre-
ating animated logos and titles for
video production work. Many vid-
eo houses in the San Francisco Bay
Area are using this system to pro-
totype graphic designs. By doing
the preliminary work on the ST,
they can avoid using the million-
dollar graphics computers until it’s
time to produce the final product.
In the near future, the Cata-
log’s Cyber series will get even
more heavily into video, with the
Cyber VCR program. This assemb-
ler/editor program will allow the
user to create an electronic edit

decision list, as well as to actually
control the tape transport on some
Sony Super-Beta editing decks. In
addition, it will allow scripting of
transitions between static images
created with one of the many
paint packages. This means that
you can create elaborate presenta-
tions using professional video
transitions such as fades, dis-
solves, and wipes. Expect to see
this package sometime in late
spring or early summer.

One problem with using the
ST for video work has been pro-
ducing good NTSC composite vid-
eo output. Only one of the 520
models has a composite output.
Practical Solutions, of Tucson, Ar-
izona, has recently come out with
(for want of a better term) a prac-
tical solution. It’s called VideoKey,
and it converts the RGB signal
from any ST to a composite sig-
nal. This $100 unit makes it af-
fordable to get Atari graphics onto
videotape. The same company is
also rumored to be working on a
genlock interface, which would

A Dinosaur’s Extinction

Speaking of BASIC, a while back
we mentioned the efforts of a
company called DTACK Ground-
ed to blish a new dard for

by he gave away the software and

tried to sell the manuals and

support.
Unf ly for Hal, the

microcomputer BASIC interpret-
ers. The DBASIC interpreter was
optimized for speed to the point
that it totally disregarded the
GEM operating system and the
TOS filing system. So while
DBASIC programs were fast, they
didn’t use windows with pull-
down menus, or even a mouse,
and DBASIC program disks
couldn’t be read from by the nor-
mal ST operating system. Hal
Hardenbergh, president of the
company and well-known icono-
clast, acknowledged that his “di-
nosaur BASIC” bucked the trend
of bloated C programs, but forged
ahead anyway with a plan where-

conventional wisdom proved to be
true in this case—almost nobody
seemed to want a totally incom-
patible BASIC, no matter how fast
it was. Recent requests for the
DBASIC manual have been met
with a form letter stating that
DTACK Grounded is no longer in
business. The letter goes on to
state, however, that this does not
mean that the software has en-
tered the public domain. The com-
pany has apparently decided to
hold on to its rights, just in case
mouse-driven windowing systems
prove to be a passing fad. After all,
you never know when the dino-
saur will make a comeback.

8

make it possible to overlay ST
graphics onto a live video image.
In fact, several genlock interfaces
are rumored to be in the works.
JRI in San Francisco will soon of-
fer an internal genlock interface
for about $400. Since this unit re-
quires some modification of the
ST, it must be installed by the
manufacturer.

Marketing
and Support

Atari has also been restructuring
its U.S. marketing effort (again)
by turning some of its dealer sales
effort over to longtime-employee
Neil Harris. His territory includes
the Northeast, from Maine to Vir-
ginia and west to the Dakotas.
One of the moves that Harris
plans in order to bolster dealer
support is to eliminate sales of the
ST and the Mega through mail-
order discounters. This strategy
has been credited with much of
Apple’s success in attracting and
keeping a loyal dealer base. It ap-
pears as if the new policy has al-
ready had some effect, as many
mail-order houses appear to be
out of stock as far as the ST is
concerned. Domestic production
of ST computers, along with a re-
newed sales effort and a curtail-
ment of mail-order sales, may
signal a shot in the arm for U.S.
sales of the ST.

What about support after the
sale? If you buy an ST in Canada
and send in the registration card,
Atari Canada mails you 12 pages
of information: a list of user
groups, recommended books and
magazines, prices for Atari hard-
ware and software, a list of third-
party software, and a long list of
Atari retailers. When asked if the
U.S. branch of Atari has anything
similar, a spokesman answered,
“Yes, but the user has to request
the information.”

COMPUTE!’s Atari ST Disk & Magazine



Mere Creat Atard ST Tiles

from COMPUTE! Books

These program-packed books offer
you a wide-range of applications,
tutorials, utilities, and games for
your Atari ST. You’ll find information
on programming, how-to guides for
home and business use, complete
instructions for creating art and
graphics, plus the award-winning
game Laser Chess™.

COMPUTE!'s Atari ST Artist
Selby Bateman and Lee Noel, Jr.
ISBN 0-87455-070-X

Book/disk combination

ISBN 0-874556-071-8

A step-by-step guide to creating dazzling graphics and art on
the Atari ST using NEOchrome and DEGAS, this book is full of tips
and techniques that show the most efficient ways of creating
graphics and explain how to produce colorful art. Examples illus-
trate each step and demonstrate everything that can be done
with the Atari ST and its graphics software. A disk that includes
artwork from the book is available for $15.95. 70XBDSK.

$18.95

268 pages
$29.95

COMPUTEI's Second Book of the Atari ST
Edi

\SBN 0 87455-098-X

Book/Disk Only

This special book/disk combination taps all the power of the
Atari ST. Packed with articles on programming techniques,
games, utilities, and tutorials, all highlighting the ST's remarkable
graphics and sound, this book offers something for every
programming interest. And it includes prize winners from
COMPUTE!'s $10,000 ST programming competition. Written for
beginning-to-advanced-level-programmers, this book/disk will
be a valuable addition to any ST owner’s stock of useful
applications and programming information

$18.95

199 pages

COMPUTE!'s ST Applications $16.95
Brian Flynn and John J. Flynn
ISBN 0-87455-067-X 365 pages

This book contains an excellent selection of games and
applications for home and business, all written in BASIC and
ready to type in and use on the 520 or 1040ST. Each program
takes advantage of the advanced features of the ST such as
crisp, colorful graphics and mouse selection of options. This in-
stant liorary of programs includes “IRA Planner,” “Electronic
Spreadsheet,” “Solitaire Checkers,” “Weather Forecasting,”
and “Enigma.” Also included are menu drivers that make load-
ing the programs a snap. A disk that includes the programs in
the book is available for $15.95. 67XBDSK.

More Atari ST Applications $16.95
Brian Flynn
ISBN 0-87455-087-4 326 pages

Here are some of our best BASIC applications for home and
business, games for education and entertainment, program-
ming utiliies, and problem-solving tools for science and math.
Take advantage of the ST's speed, large memory, and powerful
graphics and sound capabilities. All the programs in the book
are available on disk for $15.95. 874BDSK.

COMPUTE!'s First Book of the Atari ST $16.95
Edited
ISBN 0-87455-020-3 340 pages

This collection of ready-to-type-in-and-use applications, games,
and utilifies for the Atari ST includes “Doodler,” “Switchbox,”
“Reversi,” “Hickory Dickory Dock,” “Home Financial Calculator,”
“File Handling in ST BASIC."” and “Making Music on the ST.” Plus,
there are tutorials to help you add power, sound effects, and
graphics o your programs. A disk is available that includes all
the programs in the book, $15.95. 203BDSK

To order COMPUTE! Books, call toll free 1-800-346-6767
(in NY, 212-887-8525) or write COMPUTE! Books, P.O.
Box 5038, F.D.R. Station, New York, New York, 10150.
Customer Service hours are 10:00 a.m. to 12:30 p.m.
and 1:30 p.m. to 3:00 p.m. EST. Please allow 4-6 weeks
for delivery. Include $2.00 per book shipping and
handling for U.S. and surface mail, $5.00 for airmail. NC
residents add 5 percent sales tax, and NY residents
add 8.25 percent sales tax.

PUTE! Publlco‘hons Inc.&

A Copital Cities/ABC. Inc. Compan

COMPUTEI books are available cumde the United States from subsidiaries of
McGraw-Hil Infernational Book



Do you have an ST-related question
or problem? Have you discovered
something that could help other ST
users? We want to hear from you.
Write to ST Feedback, COMPUTE!'s
Atari ST Disk & Magazine, P.O. Box
5406, Greensboro, NC 27403.

The Rule of Names
Which extensions are automatic and
what do they cause to happen? I have
a list of 33 i of
which 9 or 10 have become familiar,
but the purpose of the others is quite
obscure, For instance, the February
issue talks about turning BAS files
into PRGs. Is this a special trick with
ST BASIC or would it also work with
GFA BASIC?

Walpole Davis
Malta

Runnable programs have one of three
extensions: PRG, TOS, or TTP. If you
double-click on any other type of file,
you'll see the form alert that asks you to
Show, Print, or Cancel. PRG files can
use routines from the Graphics Environ-
ment Manager (GEM), which means
they may include windows, menus, slid-
ers, dialog boxes, and other features of
GEM. Both TOS and TTP programs use
the TOS operating system, but not GEM,
so they're basically text-only programs.
TTP (TOS Takes Parameters) programs
such as ARCX.TTP ask you to type
something—a filename or other parame-
ters—before they run.

The question about turning BAS
files into PRGs didn’t involve renaming
files or changing extensions—you can do
that from the GEM Desktop. The ques-
tion was really about changing a BASIC
program into a stand-alone runnable
program that didn’t require the user to
load BASIC first. This process is called
compiling and, yes, there is a compiler
for GFA BASIC that will create stand-
alone PRG files. Incidentally, the
“Keno” game in this issue was written
in GFA BASIC and then compiled.

When you boot the computer, vari-
ous other files come into play. Accesso-

Ractore Stk

ries, which always have an ACC
extension, automatically load into mem-
ory and run. They usually install them-
selves under the Desk menu in the
upper left corner, although they're not
required to check in. If the DESKTOP
.INF file is present, the resolution and
location of icons and windows is set (if
CONTROL.ACC is also present, the de-
fault colors may change, also). To create
a DESKTOP.INF file, set the Desktop to
the configuration you want and pull
down the Options menu. Then click on
Save Desktop.

All programs with a PRG extension
located in a folder called AUTO will
load and run when you boot the com-
puter. It's common, for example, to put
ramdisk programs or date- and time-
setting programs in AUTO.

Other common extensions include

the following:

ARC  Compressed archive file

ASC  ASCII text files

BAK  Backup files

BAS BASIC source code

€ C source code

DAT  Data files

DEF  Resource Construction Set defini-
tion file

DOC  1ST Word text files (sometimes also

documentation files)
H C header files

INF  Information

LST  GFA BASIC listing in ASCII

MOD  Modula-2 source code

o Intermediate (object) files from C or
other languages

NEO  NEOchrome picture files

PAS  Pascal source code

PC?  Compressed DEGAS pictures

P Uncompressed DEGAS pictures

RSC  Resource files (menus and dialog
boxes for programs)

s Assembly language source code

STW ST Writer text files

TXT  ASCII text files

Tips for Copying Disks

and Files

I'm hoping you can help me with a
small problem. I upgraded my 520ST
to one megabyte. When I use a ram-
disk and try to copy an entire disk by
dragging the drive A icon over to the
ramdisk icon, I get a message that
says The source disk is not the same
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type as the destination disk. I've tried
changing the size of the ramdisk, but
it didn’t help. I also tried writing to
the company that makes the memory
board and supplied the ramdisk soft-
ware, but they have ignored my letters.
Tom Prossima
Redwood City, CA

There’s a simple solution to your prob-
lem. Say the ramdisk is installed as
drive C, and you want to copy every-
thing from A to C. Don't drag the A
icon to the C icon. Instead, open up the
ramdisk directory by double-clicking on
the C icon. Next, drag the A icon to the
directory window. This performs a file-
copy operation instead of a diskcopy, but
the effects are the same. It doesn’t matter
how big the ramdisk is, as long as there’s
enough room for the files you're copying.

If you're making a backup, you can
then insert the backup disk in A, open
the directory window for A, and drag
the C icon into the window for A.

There are a few other copying tricks
you may wish to try. You can selectively
copy files by clicking in the window, but
not on top of a file (in medium- or hi-
res, click in the left margin; in low-res,
click between the filenames). While
holding down the left button, drag the
mouse, to create a broken-line box.
When you release the button, all files
within the box are selected. Then click
and drag those files to another directory
or to a drive icon (or to the trashcan for
a multiple file delete).

To copy files that aren’t next to
each other, click once on the first file.
Then hold down the Shift key on the
keyboard and single-click on any other
files you want to copy. The first shift-
click selects a file, and the second dese-
lects it. This trick also works on lassoed
files; you can click and drag to select a
block of files, as described above, and
then shift-click to turn off the ones you
don’t want to copy.

One final trick: You may select a
file from an inactive window by holding
down the right mouse button and then
clicking with the left button.

COMPUTE!’s Atari ST Disk & Magazine



Managing a Classroom, Part 2

In the February issue was an inquiry

Book ST is $29.95 (U.S. dollars), and
Teacher’s Pet is $49.95.

classro soft-
ware for teachers. There is help for
teachers who use an ST, and it’s rather
good. It’s called Grade Book ST by

A Strange Answer?
Your response to the teacher with a
problem con-

Robert J. Scott, Micro Arts,
10 Redwood Rd., Brantford, Ontario,
Canada N3R 3MI1. I bought it at a lo-
cal computer store. The software
works well. The README file explains
everything satisfactorily, guiding the
user quickly into the task at hand.
While this is a no-frills piece of soft-
ware, it does work and fills the need.
Will Hickman
Cottonwood, CA

I am writing in response to the letter
that appeared in the February issue.
There is a program that helps teachers
keep track of assignments and grades
for their students. It is called Teacher’s
Pet and is available from Iliad Soft-
ware, 495 W. 920 North, Orem, UT
85047. It tracks grades, graphs the
progress of the class, allows for
weighting of assignments, and prints
out progress reports for the students.
1 am a software engineer; my

wife is a teacher. Because there was
no software available for educators
when I bought the ST, I wrote Teach-
er’s Pet. Released in November, 1987,
it is beginning to appear on dealers’
shelves. It can also be ordered directly
from the distributor.

Steven D. Olson

Provo, UT

In the February issue, a reader asked
about software relating to classroom
management. Although I don’t know
of any commercial software, I do
know of two public domain programs.
Send $4 plus $2 shipping and han-
dling to Brad Roltgen Enterprises,
6210 N. First St., Suite 130, Fresno,
CA 93710. Ask for disk #140. This
disk contains a gradebook program
with room for 100 students and 100
exams. Or send $3 for a catalog on
disk to Accusoft, P.O. Box 02214,
Columbus, OH 43202. Disk #270 has
a gradebook program and general-
purpose quiz program. Disks are
$2.95 each with no shipping charge,
but there’s a $10 minimum order. Both
of these public domain suppliers have
an unbelievable amount of software.
Doralee C. Fagan
Leesville, LA
Thanks for the information. We contact-
ed the distributors to get prices for the
commercial gradebook programs. Grade

fused me. I don’t understand the third
solution. Why find software that runs
on another computer, since the STs
will not run these programs? Please
elaborate.

My particular problem is that I
can find few titles in ional soft-

If there’s no Atari user group in your
area, you could start your own. Or you
could find a user group that will let you
order their public domain disks by mail.

Changing Resolutions in Pascal
I would like to know how to change
from medium- to low-resolution in
Personal Pascal. Programmers who use
GFA BASIC, Modula-2, and machine
language already have the solution
from programs published in your

ware for preschool to high school
grade levels. I've checked in maga-
zines, visited retailers, and tried to
contact user groups in my area. The
magazines list only Apple, Mac, and
IBM software. The retailers have a
very small selection. And there aren’t
any user groups in my area. Where
can I find out what's available in edu-
cational software for the ST?

Erma J. Thomas

Fort Bliss, TX

In retrospect, the third suggestion does
seem awfully odd. The point about find-
ing software for other computers is val-
id, however. The “Gradebook” program
for the Atari eight-bit computers, previ-
ously published in COMPUTE! Maga-
zine, won't run as is on the ST. But it
was written in BASIC and could proba-
bly be converted for use on the ST by a
reasonably good programmer.

In addition, there are a wide vari-
ety of software and hardware emulators
for the ST, including the Atari 400/
800/XL/XE, CP/M, IBM, and Macin-
tosh. If you've been reading the reviews
in previous issues, you'll understand
that some of these emulators are very
g0od, while others are slow and rather
inadequate. An educational program for
the Mac wouldn’t run on a standard ST,
but if you bought the Magic Sac emula-
tor, it would.

If you're not interested in convert-
ing programs or using an emulator, you
could write a letter to the software com-
pany that supports other computers. Ask
if they plan to release an ST version of
the program that interests you. The
worst that could happen is that they'd
say no.

To answer your second question,
Atari has published a book called Inter-
national ST Software Catalog, which
lists about two dozen titles in the educa-
tional software section. Ask your Atari
dealer if he or she has a copy of the
book. You should also be able to find a
variety of programs in the public domain.
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Sam & Ed,” and “Atom Smasher”).
Alain Dussault
Laval, Quebec

The Setscreen( ) function controls three
screen parameters: the logical screen lo-
cation, the physical screen location, and
the resolution.

The logical screen is the area of
memory where VDI and other system
routines go to draw lines, circles, and
other graphics. The physical screen is the
one that's actually displayed on the mon-
itor. Thus, you can draw on an invisible
logical screen and then switch the physi-
cal screen to accomplish page-flipping.
Both the logical and the physical screen
must lie on an even 256-byte boundary.

The resolution can be one of three
numbers: 0 for low res, 1 for medium
res, and 2 for hi res.

To use Setscreen( ), call XBIOS
routine #5, passing it three values: the
location of the logical screen (a 32-bit
signed longword), the location of the
physical screen (also a longword), and
the screen resolution (a 16-bit integer in
the range 0-2). If you want to change
only the resolution and leave the screen
where it is, set the screen locations to
—1 (hexadecimal FFFFFFFF).

You may run into some problems
with XBIOS #5, however. It’s possible to
change resolutions with Setscreen( ),
but GEM doesn’t know that the screen
has changed. Therefore, any GEM rou-
tines you call may give you strange re-
sults. For example, in low resolution,
the mouse’s x coordinates are limited to
the range 0-319, since there are only
320 pixels of horizontal resolution.
Therefore, if you switch to medium reso-
lution, which is 640 pixels across, GEM
won'’t know and will keep the mouse on
the left half of the screen.

Checking for Numeric Input

I have been working on a C program
to generate D & D role-playing char-
acters. But there’s a small bug I can-
not figure out. I'm trying to get the




program to read numeric input, but it
crashes if the user types a letter. Here
is the routine:

inkey()

{ int tmp=0;

) scanf( “%d”, &tmp );

I'm also trying to fix it so the Re-
turn key doesn’t need to be pressed,
but that has me stumped, too.

Stuart Welch
Logan, NM

Instead of using scanf( ) to get a numer-
ic value, we'd suggest sending the input
to a string and then converting the
string of characters to a numeric value.
Most languages offer conversion func-
tions. In BASIC, the VAL command
changes a string to a numeric value.
Modula-2 offers ConvertTolnteger. In
C, you'd use the function atoi( ), which
means “ASCII to integer.”

To get a single keypress, substitute
Bceonin(2) for scanf( ). It waits for a key
to be pressed and then exits, returning
the ASCII value of the key. Since the
characters 0-9 have ASCII values of
48-57, you’d need to limit the range and
then subtract 48 to convert to an integer
value. Here’s one way to do it in C:

do
{ tmp = Beonin(2);
tmp -= 48;

} until( (tmp>-1) && (tmp<10) );

GFA Color Manipulation
How can I use the XBIOS #7 (Setcolor)
function in GFA BASIC to find the in-
dividual RGB settings for a color?
Al Tucker
Westbury, NY

Many of the Extended Basic Input/Out-
put System (XBIOS) functions are very
handy and they're easily accessible from
GFA BASIC.

XBIOS #7 (Setcolor), is one such
useful function. Many programmers use
Setcolor in a loop to read the current
palette and save it in an array before
changing colors in a program. Then,
when the program ends, the original
palette may be restored. It tends to an-
noy users when they exit a program and
end up with a garishly colored Desktop.

The GFA BASIC syntax for setco-
lor is XBIOS(&H7,W:pal_num,W:co-
lor). The variable pal_num is a word
length value which corresponds to the
hardware palette number. Valid num-
bers include 0-3 for medium-resolution
screens or 0-15 for low-resolution
screens. In high resolution, only 0 and 1
are possible. The variable color is also a

word which represents a 16-bit value
with the code for the color:

Bits Color

0-2 Blue Value
4-6 Green Value
8-10 Red Value

Only values between 0 and 7 are
valid. For instance, the bit pattern for
setting a color to white would be
011101110111 (binary) or 777 (hexa-
decimal).

Setting the color to a negative val-
ue ensures that the color is not changed
and the value in that hardware register
may be assigned to a variable:
a%=XBIOS(&H7,W:col_pal,W:-1)

To retrieve the individual RGB set-
tings, logically AND the returned value
with the appropriate mask to strip off
the undesired bits. (Use AND &H700 for
red, AND &H70 for green, and AND
&H7 for blue.) Some further manipula-
tion is necessary to break it down even
further to the individual settings, as
shown in the following program.

DO
CLS
REPEAT
INPUT “Color Register Number";i%
UNTIL i%=>0 AND i%<=15

cLs
a%=XBIOS(7,i%,-1) AND &H777
PRINT “Color Register “;i%

r%=a% AND &H700

g%=at% AND &H70

b%=a% AND &H7

PRINT “Red = $”;LEFTS(HEXS(r%),1)

systems for numbering colors:
XBIOS Color Number VDI Color Number

(SETCOLOR) (DEFFILL)
[ 0
1 2
2 3
3 6
4 4
5 7
6 5
vy 8
8 9
9 10

10 11
11 14
12 12
13 15
14 13
15 1

A second method for obtaining the
RGB settings of a color in GFA BASIC
is to use the VDI function vq_color()
as illustrated below. The values for the
RGB settings will be in the range of
0-1000 and will correspond to the val-
ues used by DEFFILL and COLOR.

DO
CLS
REPEAT
INPUT ““Color Register Number";i%
UNTIL i%=>0 AND i%<=15
@vq—color(i%)
CLS

PRINT “Color Register “;i%

PRINT “Red = “;r%

PRINT “Green = “g%

PRINT “Blue = “;b%

DEFFILL i%

PBOX 100,100,150,150

PRINT “Press any key to continue...”
a%=INP(2)

PRINT “Green = $”;LEFT$(HEX$(3%),1) LOOP

PRINT “Blue = $";LEFT$(HEX$(b%),1)
PRINT “Press any key to continue.....”
a%=INP(2)

LOOP

Unfortunately, the XBIOS Setcolor
function and the VDI color functions
don’t use the same palette numbers.
Since GFA BASIC uses VDI to assign
colors for DEFFILL and COLOR com-
mands and uses XBIOS 7 for the SET-
COLOR command, a problem exists if
you change a color using the XBIOS
function and then attempt to use that
color. It won't be the color you expect.
The following chart illustrates the two

PROCEDURE vq—color(i%)
DPOKE CONTRL,26
DPOKE CONTRL+2,0

[Opcode

[Points in ptsin
array

DPOKE CONTRL+4,0  [Points in ptsout

array
DPOKE CONTRL+6,2 ILength of intin

array

DPOKE CONTRL+8,0 ILength of intout
array

DPOKE INTIN,i% IColor index

DPOKE INTIN+2,1 Get color values

VDISYS

r%=DPEEK(INTOUT+2) Red Value

8%=DPEEK(INTOUT +4) !Green Value

b%=DPEEK(INTOUT +6) Blue Value
RETURN

Correction for Desktop Organizer

Despite warnings in “Readers’ Feedback,” “How to Use the Disk,” and the article
describing “Desktop Organizer,” several readers tried to run Desktop Organizer
directly from the April disk. The program tries to create data files when it first
runs. There’s not enough room on the April disk for the files, so it doesn’t work
until you copy the program to a disk that has some extra space.

In addition, there’s a serious bug in the calendar section. During leap years,
the program adds the twenty-ninth to the February display, but does not move
March 1 ahead one day. Thus, all leap year months from March through December
are incorrect. See “Editor’s View” in this issue for details. ST
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Directory Search

Sooner or later, every programmer
needs a routine that finds a specific
file on a disk. This tutorial explains
how to call the GEMDOS functions
for locating disk files. It also explains
how you systematically search
through subdirectories using recur-
sion—the process whereby a function
calls itself, like a snake eating its
own tail. A sample program is in-
cluded in the article and on the disk.

Many programs have to access
data files, resource files, printer
drivers, or other information.
However, before you can open up
a file, you have to know its name
and location. You have to find it
on the disk. Two GEMDOS func-
tions allow you to search the cur-
rent folder for a file, using either
actual names or pattern-matching
wildcards. But what happens
when you venture beyond the
current directory to search
through other folders?

It's easier than you might
imagine. There’s no need to poke
around the dark caves of file allo-
cation tables and directory struc-
tures. You can use the GEMDOS
functions to search for files or for
subdirectories. Whenever you find
a subdirectory, you repeat the
process until you've checked every
nook and cranny on the disk.

Perhaps the best way to learn
about directory searches is to look
at an actual program. You'll find a
program called FIND.TTP on the
accompanying disk. It does exact-
ly what its name implies.

You give it a filename, and
FIND tells you exactly where the
file is located. That’s handy for

Philip I. Nelson

searching through any disk, espe-
cially a hard disk, which may con-
tain dozens of directories and
hundreds of files.

FIND can search an entire disk
drive or only specified subdirec-
tories. And because it supports
wildcards, the program can also lo-
cate groups of similarly named
files—a very powerful feature.

Building FIND.TTP
The program listing is written in
C, and it compiles without modifi-
cations under Megamax C, Alcyon
C, or Mark Williams C. The source
code contains plenty of comments,
so it should not be difficult to
convert it to any other language,
such as Pascal or GFA BASIC, that
supports direct GEMDOS calls
and recursion. Compile and link
the program as a TOS-takes-
parameters (TTP) application.
When GEM runs a .TTP pro-
gram, it presents a dialog box in
which you can enter any infor-
mation that the program might re-
quire to run. When the dialog box
appears, enter the name of any
file you wish to find. If the file is
located in a directory at or below
the level of the current directory,
FIND prints its path and name;
otherwise, FIND tells you that the
file can’t be found. Press any key
to return to the desktop.

Climbing the Directory Tree
FIND normally begins its search
in the current directory and
searches all directories at or below
the level of the current directory.
If you are in the root, or highest-
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level, directory of the disk, FIND
searches every directory, climbing
up and down the directory tree
until it determines there are no
more directories to search.

There may be times, though,
when you want to start the search
at some directory other than the
current one. For instance, you
may be in the root directory, but
wish to start the search at a lower
directory level. Or, you may be in
a lower directory, but want to be-
gin at the root directory and sift
through the entire disk.

You can specify a starting di-
rectory by entering two names in
the .TTP dialog box: the name of
the directory where the search
should begin, followed by the
name of the file to seek. Before it
starts the search, FIND checks to
make sure that the given directory
exists; if it doesn’t, FIND prints a
message and aborts the search.

When you include a starting
directory name, be sure to include
a blank space between the direc-
tory name and the name of the
file you seek. (If you omit the
space, FIND will interpret the
command as a bogus filename
and probably tell you that it can’t
be found.) To specify the root di-
rectory, supply a directory name
consisting of a single backslash
(\) character.

Playing Your Wildcards Right
In addition to a full, literal file-
name such as SORT.DOC, FIND
allows you to search for name
patterns using the asterisk (*) and
question mark (?) wildcard sym-
bols. Wildcards have the same



FIND Command

SAMPLE.C
directos

LANG \C \SRC SAMPLE.*

\ *BAK
directory
sam

directory

Search For:

All files named SAMPLE.C, beginning at the current
ry

All files with a base name of SAMPLE and any exten-
sion, beginning at the directory LANG \C \SRC
All files with the extension .BAK, beginning at the root

All files with a five-letter base name that begins with
SA, and any file extension, (SASSY.PRG, SANTA.O,
SATYR.DOC, and so on), starting at the current

meaning here as in the standard
GEM file selector. For instance,
the name *.TTP matches every
filename with the extension .TTP,
while the name S??T.P?3 matches
names such as SORT.PI3, SNIT
.PC3, and SWAT.P33.

The result is a highly flexible
searching tool. The table above
shows some typical FIND com-
mands and their effects. (The
command in the left column is
what you type in the GEM dialog
box when you run FIND.TTP.)

Next Things Next

To understand how the program
works, you'll need to know some-
thing about two pairs of GEM-
DOS functions. The first two,
named Fsfirst() and Fsnext(), are
designed specifically for directory
searching. Both functions can use
wildcards. The Fsfirst() function
initiates a search, using the file
specification and attribute(s) that
you supply. The Fsnext() function
is simpler: It simply continues a
search that you previously began
with Fsfirst().

Like all system functions,
Fsfirst() and Fsnext() return a code
that indicates success or failure,
and they return more specific re-
sults in some cases. Both functions
also use a special data zone
known as the disk transfer area
(DTA) buffer. When a file is
found, the DTA bulffer is filled
with several pieces of information
about the file, including its size,
time and date of creation, and full
name. This last item is particularly
useful in wildcard searches, which
may uncover many matching files.

The other two GEMDOS
functions are Fgetdta() and
Fsetdta(). The first function gets

the location of the existing DTA
buffer, and the second tells GEM-
DOS to use the area you specify
as the current DTA buffer.

Simple Strategy
Now you know enough to follow
FIND's basic search strategy.

* Create a new DTA bulffer for the
search.

« Begin the search with Fsfirst().

* Continue the search with
Fsnext(), printing the name of
each matching file as it appears.

That’s the scheme for search-
ing a single directory. Recall, how-
ever, that FIND has the intriguing
ability to walk up and down the
directory structure of a disk, fol-
lowing a particular path as far
down as it can, then backing up
to the last level where it found
more than one directory, and con-
tinuing the search where it left
off.

At first blush, you might

/* FIND.C */

#define LF 10 /* Line feed */

int match;
struct dta
char reserved[21];
char attribute;
int time;
int date;
long size;
char filename[14];
¥

main(arge, argv)

int x;
char path[80;
match = 0;

Ceonin()
mum(oi,
)

else
there */

Cconws(“Usage:

else

/* Recursive file finder for the Atari ST */

#include <osbind.h> /* Definitions for GEMDOS functions */
#define NORMAL 7 /* File attribute of a normal file */

#define SUBDIRECTORY 0x10 /* File attribute of a subdirectory */
#define EVERYTHING “*.*” /* Pattern that matches every name */
#define BACKUP “.” /* GEMDOS name for “next higher directory” */
#define CR 13 /* Carriage return */

if(arge < 2) /* You didn't type anything to search for */
{ /* Print helpful prompt and exi
Ceonws(“Usage: [path] <file specification>");

f( arge == 2) /* You supplied one name */
" Find( arg{1] ; /* Assutbae it a filename, and search for it */

{ /* You supplied more than one name */
Dgetpath( path, 0 ); /* Treat first name as a path spec... */
if ((x = Dsetpath( argv[1]) <0) /* ...

and try to go

Cconws(“Invalid path: “); /* You supplied an invalid path */
Cconws(argv[1]); Cconout(CR); Cconout(LF);

ath] <file specification>");

Cconin); return(0); /* Terminate */

{ /* We were able to move to the desired directory */
Find( argv[2] ); /* Find the second name */

14
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imagine that directory-walking re-
quires some fancy data-handling.
A naive approach would be to
map the entire directory structure
of the disk, store that information
in memory, and then search each
directory by hand, as it were.

In fact, there’s a much sim-
pler method. If you examine the
source code, you'll see that the
program’s main section performs
the entire search with just one call
to a function named Find( ). If you
turn your attention to the Find()
function, you'll see that it, too, in-
vokes a function named Find( ).
This peculiar structure is known
as recursion.

The Snake That Swallows
Its Tail

In computer programming, the
term recursion refers to a proce-
dure that has the ability to call it-
self. Recursion is useful in any
case where you need to perform
the same task over and over, but
you want each new invocation of
the procedure to build on the re-
sults of the last.

Posed in the abstract, that
concept may seem pretty slippery.
Let’s walk through the Find()
function to see how recursion
works in practice. The function
begins by saving the address of
any preexisting DTA buffer and
creating a new DTA bulffer. It also

discovers the current directory
path so we can print the names of
any files that we find during the
current invocation.

At this point, Find() invokes
the Fsfirst() function, passing the
file specification that it was pro-
vided, and specifying a file attri-
bute of 7 to signal that we're
looking for normal GEMDOS
files. If Fsfirst() turns up a match,
we enter a loop that prints every
matching filename in the current
directory, using Fsnext() to contin-
ue the search until no more
matches appear.

Once the current directory
has been exhausted, we invoke
stxrsl( ) again, this time supplying
of “**” to match any-

Dsetpath( path ); /* Restore previous path when finished */
}

}

if(match == 0) /* Then we didn’t find any files matching ‘name’ */

Cconws(“Can’t find: “); Cconws(argv[1]);

Cconws(“---- Press any key ---"); /* The pause that refreshes */

Cconin(;

/* Find function */
Find(name)

char *name; /* The filespec we're searching for (may include wildcards) */

int x;
struct dta *olddta, newdta; /* We need two dta buffers */
char path[80]; /* And a place to store the existing pathname */

olddta = (struct dta *) Fgetdta(;
/* Save the existing dta buffer */

Fsetdta(&newdta); /* Make a new dta buffer */
Detpathipath, 0 /* Save the existng path */

=1] 1=\ \9)

strcatipath, “~ \"); /* Paste a ' A" onto path if needed */

x = Fsfirstname, NORMAL); /* Begin searching for ‘name’ */
while(x == 0) /* Continue as long as we find matches */

match++; /* We found a match */
Cconws(path); /* Display this file’s path..
Cconws(newdta.filename); /* ...and its name */
Cconout(CR); Cconout(L] x=Fsnext(;
/* Continue the search... */
} /* No more files to find here */

x = Fsfirst EVERYTHING, SUBDIRECTORY);

/* Search for any directory */

while(x == 0) /* Continue as long as we find matches */

iﬂ (newdta.attribute & SUBDIRECTORY) && newdta.filename[0] !=
)

{ /* We found a valid lower directory */

/* Go down to subdirectory */
Fmd(namel, /* Search for name there */
Dsetpath(”..“); /* Move back up */

x = Fsnext(; /* Continue the search... */
} /* No more directories to find here */

Fsetdta(olddta); /* Restore previous DTA buffer as we exit */

thmg at all and an attribute of 16
(0x10) to signal that we're seeking
a directory. The effect is to search
for any directory at or below the
current directory.

If the Fsfirst() call reveals an-
other directory, we move into that
directory to continue the search
there. This is done by calling the
GEMDOS function named Dset-
path(), supplying the directory
name that we uncovered with
Fsfirst() a moment earlier.

Here’s where snake swallows
its own tail—or, to be more pre-
cise, where the actual recursion
takes place. Having moved into a
new directory, we call the Find()
function again, passing along the
same name that we originally got
from the .TTP command line. At
this point, the program’s flow of
execution returns to the beginning
of the Find() function. Again, we
save the address of the existing
DTA buffer, create a new one, re-
cord the current path, and search
for the named file.

Moving Back Up

We continue this process over and
over—Find() calls Find(), which
calls Find(), and so on—until we
have moved as far as possible
down the directory tree. Once we
hit bottom, we begin to move
back up, reversing the chain of in-
vocations and exiting the Find()



function as many times as we in-
voked it.

Look at the spot where the
Find() function invokes itself. Im-
mediately after we return from the
call to Find(), we call the Dset-
path() function, supplying the
filename to move back up one
level in the directory tree. Then
we call Fsnext() to search any di-
rectories that are still accessible at
this level. A complete search must
include directories at the same
level as the starting directory, as

well as those lower in the tree.
When no more directories can
be found, we exit the loop and call
the Fsetdta() function to restore the
DTA buffer that was in use when
we entered the Find() function.
This important step allows us to
continue any previous, uncomplet-
ed search. If we omitted it, the
program would climb down the
first available directory path until
it hit the bottom, then terminate
without searching any other paths.

Sometimes Programming with ALICE

ALICE: The Personal Pascal makes programming so much fun it will
distract you from other things that might need your attention.

* 700 Help Screens
If that doesn't tell you that ALICE
is the only system for learning to
program, then wait until you see
ALICE’s syntax directed editor
that prompts and makes it
impossible for you to make most
errors.

¢ Use GEM Now
Nobody's GEM support comes
close. You can write a program
with menus or ing win-

© Kill Bugs Fast
Use ALICE’s Pascal interpreter
to debug interactively at the
source code level. Breakpoints,
single-step, variable tracing —
it's all there.

* Have Fun
ALICE's interactive feedback and
super features turn programming
into the engrossing, enjoyable
task it was meant to be. And if

dows in seconds, not hours.

can’t be fun, why
bother?

“/ALICE] is all anyone could ask for. |
would recommend [it] to anyone who
is considering learning Pascal . . . or
anyone who wishes to prototype small
applications which deal closely with
GEM." — ST Informer

“An excellent value.” — Antic

“It is about as painless a method of
learning Pascal as can be devised short
of Hypnosis. It works!” — Computer
Shopper

“If you enjoy programming languages,
this comes pretty darn close to being
as much fun as a video game.”

— Computing Canada

‘The Personal Pascal..
Only $79.95. (Add $20 for textbook)
Orders dial: 1-800-265-2782

Tadamarks:Aar ST - At GEM

Looking Glass Software
T90H10G (922 QoyMaLs

124 King St. N. Waterloo, ON
N2J 2X8 Phone 519/884-7473

Stop Me Before 1

Program Again!

There are many ways that you
might enhance this simple dem-
onstration program. An easy im-
provement would be to get a
filename from within the program
rather than through the .TTP
command dialog. On a single-
drive system, this little addition
would let you search a disk other
than the one that contains the
FIND program itself (that is, you
could change disks before enter-
ing the target name).

With only a little more effort,
you could add the ability to
search a drive other than the cur-
rent drive. You could run FIND
from drive A, for example, and
tell it to search drive C.

On a larger scale, you might
decide to make FIND into a
general-purpose “‘sweep” utility
that has the same searching capa-
bility but that does more than
simply print the name of each
found file. When it finds a match,
the program might give you the
option to delete the file, rename
it, copy it elsewhere, or perform
other DOS functions.

To afford maximum flexibili-
ty, you might then give the pro-
gram two modes: an interactive
mode in which it asks you what
to do with each file (and lets you
treat individual files differently),
and a noninteractive mode which
charges ahead and performs the
same operation on every match it
can lay its hands on.

After you finish adding those
enhancements, you could go all
the way and make the program a
full-fledged GEM application that
takes advantage of the mouse,
menus, dialogs, or other GEM fea-
tures. For instance, I can imagine
a nifty sweep utility that lives in a
GEM desk accessory and offers a
whole array of FIND-based func-
tions, perhaps in a nicely designed
GEM dialog. That might provide
grist for a future column, in fact—
provided that one of you doesn’t
finish the program first. Once you
start programming this machine,
it’s hard to stop. ST
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Stashcan

David Archibald

If you've ever accidentally deleted an impor-
tant file (and who hasn't?), you'll find this
utility essential. It creates a new trashcan
from which you may recover any file you've
deleted. It runs from the Desktop or from the
AUTO folder. For all STs, all resolutions.

A couple of weeks ago, I did something stupid.

I was cleaning up one of my disks by lassoing
groups of old files and dragging them to the trash-
can. What's so stupid about that? Nothing is, except
I accidentally grabbed a couple of files I meant to
keep. Just one little slip of the mouse, and I was
watching two extra files disappear into the trashcan.
Once they enter the black hole of the trashcan, they're
gone for good. What goes in, never comes out. I did
have backups, but they were a few days old.

If I owned an Amiga or a Macintosh, I'd be able
to open up the trashcan and retrieve the deleted file.
But I don’t and I can't.

I won’t be making that mistake again; I've
taught my ST a new trick. My files no longer disap-
pear for good after entering the black hole—not after
I've run “Stashcan.”

A New Folder Called TRASH

The instructions for using Stashcan are very simple.
The program is named STASHCAN.PRG on the ac-
companying disk. You may run it from the GEM
Desktop or place it in the AUTO folder on your boot
disk if you'd like it to be installed automatically when
you turn on your ST. It's very short, so it doesn't take
very much memory away from the system.

What does it do? If you (or a program you're
running) delete a file, the file is automatically moved
to a folder named TRASH.

The f is P to other prog;
and the operating system; they don’t notice it's
there. It is also invisible to the user (you and me),
and it requires no further input after initial start up.

Stashcan works with all types of drives: hard
disk, ramdisk, single-sided, and double-sided. Re-
gardless of which drive you're using, deleted files
are copied to the TRASH folder. If you delete an en-
tire folder, Stashcan saves only the files in the folder,
not the folder itself.

The TRASH folder is always found in the root di-
rectory. If it doesn't already exist, Stashcan creates it.
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If the program encounters any sort of problem
which prevents it from saving the deleted file, it
rings the console bell three times in rapid succession.
This tells you that the file is gone forever—that it
was not saved. Fortunately, this happens very rarely.
When it does, it generally means Stashcan could not
find the file being deleted, so it couldn’t put the file-
name into the TRASH folder. (And the reason for
that is usually a typing error in the filename or a
program trying to delete a backup file before saving
a new copy, but no backup copy exists.)

Emptying the Trash

But how do you get rid of a file, when the program
insists on copying every deleted file to the trash
folder? There’s one exception to the rule. Stashcan
copies every file except when the file is located in
the trash folder itself. When you really want to delete
a file, just drag the file from the trash folder to the
trashcan icon. It's gone for good. If you're in a hurry,
you can drag the entire trash folder to the trashcan,
and delete all of the files in the folder at once. Re-
member, though, these deletions are permanent.

You may wonder what happens when you de-
lete a file and there’s already one in the trash folder
with the same name. The thought of opening the
trash folder on my Megamax disk and finding 20
copies of ERRORS.OUT didn’t appeal to me at all
(do I really make that many mistakes?). So, simply
said: Newest replaces oldest. The file in the trash
folder is deleted forever, and the newly deleted file
replaces it. By the way, this is the only time Stash-
can automatically scratches a file from the trash fold-
er without your doing it.

You should periodically clean up the trash fold-
ers on your disks, weeding out the files you're sure
you no longer want. Although these files are out of
sight, they do continue to take up disk space. Why
waste space on a file you deleted six months ago
and then never thought about again? I usually open
the folder and if I don’t see anything interesting, I'll
just drag the whole folder to the trashcan. If you're
saving something to a disk and you get an error
message telling you the disk is full, check the trash
folder. You can probably find a least a few files that
you can delete to free some disk space.

There is one drawback to this program—speed.
Stashcan slows down the delete process by about
30%, which isn’t as bad as it sounds. On the aver-



age, it takes about a second or two to delete a file on
a floppy disk. Stashcan adds perhaps half a second
to that time.

How It Works

hcan is a ter id
written in assembly language. It redirects the GEM-
DOS TRAP #1 vector to itself (saving the original
address, of course), then lies dormant waiting for the
GEMDOS File Delete (Fdelete) command to be sent.

When Fdelete appears, Stashcan searches each
folder in the pathname for a match to the next name
in the pathname, and it continues doing so until it
matches the last name in the pathname (which is the
name of the file being deleted).

Say, for example, you delete a file with the
pathname A: \DEVELOP \ C_PRG \ OLDFILE.C.
Stashcan first searches the main directory for DE-
VELOP. After getting the starting sector for the DE-
VELOP folder, it then searches the DEVELOP folder
for C_PRG. Once it has C_PRG's starting sector, it
searches the C_PRG folder for OLDFILE.C. When
Stashcan realizes that OLDFILE.C is the final name
in the pathname, the name of the file being deleted,
it saves OLDFILE.C’s directory entry. Next, the
TRASH folder is created if it doesn't already exist,
and a file named OLDFILE.C is created in it. The
new directory entry is replaced with the one saved
from OLDFILE.C so that they now point to the same
file. Finally, OLDFILE.C's previous directory entry is
marked as deleted, and Stashcan is finished.

What Stashcan does, in a nutshell, is find the di-
rectory entry for OLDFILE.C and move it to the
trash folder.

a5t

Program Flow

First, the get_dev_name routine is called. This rou-
tine gets the drive letter and pathname of the file be-
ing deleted. If there’s no drive or pathname, the
default drive and path are used.

Next, the program checks if TRASH is the first
name to appear in the pathname. If so, the file being
deleted is in the trash folder, and since we want to
be able to delete these files, the program exits to the
system routine for deleting files.

The program calls the look for_name routine,
which searches the disk’s directory or a folder for a
filename. This routine in turn calls four other rou-
tines: format_name, read_sector, find_name, and
next_sector.

Format_name extracts a name from the path-
name and then formats it in the style used by the
disk’s directory as follows: The filename always
contains eight characters; the extension has three. If
the filename and extension do not fill their entire
field, they are padded with spaces. The filename
starts at position 1, and the extension always starts
at position 9.

Read_sector reads two disk sectors (one cluster).

Find_name searches a directory cluster for a
match to the name from format_name. When a
match is found, the file’s attribute byte and its start-
ing sector and cluster are saved. The starting sector
is used when the filename being matched is actually
a folder’s name from the pathname.

Next_sector calculates a file’s next sector num-
ber from its File Allocation Table (FAT) entry. This
routine is used when the program is searching a
folder for a filename, because, unlike the main direc-
tory, a folder is treated as if it is a file, and its next
sector can be anyplace on the disk.

When the look_for_name routine is done, it
will have set up a variable that points to the start of
the filename’s directory entry in the sector input
buffer. This assumes of course, that the file was
found. Otherwise, the bell rings and the program ex-
its. A copy of the file’s 32-byte directory entry is
then saved.

Using standard GEMDOS routines, the program
creates the trash folder if it doesn’t exist, deletes a
duplicate file in the trash folder if it already exists,
and then creates a file in the trash folder with the
same name as the soon-to-be-deleted file. (If an error
occurs during any of these GEMDOS calls, the pro-
gram terminates and you'll hear the three dings.)

For a split second, two files with the same name
exist on the disk. One is in the trash folder, and the
other is the original file about to be deleted.

The program now deletes the original file, by re-
placing the first character of its filename in its direc-
tory entry (which is still in the buffer), with $E5. The
directory’s cluster, with the modified filename, is
then written back to disk using the program’s write_
sector routine. As far as the computer is concerned,
the file is now deleted, because any file name that
begins with $E5 is a deleted file. But it hasn't really
been deleted, because the clusters assigned to it in
the FAT have not been freed for other files to use. In
other words, the file is still there, but it no longer
has a directory entry to lead the computer to it. The
program will fix that next.

Once again, look_for_name is called to find the
file’s name. This time though, we know it will be
found in the trash folder, so we start the search
there. Using the pointer set up by look for_name,
the program replaces the filename’s 32-byte directory
entry with the original file’s entry that was saved
earlier. And once again, it uses the write_sector rou-
tine to write the cluster back to disk. The file exists
again, but now it’s in the trash folder.

The program’s last act is to return to the caller
with the d0 register zeroed, which means no error
occurred.

The source code, named STASHCAN.S, is found
on this month’s disk in a special compressed format
within the compressed file SOURCE.ARC. See “Un-
compressing Source Files” elsewhere in this issue for
instructions on reading the source code. sr
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Blitting Around

Robert M. Birmingham

The ST doesn’t have sprites, but GEM’s built-
in raster operations make it easy to move sprite-
like objects around the screen. This tutorial
explains how to use raster operations in your
own C and assembly language programs. Three
sample programs are included on the disk.

A raster operation, commonly called a bit-block
transfer or bitblit, is a convenient and flexible way of
moving a block of memory from one location to an-
other. For example, you might use a bitblit to move
a rectangular shape around in screen memory to pro-
duce animation for games. Bitblits are also useful for
scrolling graphics and text. Mega STs have their own
blitter chip that’s dedicated to handling bitblits. On
the 520 and 1040, bitblits are handled in software,
so they're somewhat slower (see the accompanying
article “Moon Boink” for more information).

Before digging into the details of blitting, we
should review how screen memory works on the Atari
ST and how the different resolutions are handled.

The Atari ST divides screen memory into sec-
tions called bit planes. The resolution currently in
effect dictates how many bit planes are available.
Additionally, the number of bit planes determines
how many colors can be displayed on the screen at
one time:

Resolution  Bit Planes  Number of Colors
Low 4 16
Medium 2 4
High 1 2

The ST uses an interleaved bit-plane system. In
the 16-color low-resolution mode, the four bit planes
are numbered 0-3. The first word (a word is two
bytes—16 bits) in screen memory represents the first
word of bit plane 0. This is followed by words for bit
planes 1, 2, and 3. Together, these four words (64
bits) determine the color of the first 16 picture ele-
ments (pixels) in the upper left corner of the screen.
This pattern continues for all of screen memory, with
consecutive words of each bit plane controlling 16
bits on the screen. To determine the color of a pixel,
a bit is taken from the same position in each of these
bit planes and is combined to be used as a color in-
dex for that pixel. This interleaved system is similar
in the medium-resolution mode except for the fact
that only two bit planes are available. Since the
high-resolution mode has only one bit plane, the in-
terleaved system doesn’t apply.
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Getting Ready to Blit
The first step in performing a bitblit is to define the
characteristics of the image that you want to manip-
ulate. You do this by creating a Memory Form Defini-
tion Block (MFDB). The MFDB contains parameters
that define the memory address of the image to
move, the width and height of the image, and other
important information. In most cases, you define an
MEDB for the area from which you want to move
the image (this is called the source MFDB) and a sec-
ond MFDB for where you want to move the image
(the destination MFDB). As we will see in the first ex-
ample program, it's also possible to define a single
MFDB and move sections of the image within it.
The MFDB contains the following variables:

« A longword (two words) containing the address of
the image to move

« A word containing the width of the image in pixels

« A word containing the height of the image in
pixels

« A word containing the width of the image in
words

« A word containing the bit-plane format flag

« A word containing the number of bit planes in the
image

« Three words initialized to 0 (reserved for future
use)

To make things clearer, let’s go through an ex-
ample which moves an area of a medium-resolution
screen from one position to another. Assume that a
graphics workstation has been opened and that there
is already an image being displayed on the screen.
The first step is to set up our MFDB so it reflects the

Moon Boink: Faster Raster Operations

Robert M. Birmingham

Several years ago, the first
“Boink” program appeared. It dis-
played a bouncing, spinning, red-
and-white-checked sphere and
was designed to show off the
graphics capabilities of the then-
new Amiga. Owners of other
computers saw it and said, “My
computer can do that.” Soon af-
terwards, there were Boink-like
programs for the Commodore 64,
Atari 400/800/XL/XE, Atari ST,
and various other computers.

Before you read any further,
run MOON.PRG from the disk.
““Moon Boink” begins with a title
screen which shows you a list of
keypresses that change certain
things while the animation is in
progress:

How It Works
Moon Boink was written in 68000
assembly language to make it as
fast and efficient as possible.
Moving images around the screen
takes a lot of processor time. The
picture of the moon was taken
from a DEGAS picture called
WALL.PI1 by Tom Hudson (used
in the program with his permis-
sion), loaded into NEOchrome, and
saved in a special assembly lan-
guage source file containing the
image. The source code (in the
MOON:S file) is thoroughly com-
mented, so those of you familiar
with 68000 assembly language
should have no problem following
the program.

Basically, there are two tech-
niques that allow this program to
create fast flicker-free animation:

Key Function

ESC Places the moon in front of or behind the grid.

P Pauses the animation until any key s pressed.

Up arrow Increases the height of the bounce.

Down arrow  Decreases the height of the bounce.

Number key Changes the speed of the animation—0 is the fastest, 9 is the slowest.

Alt Switches between a special subroutine to move images quickly and the
built-in VDI routine to move images. This allows you to compare the in-
crease in speed when the custom routine is active. Additionally, when the
blitter chip becomes available, you should see a great improvement in the
speed of the operating system image-moving routine. Theoretically, it
should be faster than the custom routine I wrote.

UNDO Exits the program.

preshifted graphics and frame
buffering.

Preshifting for Speed

Moon Boink originally used the
operating system function that
moves images from an area in
memory to the screen (the Line-A
Blit function described in the ac-
companying article). The major
problem with Line-A Blits is that
they can handle images of differ-
ent sizes and shapes. The image
may fall not just on a word
boundary, but on any pixel con-
tained horizontally within a word.
Because of this, the computer has
to shift the image to be displayed,
to put it in the proper position.
This shifting takes a lot of time
and ties up the microprocessor,
dramatically affecting the speed of
the animation. For a large image
such as the moon, a Line-A Blit is
flexible, but it’s also slow.

To see exactly how slow a
Line-A Blit is, press the Alternate
key while the program is running
(press the 0 key to set it to the
highest possible speed). If you
happen to own a Mega ST with a
blitter chip, try running the pro-
gram with the blitter turned off.
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characteristics of a medium-resolution
display.

In C, we can define a structure for an
MEFDB. A structure is simply a way to han-
dle several different types of information as
a single unit. This is how a structure for an
MFDB is defined:
typedef struct fdbstr
{ long fd_addr;

int fd_w;

int fd_h;

int fd_wdwidth;

int fd_stand;

int fd_nplanes;

int fd_r1, fd_r2, fd_r3;

here for the sake of clarity.

Next, you declare an MFDB structure called screen:
FDB screen;

We can now access the individual fields in the structure
called screen and initialize its parameters as a medium-
resolution display:
screen.fd_addr = Physbase(); /* Physbase() returns the screen address */
screen.fd_w = 640; /* image width in pixels */
screen.fd_h = 200; /* image height in pixels 2

screen.fd_wdwidth = 40; /* image width in WORDS 2/
o
/

screen.fd_stand = /* bit plane format
screen.fd_nplanes 7/* # of bit planes */
screen.fd_rl = 0; /* reserved argument L 8
screen.fd_r2 = 0; /* reserved argument *
screen.fd_r3 = 0; /* reserved argument */

} FDB;

The Memory Form Definition Block

structure is already defined in the

GEMDEFS.H header file. It is duplicated

Note the period in the middle of the variable names. Recall

that screen was declared as an FDB type of variable and that FDB

was previously defined as a structure. To access the fd_addr

variable within the screen structure, you call it screen.fd_addr,

I bypassed the shifting prob-
lem by writing a routine which
would do all of the calculations
for shifting in advance—before
any animation was actually done.
Since the screen memory on the
Atari ST is made up of 16-bit
words this meant that I had to
have 16 copies of the same image
in memory—each one correspond-
ing to one of the bit positions
within a word. Add to this a spe-
cial routine to move one of these
preshifted images from memory to
the screen quickly, and the result
is some very fast animation.

Frame Buffering

Although the animation routines
were efficient, they weren't fast
enough to create flicker-free ani-
mation. If the program happens to
be drawing or erasing the image
while the raster beam of the mon-
itor is updating the portion of the
screen containing the image, the
result is visible flicker. To alleviate

the pointer to the screen. While
the current screen is being dis-
played, we can erase and redraw
on the other invisible screen,
changing the image’s position to
create movement, and then flip
back to this screen. With this
method, no flickering occurs.

To allow the image to move
above the grid, I had to resort to
cheating. If you place an image on
top of a background image (in this
case a grid made up of lines) by
exclusive ORing it with the back-
ground image data, you will get a
third color whenever there is a
nonzero pixel in the image and a
nonzero pixel in the background.
Normally, to solve this problem,
you have to clear a hole in the
grid the exact same size and
shape as the image that you want
to place on the screen. This can
get pretty complicated and can
slow down the animation.

It turned out that in the case
of moving the moon, there was an
easier way to do this. Since this

g runs in low lution, I

this problem, I used a techniq
called frame buffering (also known
as page flipping).

Instead of drawing the image
on the screen and having the elec-
tron beam mess things up, Moon
Boink puts the image on an alter-
nate screen and then (when the
new screen is ready) it changes

had 16 colors available. Color 0 is
set to black (for the background)
and color 15 is set to blue (for the
grid lines). The moon image uses
colors 1-7 as various shades of
gray. Does this mean we’re not
using colors 8-14? No. The trick is
to imagine what would happen if

we simply EORed the moon on
top of the grid.

For example, if one of the
pixels in the moon image is color
1 and is EORed with the grid
which is color 15, it results in a
pixel of color 14. If the palette
value of color 14 is identical to
the palette value of color 1 you
will see no difference when color
1 is EORed with the grid lines.
Therefore, the color palette is ar-
ranged like this:

Color RGB Value

0 000

1 111

2 222

3 333

4 444

5 . /555

6 666

7 777

8 color 7

9 color 6
10 color 5
11 color 4
12 color 3
13 color 2
14 color 1
15 007

Now whenever a color 1-7 is
EORed with color 15, it will result
in a color index where its palette
value is the same as the original
color’s palette value. The above
works fine for placing the image
on top of the grid lines, but see if
you can figure out how I place the
moon behind the grid when you
press the Esc key.
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where the period separates the name of the structure
from the element inside.

Since the image we are going to be moving is
already in screen memory, we don't have to define
the image by hand. When defining the image by
hand, the image must be manually converted from
picture form to a series of numbers. Fortunately,
there are several paint programs and utilities avail-
able that will take a screen image and convert it to
its numeric form for you. When you understand the
basics of raster operations, you'll be able to use these
programs to create your own custom images.

Before we can move a section of the MFDB we
have set up, we first need to define the coordinates
of the upper left corner and the lower right corner of
the area to be moved. These coordinates are stored
as the first four entries in an integer array.

/* Top left corner - source rectangle */
xycoord[0] = 0;

xycoord[1] = 0;

/* Bottom right corner - source rectangle */
xycoord[2] = 31;

xycoord[3] = 31;

We have now defined a 32 X 32-pixel square
located in the upper left corner of our MFDB, which
in this case is in screen memory.

The next four entries of the array contain the co-
ordinates of the destination rectangle. Note that this
rectangle has the same width and height as the one
above.

/* Upper left corner - destination rectangle */
Xycoord[4] = 100;

xycoord[5] = 100;

/* Lower right corner - destination rectangle */
xycoord[6] = 131;

xycoord[7] = 131;

With the MFDB initialized and the source and
destination rectangles defined, we can do the actual
transfer using the VDI function vro_cpyfm(). (This
function is called Copy Raster Opaque. Its name
comes from the fact that this function copies the
same number of bit planes from the source memory
area as there are in the destination area, so that the
former can be copied pixel by pixel to the latter).
vro_cpyfm( handle, 3, xycoord, &screen, &screen );

The rectangular area which is at xycoord[0-3]
will be copied to the screen area defined in
xycoord[4-7].

The variable handle was returned from the
graf_handle() function when the graphics work-
station was opened.

Sixteen Ways to Blit

The second argument (the number 3) selects the log-
ic operation to be used by vro_cpyfm(). The logic op-
eration controls how the two rectangles will be
combined into the final rectangle. The number 3 tells
the function to replace whatever is in the destination

rectangle (xycoord[4-7]) with what is in the source
rectangle (xycoord[0-3]), without any fancy AND’s,
OR’s, and so on. There are 16 different logic opera-
tions available, which are listed in C reference books
as follows:

Mode | Definition

0 | DEST =0
1 | DEST = SOURCE AND DEST

2 | DEST = SOURCE AND (NOT DEST)
3 | DEST = SOURCE

4 | DEST = (NOT SOURCE) AND DEST
5 | DEST = DEST

6 | DEST = SOURCE EOR DEST

7 | DEST = SOURCE OR DEST

8 | DEST = NOT (SOURCE OR DEST)
9 | DEST = NOT (SOURCE EOR DEST)
DEST = NOT DEST

11 | DEST = SOURCE OR (NOT DEST)
DEST = NOT SOURCE

DEST = (NOT SOURCE) OR DEST
DEST = NOT (SOURCE AND DEST)
15 | DEST =1

If that seems rather confusing, there’s another
way of looking at it. In any raster operation, there
are only four possible combinations of bits. The
source bit may be 0 and the destination bit also 0, or
the combinations of source/destination bits might be
0/1, 1/0, or 1/1. The sixteen modes of raster opera-
tions break down like this:

Mode Source/Destination:
0/0 0/1 1/0 1/1
0 0 0 0 0
1 0 0 0 1
2 0 0 1 0
3 0 0 1 1
4 0 1 0 0
5 0 1 0 1
6 0 1 1 0
% 0 1 1 1
8 1 0 0 0
9 1 0 0 1
10 1 0 1 0
11 1 0 1 1
12 1 1 0 0
13 1 1 0 1
14 1 1 1 0
15 1 1 1 1

The two tables indicate how the logic operation
combines a pixel in the source rectangle and the cor-
responding pixel in the destination rectangle. This
produces the new destination pixel. The specified
operation is performed on every pixel in each bit
plane. As you can see there are quite a few combina-
tions. The best way to understand them is to try
them in your own program.

The last two arguments in the vro_cpyfm() func-
tion (&screen and &screen) are the addresses of our
MFDBs. The first is the address of the source MFDB
and the second is the address of the destination
MFDB, which in this case are the same.

Vro_cpyfm() is generally used to copy a multiple
bit-plane image to a multiple bit-plane destination.
GEM also supports a function which copies a single
bit-plane image to a multiple bit-plane destination.
This can be useful if the image that you want to ma-
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nipulate was created on a monochrome screen. In
fact, GEM uses a similar method to display icons.
This VDI function is called vrt_cpyfm() (Copy Raster
Transparent). Using vrt_cpyfm() is similar to vro_
cpyfm() except for a few minor details. As an ex-
ample, let’s copy a single bit-plane image from a
predefined image array to an area of a medium-
resolution display.

The first step is to define the monochrome im-
age. This will simply be a filled box 16 pixels wide
and 16 pixels high.
int image[16] =
! 65535,

65535,

65535,
65535,

65535,
65535,
65535,
65535,

65535,
65535,
65535,
65535,

65535,
65535,
65535,
65535

In the previous example using vro_cpyfm(), we
were able to move an image within the same MFDB.
This was possible because the source and destination
MFDBs had the same number of bit planes. Since we
now want to move a single bit-plane image to a
multiple bit-plane destination we need to declare
and initialize two distinct MFDBs:

FDB mono_plane, multi_plane;

mono_plane.fd_addr = image;
mono_plane.fd_w = 16;
mono_plane.fd_h = 16;
mono_plane.fd_wdwidth = 1;
mono_plane.fd_stand = 0;
mono_plane.fd_nplanes = 1;
mono_plane.fd_r1 = 0;
mono_plane.fd_r2 = 0;
mono_plane.fd_r3 = 0;

multi_plane.fd_addr = Physbase();
multi_plane.fd_w = 640;
multi_plane.fd_h = 200;
multi_plane.fd_wdwidth = 40;
multi_plane.fd_stand = 0;
multi_plane.fd_nplanes = 2;
multi_plane.fd_r1 = 0;
multi_plane.fd_r2 = 0;
multi_plane.fd_r3 = 0;

With our image defined and our MFDB struc-
tures initialized, all we have to do is define the
source and destination rectangles and a couple of
other items, and then we're ready to perform the
copy.

/* upper left corner - source rectangle */
xycoord[0] = 0;

xycoord[1] = 0;

/* lower right corner - source rectangle */
xycoord[2] = 15;

xycoord[3] = 15;

/* upper left corner - destination rectangle */
xycoord[4] = 100;

xycoord[5] = 100;

/* lower right corner - destination rectangle */
xycoord[6] = 115;

xycoord[7] = 115;

Finally, we must set up a two-element array
which is used to draw the foreground (1 bits) and
the background (0 bits). This array and the logic
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mode used dictate how the image data appears when

copied to the screen.

color[0] = 3;

color{1] = 0;

The following function call can now be used to do

the copy.

vrt_cpyfm( handle, 1, xycoord, &mono_plane, &multi_plane,
color );

The logic modes for vrt_cpyfm() are different
from the ones for vro_cpyfm(). The vrt_cpyfm() func-
tion only allows you to use four different logic
modes to dictate how the source and destination rec-
tangles will be combined to produce the final rectan-
gle. These are

1 Replace

2 Transparent

3 Exclusive Or

4 Reverse Transparent

The number 1 in the function call above speci-
fies that the Replace mode will be used. Replace
mode means that the part of the image that consists
of 1 bits will be drawn with whatever color is in the
relevant drawing pen. The part of the image that
consists of 0 bits will be drawn with the background
color, found in pen 0.

The variables &mono_plane and &multi_plane
are the addresses of the MFDBs we set up.

Finally, color is the address of the array which
holds two numbers. The first, color[0], contains the
pen number of the foreground color which will be
drawn wherever there is a 1 bit in the source image.
The other, color[1], contains the pen number of the
background color which is drawn wherever there is
a 0 bit in the source image. Note that these are pen
numbers, not actual hardware registers.

Two Examples of Raster Operations
VROCOPY.PRG on the accompanying disk demon-
strates the use of vro_cpyfm(). It first initializes two
MFDBs—one for the image we want to move, and
the other for the screen display (adjusted to the cur-
rent resolution). Next, an image is drawn and copied
from the screen into a holding area. After this, the
program executes a loop which gets the current
mouse pointer position and copies the image from
the holding area to the screen. This loop continues
until a mouse button is pressed.

The second program, VRTCOPY.PRG, illustrates
the use of vrt_cpyfm(). As in the first program, we
simply copy the image (which was defined at the be-
ginning of the program) to wherever the mouse
pointer is moved. Each program adjusts itself to the
current resolution.

The source code files contained in the
SOURCE.ARC file. Their names are VROCOPY.C
and VRTCOPY.C. See “Uncompressing Source Files”
elsewhere in this issue for instructions on reading
the source code.



Rejection

Tim Midkiff and Rhett Anderson

Supercharged forces hurl a metallic ball at
high speed in this exciting 32-color arcade
variation of hockey. Realistic movement and
collisions and superb sound effects make this
one of the best arcade-style action games
we've ever published. Match wits with a
friend or take on a computer opponent that
adjusts its level of play to suit your abilities. If
you want to just sit back and enjoy the graph-
ics, you can even let the computer play
against itself. One joystick is required when
you play the computer; two when you play a
friend. For color systems only.

In a gargantuan stadium, riding a cushion of air, two
players face off in the high-speed game of “Rejec-
tion.”” The two opponents, seated in saucer-shaped
pods equipped with pulsating magnetic fields, play a
high-tech version of hockey. It's a brutal game, mas-
tered only by those with the quickest minds and the
truest reflexes. If you feel up to the challenge, strap
on a helmet and load Rejection.

At the Controls

Although your pod’s controls are rudimentary, the
pods themselves are capable of an infinite variety of
maneuvers under the guidance of a practiced player.
A pod has four rocket thrusters, each designed to
propel the pod in a different cardinal direction. Thus,
eight different directions can be chosen, depending
on the direction in which the joystick is pressed.
Since the pods are massive and the game is played
on a nearly frictionless surface, the pods continue in
their paths long after the thruster controls have been
released. By carefully firing the correct thrusters in
sequence, movement in any arbitrary direction is
possible.

Because of the momentum factor, it may take
you some time to become accustomed to the game.
Although friction will eventually bring your craft to
a crawl if you leave all thrusters off, you'll want to
practice stopping at a given location. To brake, thrust
in the direction opposite your motion.

Your pod continues traveling in the same direc-
tion until you use the thrusters, hit the other player,
or hit a wall. It’s not possible to hit the metal ball
because your pods are floating on a cushion of air
and the ball is rolling on the floor. This means the
ball can pass underneath your pod.

As if getting around the playing field wasn't dif-

%

ficult enough, you must also keep your mind on the
objective of the game: scoring enough goals to be
declared the victor. Your ship emits a pseudomagne-
tic field which affects a ball-shaped puck. Normally,
the ball is repelled by this field, but if you press
your joystick button, the ball will be attracted in-
stead. Remember, while you're trying to score, your
opponent is, too. Both players’ fields affect the ball
similarly. The forces in this game follow the inverse
square law that applies to forces like gravity and
magnetism: The closer you are to the ball, the more
the field pushes or pulls it.

Your First Game

Rejection is on this issue’s disk under the name
REJECT.PRG. You may run the game from the disk
menu or from the GEM Desktop like any other pro-
gram. The two-player game requires two joysticks
(you need just one if you plan to play the computer).
You must also have a color monitor, but it doesn’t
matter whether you run it from low or medium reso-
lution; the program automatically adjusts the screen.

When making a backup copy of Rejection on
another disk, be sure to copy the data file REJECT
.DAT, too. The game won't run without the data file.
If you store REJECT.PRG in a folder, put REJECT
.DAT in the same folder. It takes a few moments for
the data file to be loaded and the graphics to be
created.

When the first menu appears, you'll be asked to
choose whether you want a human or a computer to
play the green player. The joystick in port 0 (the
mouse port) controls the green player. Use the cursor
keys to make your selection and then press RETURN.
Next, you'll be asked to choose whether you want a
human or a computer player to take the controls of
the red pod (joystick in port 1). Finally, you'll be
asked if you want to play to 7, 11, or 15 goals. If
you want to see a demonstration game before you
begin playing, let the computer play both sides.

When playing the game, press RETURN to take
a timeout and any other key to continue. Press ESC
to start a new game. If you decide that you want to
continue the game you were playing, select SAME
GAME. Selecting NEW GAME returns you to the se-
lection menus to choose a new game. If you choose
QUIT, you'll go back to the GEM Desktop.

At the end of the game, you'll be asked to
choose between SAME GAME, NEW GAME, and
QUIT. After a game ends, SAME GAME lets you
play the same setup as the game before.
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Tricks of the Trade

Experienced Rejection players all have their favorite
ways of scoring, but to help you get your bearings,
here are a few tricks that the top few players have
grudgingly given up:

* The simplest way to score is to drag the ball to
your opponent’s goal and release it. To do this, you
must first learn how to carry the ball. Hold down
your joystick and approach the ball. As long as you
keep the button pressed and keep your speed
down, you should be able to carry the ball with
you as you move.

« If your opponent is headed toward the goal to
score, slam into him as fast as you can. He'll fly
away and you'll be left holding the ball.

* Remember to allow for momentum. If you get go-
ing too fast, you probably won't be able to slow
down in time to counter your opponent’s offensive
moves.

Tools of the Trade

The bulk of Rejection was programmed in Modula-2, a

powerful, structured language similar to Pascal. The
graphics were designed with the help of NEOchrome
and Degas Elite and captured with the aid of “Snap-

shot NEO/DEGAS,” published in the February 1987 is-

sue of COMPUTE!'s Atari ST Disk & Magazine. To
create the sound effects used in the game, we used
“Sound Editor,” published in December 1987 (our
thanks to Troy Tucker, who helped design the boom-

ing, electric sound heard when you first load the game).

The Atari ST is a powerful graphics machine.
Unfortunately, since the computer lacks sprite hard-
ware, it's difficult to achieve smooth animation. For
Rejection, we used the high-speed machine language
sprite-simulation routines originally developed for
December 1987’s “‘Basketball Sam and Ed.”

Notes for Programmers

The program requires a larger stack than the 8192-
byte default. The stack size should be 10,000 bytes
or more. It can be set before linking by using the
Modula-2 desk accessory or after linking with the
StackSiz utility. The optimization button on the
Modula-2 desk accessory should be clicked on before
linking.

If you're interested in studying how the program
works, the Rejection source code is included on the
magazine disk in a special compressed format. The
main source code file is named REJECT.MOD and is
contained within the compressed file SOURCE.ARC.
See “Uncompressing Source Files” elsewhere in this
issue for instructions on reading the source code.
There are four additional modules which must be
linked to the main program. Their names are
GRAPHICS.MOD, INPUT.MOD, PUFEMOD, and
SCANLINE.MOD. Each of these files also has a cor-
responding .DEF file.
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... to maneuver into scoring position.

Two possible errors you may encounter at the
beginning of the program are File Not Found and Out
Of Memory. File Not Found occurs if the main pro-
gram cannot find the data file REJECT.DAT. If this
happens, make sure both programs are in the same
folder. Out Of Memory occurs if there isn’t enough
room to load the data file or for the graphics routines
to expand the images. Normally, you will only see
this error if you have too many desk accessories in-
stalled. If you see this error, reboot and make sure
there are no desk accessories or ramdisks installed. ST



Super ST Games!

Philip 1. Nelson
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Facing Page: Defender of the Crown

Top-to-Bottom: Leaderboard, Trailblazer,
Flight Simulator, Sinbad and the Throne of the
Falcon

27

The ST is a superla-
tive game machine,
no doubt about it.

You can tell because in the three
years since its introduction, publishers
have released a multitude of games
that are intriguing, challenging, and
just plain exciting. In this article we’ll
take a look at a collection of great
games for the Atari ST, with an eye
toward some past and future trends.

For the sake of organization, I've
divided the games into four basic
categories:

* Arcade Shoot-Em-Ups

* Sport Simulations

« Flight Simulators and Flying Games
 Adventures

Enough preamble. Let’s plug in
our joysticks and look at some games.

Arcade Shoot-Em-Ups

his category is not only one of the
% oldest, but also one of the most
) familiar computer game groups.
Ask the average person to visual-
ize a computer game, and chances are good
that what comes to mind is something with
bright, simple shapes whizzing about the
screen, accompanied by frequent, noisy laser
sounds and explosions. The shoot-em-up dy-
nasty began with games like the seemingly
immortal Asteroids, which can still be found
in arcades. It's spawned a legion of
descendants.

But fast, furious action is only one com-
ponent of a successful shoot-em-up. Con-
stantly increasing difficulty is another key
feature. The longer you survive, the more dif-
ficult the game becomes. The more often you
play the game, the more your skill increases,
and the longer you are able to survive. This
opens the door to new, even more difficult
challenges, and so forth. Some of the newer
arcade-style games offer literally hundreds of
different screens for you to conquer.
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F-15: Strike Eagle

One of the best shoot-em-ups
for the ST—or any other micro,
for that matter—is Starglider, mar-
keted by Firebird and written by
Englishman Jez San. In this game
you pilot a futuristic sky fighter
through the nighttime sky, de-
stroying various dangerous objects
and seeking others of value. It's a
basic theme that you see repeated
over and over: Blast the bad stuff
and grab the good. (The original
Pac Man game, in which you liter-
ally eat the good stuff, distills this
basic theme to its essence.)

What sets Starglider apart
from the average shoot-em-up is,
first of all, the quality of its ani-
mation. Playing off the popularity
of conventional flight simulators
(about which there’ll be more lat-
er), the game puts you at the
helm of a spaceship whose power
and maneuverability put our
armed forces’ latest fighters to
shame. Streaming past you in the
dark are a wide variety of objects,
some on the ground and others in
the sky. Depicted in realistic,

Leisure Suit Larry in the Land of the
Lounge Lizards

“'wire-frame” 3-D graphics,
these objects are fascinating
to watch, whether or not
you accomplish your ulti-
mate mission.

Another of Starglider’s
standout features is the
quality of its sound. Digitized
music and speech give this
game an aural quality that will
surprise some of those who
pooh-pooh the ST’s sound
chip, as well as exciting the
envy of those who, like
myself, find sound generation
an interesting programming
challenge. The game begins with
a dazzling musical soundtrack
that is entirely digitized. In many
similar games, damage to your
craft is signaled by a blinking
red light or some such. In
Starglider, a digitized voice with
a distinctly English accent shouts
“Damage alert!” It's all great fun.

If you're not familiar with
flight simulator programs, you
might not notice a canny piece of
stagecraft that Starglider uses to
minimize the effort needed to
simulate the view from a moving
aircraft. Conventional flight simu-
lators spend considerable effort
and processor time depicting the
shifting horizon as you would
view it from the pilot’s seat. This
normally is done by painting the
ground in one color and the sky
in another, a process that requires
time-consuming area fills.

By setting its action at night,
when both ground and sky are a
uniform black, Starglider can dis-
pense with direct depictions of the
horizon and rely instead on
indirect, less time-consuming
means. There are always a
sufficient number of “‘ground”
objects on the screen to sug-
gest an approximate horizon.
And as you move through the
sky, tilting, accelerating, or
whatever, those objects change
in attitude and perspective just
as you would expect. As a
result, the game spends less
time depicting the ground and
sky, and more time animating
moving objects.
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Lose Your Marbles

?\} rcade action doesn't al-
ways involve shooting
A ») and dodging. If we ac-
AVERG cept action and agility
as the basic features of this genre,
then Marble Madness (Electronic
Arts) has to rate as one of the bet-
ter examples to be released in-the
last year or two. Here the basic
goal is to pilot a marble or ball
through a peculiar, particolored
universe that seems to have been
engineered by Rube Goldberg and
molded from neon Play-Doh by
Salvador Dali.

As you roll up and down
ramps, jump waterfalls, skirt
chasms, and skitter around cor-
ners, you must avoid a wide and
amusing variety of animate and
inanimate objects. Folks who have
spent significant time with the
original arcade version or the
Amiga version of this game might
be greatly disappointed by the
quality of graphics in the ST ver-
sion, but the game’s playability is
equal on both machines.

Trailblazer (Mindscape) is an-
other game where you direct the
course of a ball through a fantastic
landscape. But in this case the
landscape is a wild, onrushing
road. After the advent of the mov-
ie Star Wars, with its climactic
chase through tunnels in the sur-
face of a planet, a multitude of
games have taken advantage of
this basic visual concept. As the
pilot, you direct an object (a
spacecraft, an Indy racer, or what-
ever) along a road that begins at a
narrowed point on the horizon
and rushes, furious and unceas-
ing, directly toward you.

Tunneling and road-racing
games usually have an extremely
simple premise: keep moving as
long as possible. Often, it’s a jour-
ney to nowhere; you're traveling
for the sake of traveling. You
must stay on the course (not easy,
in most cases) while avoiding col-
lisions with fellow travelers.
Along the way, you may also
have a chance to scoop up assort-
ed treasures, vaporize the occa-
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sional roadhog, and stay alert for
other vicissitudes.

Trailblazer offers a different,
lighthearted variation on this basic
theme. You control a rolling,
bouncing ball as it careens down
an oncoming checkerboard trail.
Each rectangle in the checker-trail
can be a different color, and the
color determines what happens
when the ball touches it. You can
roll normally over one shade of
green, but magenta squares make
the ball reverse direction, bounc-
ing straight back at you. Black
squares are holes in the trail—if
you can’t bounce over them,
you'll lose a ball. Each new color
means something different: White
colors are good for bouncing, oth-
ers introduce unwanted hops and
slow you down, and so forth.

It takes some time to master
Trailblazer’s basic course, which
includes three main sections with
oddball names such as Green Bits.
If you tire of bouncing a ball, you
can change the shape of your play
object to one of several different
animated sprites ranging from a
winged, sprinting gargoyle to roll-
ing heads or a little fellow push-
ing a vehicle that looks like a
cross between a twenty-first-
century wheelchair and a chariot
from the movie Ben Hur.

Action games all share the
same disadvantage—that a deter-
mined gamester always becomes
skilled enough to master the
course. Some games capitalize on
this fact by marketing sequels to
the original game that contain ad-
ditional, more difficult challenges
along the same lines. Others, and
Trailblazer is one of these, provide
a game-editing facility that allows
you to “roll your own.” In Trail-
blazer’s case, though, the editor
program seems to have been
added as an afterthought. Trail-
blazer’s editor is kludgy, nonintu-
itive, and entirely keyboard-
driven, the sort of thing you
might crank out in GFA BASIC in
an hour or two.

That’s doubly unfortunate be-
cause, when you think about it,
the ST is supremely suited to per-

form this sort of editing task,
and—given GEM—this sort of
program almost designs itself. On
one side of the screen you might
have a “supplies” area containing
all the possible trail-square colors.
On the other side—perhaps in a
window, so that it could be
scrolled up and down—would be
the trail you were constructing. To
place a square of a given color in
your trail, you would simply pick
it up from the supplies grid with
the mouse pointer and carry it
over to the trail window, putting
it down in the desired spot. Noth-
ing could be simpler from a user’s
point of view.

No review of games would be
complete without mentioning at
least one pure, straight-ahead,
blast-or-die game in the grand
shoot-em-up tradition. My pick is
Xevious, from Mindscape. You pi-
lot a spacecraft, seen from above,
through a varied landscape that
scrolls from the top to the bottom
of the screen. Your mission, as far
as I can make out, is to vaporize
everything in sight until you
either finish the course or go
down in flames (the latter course
usually being more interesting).

So far, so dull. There have
been, and will be, hundreds of
games that fit this description.
What interests me about Xevious
is a feature that I've noticed in a
few other nearly identical games
on the ST. The scrolling playfield
occupies only the left two-thirds
of the screen, while the right third
is taken up with a useless, largely
empty, status and score display.

This sort of arrangement—ac-
tion in the left two-thirds, stasis in
the right—used to be very com-
mon in games for the Commodore
64, whose sprite graphics caused
some programmers to confine all
movement to easily managed areas
to the left of the infamous sprite
seam, the first 256 pixels of the
320-pixel screen. The ST has no
such limitation (in fact, it doesn’t
have sprites at all), so it's difficult
to imagine why so many shoot-
em-ups share this characteristic.
Perhaps they're cloning games
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originally written for the 64, or
that configuration just seems more
natural to right-handers.

Sport Simulations

PRBIY) his category includes

(%, computerized versions
%9 of familiar sports such

DR as baseball, golf, and
football Of these, a golf game
named Leader Board (Access) still
ranks as one of the most realistic,
satisfying sport simulations avail-
able, in my book. Although it
lacks some of the extra features
found in other golf games, Leader
Board provides such lovely, de-
tailed animation of the golfer and
the ball that you'll readily forgive
the omissions. It's the sort of
game that elicits a “Wow!” from
just about everyone who watches
the player drive the ball down the
course for the first time.

Leader Board lets you play
several different courses, all at
various skill levels. One feature
that I found very attractive is the
speed at which the game redraws
the scenery for each new hole.
Each scene is drawn in a second
or two, without the slow disk
reads that characterize the process
in so many other programs.

The animation is truly some-
thing to write home about. The
player swings the clubs very real-
istically, in part because the
graphics were copied directly from
an actual video of a golfer in ac-
tion. And the game is capable of
some amazing bits of realism. In
one hole, for instance, my drive
actually hit the pin on the green;
much to my amazement, the ball
bounced off the stick to the accom-
paniment of a realistic pok sound.

One Leader Board feature that
I found highly annoying, however,
is its use of a dongle as a security
device. A dongle, as you may
know, is an electronic whatzit that
you have to plug into your com-
puter (typically, into a joystick
port) when you start the game. In
the case of Leader Board, the don-
gle is a sealed unit smaller than



the end of my little finger. Any-
thing that small is very easy to
lose, or, in the case of our house-
hold, easy for scavenging toddlers
to find and choke on. What's
more, the dongle plugs into the
ST’s joystick port, which, in the
case of a 1040ST, is located in a
hopelessly inconvenient spot un-
der the front of the keyboard.

My idea of fun does not in-
volve spending five sweaty min-
utes trying to snicker a minuscule
widget into a cranny underneath
my computer every time I want to
limber up the old clubs. The cre-
ators of Leader Board aren't to
blame for a design inconvenience
of the ST. But there are many oth-
er means of security protection;
perhaps they'll see the light and
ditch the widget in future releases.

Another golf simulation
worth mentioning is Mean 18 (Ac-
colade). Although it doesn’t match
Leader Board in animation quality,
this game does offer a greater va-
riety of courses, including some
famous ones such as Pebble Beach
and Augusta National. What's
more, Mean 18 includes a Course
Architect feature that you can use
to create your own, custom-built
courses. That sort of customiza-
tion greatly extends the lifespan of
any game.

Lamentably, Mean 18 bears
many of the marks of an unthink-
ing, too-hasty translation. Every-
thing about it, from its manual
cover and onscreen character set
to the way that it handles dialog
boxes, shouts “IBM PC.” It’s iron-
ic that on the ST, whose operating
system provides convenient,
standard routines for creating and
handling GEM dialog boxes, a
program would create a non-GEM
dialog box entirely by hand, as it
were. That sort of decision may
simplify the translator’s task and
let the company bring a product
to market sooner. But the differ-
ences are aesthetically jarring, and
they tend to denigrate the ma-
chine, as if to say that it’s not
worth the extra effort to make an
ST version behave like a genuine
ST program.

Flight Simulators and
Games

ou don't “play” a flight
% simulator as you do

} most computer games.
=240 These programs, pat-
terned after the real simulators
used to train pilots and test air-
craft prototypes, are serious, com-
plicated tools for simulating, as
closely as possible on a microcom-
puter, the actual experience of pi-
loting a vehicle through the air.
Like other grown-up software, a
flight simulator typically takes a
long time to master, but has the
ability to challenge you over a
much longer period than the aver-
age game does.

kS

You're given
a detailed
artificial
universe
and an
invitation

to explore.

The realism of a first-class
flight simulator extends to every
aspect of the program, from read-
ing charts and making visual ob-
servations to setting navigational
instruments and dialing in for the
latest weather update. Among
these programs, the venerable
Flight Simulator II (SubLOGIC) has
to rank near the top of anyone’s
list. Whereas many entertainment
programs come with documenta-
tion you might mistake for junk
mail, Flight Simulator I gives you
a book. That's a to not

only the quality (and price) of the
program, but also its complexity.

Flight Simulator II isn't the
sort of program that can easily be
described in a paragraph or two.
If you're interested in flight simu-
lators, try to get a demonstration
of this program before you pur-
chase anything. Unlike most other
games, flight simulators have no
canned goal. There’s no way to
win or lose at this pastime, just as
there’s no way to win or lose at
flying a real airplane. You're sim-
ply given a detailed artificial uni-
verse, complete with navigational
charts and a choice of aircraft, and
an invitation to explore. If you be-
come hooked on it, you can easily
spend months in the cockpit.

If you like the notion of fly-
ing your computer, but your heart
doesn’t skip a beat at the prospect
of trying to find Snohomish
County Municipal Airport on the
chart on a stormy night, you
might want to look at one of the
many flying games that have ap-
peared in the last couple of years.
These programs share the same
basic appeal of true flight simula-
tors, but they don’t take as long to
learn, and many of them throw in
some shoot-em-up action for extra
excitement.

One such game is F15 Strike
Eagle (MicroProse), which puts
you in the cockpit of a jet fighter
flying a combat mission in one of
several international hot spots.
The basic drill is the stuff of
which good shoot-em-ups are
made: blitz or be blitzed. Your
mission, regardless of locale, is to
destroy all primary targets in the
area and then return to base. The
makers of this game have put a
decent amount of effort into his-
torical accuracy. The missions that
you can choose range from Egypt
or Hanoi in the early 1970s to
Libya in 1981 or the Persian Gulf
in 1984. Besides describing the
various aircraft and missiles that
attack you, the manual has infor-
mation on combat maneuvers such
as jinking, yoyos (low and high
speed), and the time-honored
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Adventures

) his category of games
% used to include a very
few, well-defined pro-
J -& Sigrams. The first, Adven-

ture, was written for a mainframe
back in the infancy of what we
now call personal computing.
When affordable home computers
became available in the late 1970s
and early 1980s, it wasn’t long
before adventures made their way
onto the new machines. Now,
more than a decade later, we are
witnessing an explosion of adven-
tures and adventurelike games.

The classic adventure game
has two basic characteristics: it is
entirely text-based, and it is a
directionless simulation. Text-
based means that you play the
game by typing English com-
mands rather than whipping a
mouse pointer around the screen
or abusing your joystick or cursor
keys. And directionless means that
you decide what path to take at
all times. These games nearly al-
ways have a goal of some sort,
but they don’t force you down ex-
actly the same path every time the
way the classic shoot-em-up game
almost always does. Instead,
much like good flight simulators,
they just plop you down in an in-
teresting universe and let you take
it from there.

The universe of the original
Adventure, and of its earliest imi-
tators, was typ)cally a maglcal

or Go north, for instance, but it
would choke on a more realistic
English sentence such as Pick up
the gold bar, examine it, and then
leave the room.

This limitation created a di-
chotomy of sorts. While the game
itself spewed out elaborate de-
scriptions of your surroundings,
you could reply only with the lit-
erary equivalent of grunts, using
primitive verb-object commands
such as Get sword or Fight dwarf.

The first major innovation in
adventure gaming was the intro-
duction of more sophisticated
parsers, which let the player com-
municate with more natural English
sentences. New England-based
Infocom, now a division of Activi-
sion, was an early leader in this
market, beginning with the Zork
series of adventures and adding
many others since then. In addi-
tion to improving the games’
playability, Infocom expanded the
subject matter of the genre be-
yond its wizards and warlocks ori-
gins, setting some adventures in
the gritty modern world. Thank-
fully (from the perspective of ded-
icated adventure players), some of
Infocom’s adventures are still
available for the Atari ST, al-
though recent rumors indicate that
Infocom may not introduce any
new ST programs.

Text-based adventures were
well-suited to the computers that
bore them. Older mainframes and
early rmcrocomputers had few

d place i a
mynad of interconnected caverns,
tunnels, and chambers, populated
with a host of —

bilities and limited
memory But the advent of ma-
c}unes like the Atari ST has
d all that. These machines

good and bad—and littered with
useful, dangerous, life-sustaining,
useless, or just plain interesting
objects. As in real life, you could
wander around and look at your
surroundings, take and manipu-
late objects, and interact with
whomever you met.

The earliest text adventures
used primitive parsers (command
interpreters) to 1merface between

have faster processors, flashy
graphics features, and enough
memory to hold many graphic im-
ages at the same time. Not sur-
prisingly, it wasn’t long before
adventure gamers started to clamor
for pictures to augment the textual
descriptions in their imaginary
worlds.

Borrowed Time (Activision) is
what the creators call an illustrat-

you and the simul
The parser could understand sim-
ple commands such as Take gold

ed text ad; . You can play

this game exactly as you would a

conventional adventure—by typ-
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ing sentences on the keyboard.
But in addition to the usual text,
the game provides a detailed visu-
al image of each “room” that you
enter. The screen is divided into
several windows. The left portion
of the screen contains a large pic-
ture portraying the room that
you're in at the moment. At the
bottom is a text window where
you can enter commands and read
descriptions and information, just
as in an old-style text adventure.

Perhaps

the deepest
attraction of
the traditional
adventure is
that it leaves
so much to
the player’s
imagination.

The presence of graphics im-
mediately changes the dynamic of
the game. The first room, for in-
stance, is your office (you are a
Sam Spade-type private detec-
tive). The picture for that room
shows your legs propped on a
desk, a file cabinet in the corner,
and windows next to the file cabi-
net. You can grasp the infor-
mation in this picture many times
faster than you can read a textual
description of the picture. More-
over, the image typically occupies
much less screen space than the
amount of text it would take to
describe it. (The amount of screen
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space required for text is accentu-
ated by the fact that most ST
games use the more colorful low-
resolution graphics mode. Lo-res
characters are much bigger than
medium-res characters, so you can
fit much less information in a giv-
en screen space.)

There’s no doubt that the use
of graphics can streamline and
speed up a game of this type.
However, the graphics don't re-
place all the text in Borrowed
Time. The game still provides tex-
tual descriptions, and these often
offer information that is not avail-
able in the small, rather static pic-
tures. For instance, if you give the
command Open the drawer, fol-
lowed by Examine the drawer, the
picture doesn’t change in any
way, but the text window pro-
vides a description of the drawer’s
contents.

The designers of this game
have included several features
that take advantage of the ST’s
special capabilities and reduce the
time you spend pounding the key-
board. One useful innovation is a
compasslike icon containing the
four cardinal directions: North,
South, East, and West. If you en-
joy typing, you can always move
by typing a command such as Go
north, but in many cases it's more
convenient to move the pointer
onto the direction you want and
simply click the mouse button.

In another portion of the
screen, Borrowed Time provides
two columns of commonly used
verbs and objects. Clicking on a
word with the mouse pointer is
the same as typing it from the
keyboard, so you can enter a com-
mand such as Search desk with
only two button clicks rather than
12 keystrokes (ten letters, a space,
and a Return). Another handy fea-
ture is the RETURN icon, which
compensates for the smallness of
the text window. When you click
on this icon, the text window ex-
pands to the full size of the
screen. This is very handy for re-
checking a description that you
read two or three turns ago, to
make sure that you haven't over-

[nteractive
graphic
adventures
retain the
basic mechanics
and appeal of
a traditional
text adventure,
but eliminate
the keyboard
interface almost
completely.

looked some vital detail. When
you're ready to resume play, the
picture and other game aids pop
back into place.

Another welcome feature is
the graphic inventory. In a text-
only adventure, you type inven-
tory to find out what objects you
are carrying. In Borrowed Time,
these objects are displayed right
on the screen, in a box immedi-
ately under the main picture.
After you've typed a command
such as Take the gun, a little re-
volver appears in the inventory
box.

Innovations of this sort are
attractive to many people, but
they may not be as popular with
dyed-in-the-wool text-adventure
players. The most obvious objec-
tion is that a picture, no matter
how skillfully drawn, can’t have
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the richness of a mental image.
Perhaps the deepest attraction of
the traditional adventure is that it
leaves so much to the player’s
imagination. Your vision of the
Colossal Cave, or whatever place
you are exploring, is not exactly
like the vision of any other per-
son. And because so much is left
undescribed, you are free to em-
broider the game’s basic descrip-
tions to your heart’s content,
making the universe slightly dif-
ferent each time you play.

It’s very much like the differ-
ence between reading a book and
watching a movie. No matter how
colorful and realistic the anima-
tion of a movie might be, it often
can’t compare in richness to the
mental images evoked by a good
book.

Some people will find the im-
ages in an illustrated adventure
rather flat and uninteresting. The
issue isn't the quality of the
graphics. They are nicely drawn,
with as much detail as you could
expect, given the ST’s graphic ca-
pabilities and constraints such as
memory limitations. It's simply
that having a finished, fully real-
ized image before your eyes may
stifle, rather than stimulate, the
imagination for some players. No
matter how many times you enter
the bar, for example, the bartend-
er and the other patrons look ex-
actly the same, pixel for pixel, as
they did the first time you came
in. If you happen to find a given
picture satisfying, that’s great. But
if you don’t—if there’s some fea-
ture that annoys you, or the pic-
ture just seems boring—then you
just have to put up with it. Since
they have to fit in such a small
window, the textual descriptions
in Borrowed Time are typically
quite terse, so there’s little hope
that the game might fill out a
sparse graphic with some addi-
tional verbal imagery.

Paradoxically, the very imme-
diacy of the graphic images led
me to another sort of frustration.
There were many places in this
game where I found myself wish-
ing for a way to expand the image
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of a room—or “pan the camera,”
s0 to speak—so that I could look
for some additional details. The
more lifelike the graphic, the more
it invites the reader to jump in
and manipulate the scene graphi-
cally. As a small example, if you
stay long enough in the first room
of Borrowed Time, the game prints
a message such as The phone is
ringing and illustrates that event
with a brief animation that makes
the phone on your desk jiggle up
and down. Seeing that phone
come to life immediately made me
want to point the mouse at it and
do something, rather than typing
in a mundane command such as
Answer the telephone.

Text-only adventures have al-
ready demonstrated an amazing
longevity. In light of the differ-
ences between the two types of
adventures, it will be interesting
to see how well illustrated text ad-
ventures hold up over time,

On the whole, an illustrated
text adventure such as Borrowed
Time is really a conventional ad-
venture game with some graphic
embroidery. There are similar
games that go much further in in-
tegrating an adventurelike expe-
rience with a graphic operating
environment such as GEM on the
ST. Mindscape, for example, has
marketed several new games which
it styles interactive graphic adven-
tures. I looked at their Deja Vu.

Interactive graphic adventures
such as this retain the basic me-
chanics and appeal of a traditional
text adventure, but eliminate the
keyboard interface almost com-
pletely. The screen still contains a
text window, but is a one-way
communications pipeline. The
game displays messages in the
window, but you can’t type any-
thing in response. Typing simply
isn’t part of the experience.

Instead, you play the game
by manipulating visual objects on
the screen, using the mouse point-
er. Like other graphic adventures,
Deja Vu devotes part of the screen
to a view of the room that you're
in at the time. The rest of the
screen contains an Inventory Win-

dow, where you store objects, a
Text Window, where the game
prints text messages for you, a
few menus for basic operations
such as saving or exiting the
game, and some miscellaneous
icons that I'll mention later.

What sets apart the graphic
imagery in Deja Vu is that the
game contains “live”” objects that
you can pick up and handle with
the mouse. In the opening se-
quence, for example, you find
yourself in the stall of a dingy
lavatory. Hanging on the door is a
man'’s trench coat. If you click on
the coat, it lights up and the game
prints a description in the text
window. If you decide that the
coat is something you want, you
simply pick it up and move it over
to the inventory window, using
the same click-and-drag maneuver
that’s familiar to anyone who's
used the GEM Desktop. Once you
take the coat, you notice a gun
hanging in a shoulder holster
from the same hook. If you didn’t
take the coat, you'd never know
the gun was there.

You can examine its contents
in the same intuitive way. If you
double-click on the coat, the game
opens up a secondary inventory
window (entitled Coat) and dis-
plays the coat’s contents in the
new window. These include some
loose change, a handkerchief, cig-
arettes and a lighter, a mono-
grammed handkerchief, and a
wallet. Each of the objects in this
window can be moved around,
examined, or opened up in turn to
see if it contains still more objects
(a good bet, in the case of the
wallet).

This scheme is notable for its
economy and 1 If you

ing pictures.

The same interactivity ex-
tends to the way that you move
from one room to another. To
open a door, for instance, you
double-click on it with a mouse.
To move through the open door,
you simply double-click on the
opening.

The Exits window offers an
alternative way to move around.
This window contains colored
squares that represent the exits
leading out of the room you are in
at the time. To move through a
given exit, you click on the corre-
sponding square. Apart from the
convenience it offers, this device
makes it possible to leave a room
by moving back through the exit
by which you entered. That’s an
important factor in this game,
which doesn’t provide a way to
type something such as Exit or
even Go north.

What we're
witnessing now
is the creation
of an entirely
new category of
computer games.

The only means of giving
hing like a verbal command,

see something interesting in the
main picture, you just grab it and
80, exactly as you would in real
life. Not only is this much faster
and more convenient than in a
text-only adventure, but the pro-
liferation of “live” objects gives
this simulated universe a feeling
of greater depth and richness than
can be created by one which is
depicted through static, unchang-
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in fact, is by clicking one of the
eight commands located in a box
over the main view window.
These include Examine, Operate,
Open, Close, Go, Hit, Speak, and
Consume. The commands, as the
vocabulary list suggests, are most-
ly used in conjunction with an ob-
ject that you have highlighted on
the screen. To open your wallet,
for instance, you could select it




with the mouse pointer (the object
would then be visually highlight-
ed), then click on the Open com-
mand. Other commands are
slightly less intuitive. Since there’s
no Shoot c d, for 1

between an illustrated text adven-
ture such as Borrowed Time and an
interactive graphics adventure
such as Deja Vu. You still have a
text window, in which you can
type c ds such as Order a

you might think at first that
there’s no way to shoot your re-
volver. But it’s not difficult to
puzzle out after you notice the
presence of Operate, a very gener-
al command. To shoot a hole in a
window, for example, you high-
light the revolver, click on Oper-
ate, then click on the window to
indicate the target.

Another handy little device is
the icon labeled Self, which repre-
sents you, the player. Used as the
object of an Examine or Open com-
mand, it can be used to reopen
the inventory window after it has
been closed.

If you appreciate games that
take advantage of your computer’s
special features, then Deja Vu and
similar Mind: d are

drink or Wash hands. However, the
graphic scene that you inhabit oc-
cupies nearly the entire screen,
not a small, constricted window.
And your character, as well as
many other objects, is animated
like a figure in an arcade game.
To move from one area to anoth-
er, you simply lead the animated
Larry with the mouse pointer.
When Larry walks close enough
to an open door, the scene switch-
es automatically to the room
where that door leads.

In fact, Leisure Suit Larry con-
tains so much animation, and re-
lies so heavily on graphics, that
you might wonder whether to call
it an adventure at all. Certainly it
has many things in common with
the traditional, text-based adven-

definitely worth considering.
Unlike many ST games, which ig-
nore or actively subvert GEM,
these make the most of GEM's
mouse and windows. In most
ways, for most players, these in-
novations are a definite improve-
ment, and [ think they mark a
significant new direction in com-
puter gaming.

First prize for originality in
this category has to go to a game
called Leisure Suit Larry in the
Land of the Lounge Lizards (Sierra
On-Line). If you're old enough to
vote, and you appreciate offbeat,
occasionally sleazy (although not
seriously offensive) humor, this is
a program not to be missed. As
Larry, a good-natured, leisure-
suited loser, you begin in one of
the seedier districts of Las Vegas,
armed with a white suit and some
gold chains, a small amount of
cash, and even less in the way of
charm. The object of the game
is—well, it's about what you’d ex-
pect from a fortyish guy who sud-
denly finds himself sprung loose
in Hot-Tub Land.

The player interface for Lei-
sure Suit Larry falls somewhere

ture—you explore a strange uni-
verse through a computerized
alter ego—but if you boot the
game next to a conventional ad-
venture such as Zork and ask a
passerby how much the two games
have in common, the initial answer
will probably be “Not much.”

What we're witnessing is the
creation of an entirely new category
of computer games, which are sim-
ulations in the general sense of the
word, but use graphics and other
interactive features to a much
greater degree than ever before.

Nowhere is this trend seen
more clearly than in the Cin-
emaware series of interactive mov-
ies for the ST. One of the newer
Cinemaware offerings is S.D.I,, a
futuristic war game that puts you
in control of a space-based mis-
sile-defense facility. Other Cin-
emaware games include Defender
of the Crown, set in medieval
times, and Sinbad and the Throne
of the Falcon, a buccaneer fantasy
set in the mythical past.

The Cinemaware games are
entirely graphics-based. Like Lei-
sure Suit Larry, your character is
animated, as are the scenes you
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inhabit. And the only way to
accomplish anything is through
the use of a joystick or mouse
pointer.

Some people might view an
interactive movie as the ultimate
adventure game—one which com-
pletely dispenses with the text/
keyboard interface and lets you
interact directly with a graphically
portrayed universe. Others might
look on this sort of game as the
ultimate shoot-em-up, since in the
course of exploring the simulated
universe, you engage in several
different contests that are actually
small, encapsulated shoot-em-up
games.

In terms of playability, I
found S.D.I. somewhat dull in
comparison to the other Cin-
emaware games I've played, per-
haps because I found its basic
premise less intriguing than, say,
Sinbad and the Throne of the Fal-
con. Global thermonuclear war is
not the sort of thing that I want to
mess with when I sit down to play
a game. The graphics in S.D.I.,
however, are certainly up to the
usual high Cinemaware standard.

In a way, we've come full cir-
cle. We began, as computer games
themselves began, with the basic
shoot-em-up. Computer games
have grown in many ways, but
the most recent trend seems to be
that they are moving back to their
original strength, which is graphics.

Whether you consider interac-
tive movies to be adventures or
shoot-em-ups, and whether or not
you enjoy playing them, there
seems to be little question that the
future of computer gaming in-
cludes many more games of this
type. The pressure to include more
realistic graphics is unrelenting,
and it will only increase as each
new season brings computers with
more memory and greater graphics-
processing power. If you couple a
microcomputer with something
like a CD-ROM player, which can
store hundreds of graphic images
on a single disk and recall them al-
most instantaneously, you have
the basic ingredients for a truly
cinematic experience.
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Plutos

Tony Roberts

Requirements: Any ST, a color mon-
itor, and at least one joystick are
required.

Plutos is an engaging, lean-hard-
on-the-fire-button-and-fly-like-
crazy game. There’s not much to
it, but there doesn’t have to be.

You've probably flown at
least one incarnation of this basic
scenario on some other computer
or game machine: It's your job to
fend off waves of fighters as you
attempt to destroy the hulking en-
emy fortress.

The magic in this version,
however, shows in the presenta-
tion of the alien’s defenses. There
are some predictably bomb-shaped
bombs to dodge, but there are
also streams of colorful soccer
balls to kick out, and columns of
flipping flapjacks to pick off with
the ship’s dual guns. To progress
from level to level, you must dis-
able the cybernetic sentries that
stand in your way.

Blast Away

Points are scored by blasting
away these swarming troublemak-
ers and by shooting out stationary
objects on the surface of the for-
tress. Position your ship correctly
and you can take advantage of
your double-barreled weapons
configuration to kill two birds
with one stone. One gun can
knock out surface elements as the
other takes out a whole enemy
squadron—one by one.

As you might expect, collid-
ing with an enemy fighter or fly-
ing into a tall structure on the
surface will cost you a ship. Inter-

Plutos puts you in command of a speedy
spacecraft—and in the line of fire of
implacable enemies!

estingly, however, there’s no
pause in play when you lose a
ship. Taking a hit activates your
shields for a few seconds, allow-
ing you to absorb more punish-
ment without further damage. If
you're smart, you'll use those sec-
onds to fly out of trouble.

By successfully navigating the
game’s scrolling screens, you ad-
vance a stage to a similar but
more difficult board. As you pro-
gress, the gunners on the fortress
and aboard the alien ships take
note of your approach and begin
firing at you.

Screen View
Plutos is an attractive looking
game and is a pleasure to play for
that reason. Most of the action,
however, takes place in the left
two-thirds of the screen. The
scoreboard and a pseudo control
panel are on the right. This con-
trol panel looks interesting but
doesn’t seem to do anything.
The scoreboard section in-
cludes your ship’s fuel gauge,
which constantly drains toward
empty. Throughout your flight,
you'll seek out fuel storage areas
on the fortress. Though it seems
an odd way to gas up, you must
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shoot out the fuel storage areas to
fill your tanks.

Should you run out of fuel,
you're not necessarily out of the
game, but then again, don’t cele-
brate. You'll no longer be able to
fly, but you'll still be able to
shoot. If you're lucky enough to
coast to a stop with your gun-
sights on a fuel dump, you're in
luck. You're much more likely,
however, to end up sitting dnd
waiting until the relentless enemy
finishes you off.

Flying Together

One of Plutos’ nicest points is its
two-player option. (You'll need
two joysticks for this. The mouse
will get you nowhere.)

The two-player game uses the
same screens as the single-player,
but both ships fly at the same
time. It's both cooperative and
combative. By working together to
keep the enemy at bay, you can
advance to harder levels more
easily, but you won't be so altru-
istic when one of the scarce fuel
dumps appears on the screen.

The program won't allow you
to shoot down the other player’s
ship, so you can’t hope to gain an
advantage by gunning him down.

While Plutos is visually ap-
pealing, the game is dull as far as
sound effects go. A small handful
of sounds associated with shoot-
ing the ship’s guns and hitting a
target repeat themselves. The
sounds become as relentless an
enemy as the alien defenders
themselves. The monitor’s volume
control is your best weapon here.

Plutos

Mindscape

3444 Dundee Rd.
Northbrook, IL 60062
$29.95



Dungeon Master
George Miller

Requirements: ST with a color
monitor.

Prepare for a unique experience.
Dungeon Master may well be rec-
ognized as the first of a new gen-
eration in computer adventure
games, a standard by which oth-
ers will be judged. Three-dimen-
sional views of the passageways
and rooms within the dungeon,
effective use of graphics, and digi-
tized sound all contribute to its
overall excellence.

The plot is similar to other
games of the Dungeons and Dragons
genre: Select a party of adventur-
ers, explore the dungeon, and ulti-
mately defeat the forces of evil.
What makes Dungeon Master
unique are the creative efforts that
went into making it different.

Recruiting a Band

of Explorers

You control the actions of the
group of up to four adventurers
selected to represent you in the
dungeon. Each adventurer from
the Hall of Champions has unique
powers and will quickly become a
real personality to you.

Many adventurers are repre-
sented in the Hall of Champions,
and each game will be slightly dif-
ferent, depending on the character-
istics of the champions you select.
Some characters are relatively
weak and must be protected from
injury, while others are fierce
fighters, able to inflict serious
damage upon their enemies and to
survive wounds which might prove
fatal to other party members.

The champions you select
may be Fighters, Wizards, Ninjas,
or Priests. Each champion also has
secondary skill levels; for instance,
a Fighter also may have some
abilities as a Priest. A character
may even have a combination of
limited skills in all areas. Effective
use of these skills will contribute
to the character’s survival during
the game.

Magic and mayhem mingle in the world
of the Dungeon Master.

Secondary attributes include
strength, dexterity, wisdom, vitali-
ty, antimagic, and antifire. All are
vital to accomplish your mission
in the dungeon—to find the Fire-
staff and vanquish Lord Chaos.

A short story in the manual
accompanying Dungeon Master ad-
equately explains the story line,
but it leaves much to your imagi-
nation and discovery. There isn't a
step-by-step guide to what you
must do.

Spelling Symbols

There’s also no guide to the use of
magic. The manual explains the
meanings of the symbols needed
to cast a spell, and scrolls found
in the dungeon show some of the
actual spells that may be cast.
Thinking logically about a desired
effect will often lead you to the
symbols used to conjure the re-
quired spell, without finding a
scroll. For instance, UM, a symbol
that controls and directs the forces
of stupidity and lethargy, com-
bined with FUL, the symbol for
fire, creates a magical light. Add
IR, the symbol for the arc of a
wing, and a wizard of sufficient
experience can hurl the light in
the form of a fireball at an oppo-
nent. I won't tell you more; the
joy of the game is in the discovery.

However, casting spells isnt
always quite that easy. Your cho-
sen spellcaster may not have the
experience or magical power, re-
ferred to as Manna, necessary to
use a particular spell.

Experience in all skill areas is
gained by surviving and practic-
ing. Your warriors gain strength
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and experience by fighting. Wiz-
ards and priests gain magical
strength by casting spells.

The champion you have se-
lected as leader of the party will
perform such tasks as picking up
the objects you'll find during your
quest, using keys, pressing but-
tons, and performing other actions
as you descend deeper and deeper
into the twisted maze of the
dungeon.

Many Levels

Dungeon Master has many levels,
each more complex and featuring
more formidable opponents than
the previous level. Mapping your
route through the maze is neces-
sary to avoid retracing your steps.
Don't be lulled into a false sense
of security: Monsters, some with
supernatural powers, inhabit these
regions. All may be defeated in
battle, but at some cost to your
party.

You won't just be mindlessly
wandering through the maze,
slashing and bashing monsters.
Many puzzles must be solved in
order to proceed. Occasionally, a
door will refuse to open until you
complete a puzzle.

As with most games of this
level of complexity and danger,
it’s possible to save a game in
progress. It's a good idea to save
often, to avoid having to repeat
earlier levels just to reach the
point where you met your match.

The variety of items you can use is one
of the game’s strong points.

Although I have found most
objects in the same locations dur-
ing each game I've played, the
monsters seem to roam the halls
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in a somewhat random manner,
occasionally appearing in areas
where I least expected them. On
occasion, I've become so en-
grossed in the game that I actually
have been startled when a mon-
ster appeared.

Plan on spending a lot of
time with Dungeon Master. This is
one of the most captivating and
entertaining fantasy-adventure
games I've ever played—one I'll
return to often.

Dungeon Master
FTL Games

P.O. Box 112489
San Diego, CA 92111
$39.95

Use the handy
Reader Service Card
in the back of the magazine
to receive additional
information
on our advertisers.

Avallable for EZ-Caic, SwiftCaic ST,
A-Calc Prime, VIP, and MasterPlan.

Templicit

For home and small business: Budget, auto
ge planning, mortgage
al net worth, bullding
nstruction, Inventory, volume and weights,
stock portfolio, biorhythms, energy use, home
business accounting, Income forcasting, diet
planning, business start-up, loans, metric
conversions, checkbook balance, Involcing,
painting, savings, recipe conversion,
retirement planning, depreciation, real estate,
craft pricing, and morel For complete list send
S.A.S.E. When ordering, specify which
spreadshest and disk drive you use.

To order, send $24.95 to:

The Sterling Connection
Box 4519
Berkeley, CA 94704

Or order by phone, call (415) 855-2355
(Mon.-Fri.-10 a.m.-§ p.m. PST). Mastercard
and Visa accepted. Personal checks &
money . CA mum- add 6.5%
salos tax ($162). Satlsfaction guaranteed or
full refund (less handling cn.vg- of $3.00).

Upgrades siways free with disk return and
‘and handil

L

Spectrum 512

Rhett Anderson

Requirements: ST with a color
monitor.

Spectrum 512 is one of the biggest
surprises the Atari ST community
has received. With this single
piece of software, your Atari ST
can display all 512 of its colors
onscreen at once. That's 32 times
the number of colors that you
normally can see on your ST.

Do those extra colors make a
difference? They do. Pictures
drawn with Degas and NEOchrome
look cartoonlike compared to the
Spectrum pictures. All those colors
make possible new tools—ones
that allow for smooth shading and
antialiasing (a technique that re-
moves computer “jaggies”).

It’s Done with Software
Before Spectrum 512, it looked like
the ST was basically limited to 16-
color screens with the exception of
some clever programs which al-
lowed more by using interrupts to
change colors as the screen was
displayed. For example, a single
interrupt would allow up to 32
colors, two interrupts would allow
up to 48 colors, and so on. The
colorful NEOchrome palette is one
example of this technique; “Rejec-
tion,” a game found elsewhere in
this issue, is another.

The interrupt technique is
limited, though. Programmers still
get only 16 colors per horizontal
line. When you consider that a
line is made up of 320 pixels, 16
colors is clearly not enough for re-
alistic pictures.

What the authors of Spectrum
512 did was constantly stuff the
colors into the Atari’'s MMU chip,
achieving 48 colors per line. This
operation is highly time-critical.
Atari STs made before December
1985 require a new MMU chip,
which can be purchased from an
authorized service center for about
$30.

That'’s the technical side of
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Spectrum. The programmer in me
is impressed.

Painting with Spectrum 512
The artist in me is disappointed.
Sure, the colors are great, but
Spectrum 512 is downright difficult
to use. When you get started,
you'll probably want to begin
with a picture that was drawn
with another paint program and
add colors to it.

The palette is available when
you right-click on the bottom of
the screen. Spectrum’s palette is
very easy to use. It displays all
512 colors on the screen at once.
The colors are grouped into hon-
eycomb structures by intensity,
creating the best palette I've seen
in a paint program. You can move
colors from this palette into your
own personal palette, which is al-
ways available on the left and
right edges of the screen.

If you right-click near the top
of the screen, you'll see Spectrum’s
tools. There’s a lot here. An air-
brush, circle and line tools, an
eraser, block-mode tools. The ex-
citing things are the tools that
take advantage of the extra colors.
These include the antialiaser and
the nearly-impossible-to-use gra-
dient filler, which fills an area
with gently changing colors.

Better News

The most fun I've had with Spec-
trum 512 has been importing pic-
tures from the Amiga. The Amiga
doesn’t have to strain so hard to
produce 32 or even 4096 colors.
As a result, the Amiga’s paint pro-
grams are generally easier to use
than Spectrum 512. Spectrum does
a beautiful job of importing virtu-
ally any Amiga screen, regardless
of the number of colors.

Of course, most people don’t
have both an Amiga and an ST,
50 you might try to download
some Amiga pictures from
CompuServe or a local bulletin
board. Once the picture has been
loaded into Spectrum, you can
modify it any way you please.

Better news is that the cre-
ators of Spectrum 512 have an-




nounced Digispec, software which
allows the popular ComputerEyes
digitizer to capture 512-color im-
ages for use in Spectrum 512. Since
1 find that Spectrum is more useful
for touch-up jobs than original
artwork, I find this an exciting
development. You could draw or
paint your artwork on paper, digi-
tize it, and then touch it up with
Spectrum. (Digispec, $39.95, Trio
Engineering, P.O. Box 332,
Swampscott, MA 01907).

Showing Off

Once you've finished your 512-
color artwork, there’s not much
you can do with it. To show your
pictures, you can load them into
the paint program or the included
slide show program.

But if you want to use these
pictures in your own programs,
you're on your own. Forget about
using these screens as back-

g ds for your prog thy
processor is so busy showing the
extra colors that it has almost no
time to do anything else. Anima-
tion on one of these screens would
be more difficult than it’s worth.

If you're not a programmer
but just want to make art for art’s
sake, Spectrum 512 is an interest-
ing program. I would advise try-
ing this program out before
buying it. For many people, the
awkwardness of the user interface
outweighs the advantages of the
extra colors. But if you simply
must have the extra color capabili-
ties, Spectrum 512 is the only way
to go.

Spectrum 512

The Catalog

544 Second St.

San Francisco, CA 94107
$69.95

Universal Military Simulator

Neil Randall

System requirements: Any Atari ST
with a color or monochrome monitor.

This is an ambitious program.
What it attempts to do is allow the
player to simulate the entire histo-
ry of warfare with one basic sys-
tem. Nothing more, nothing less.

It’s been tried before, but
rarely on computers. SSI's War-
game Construction Set successfully
manages to recreate battles from
several historical and fictional
eras, and like the Universal Mili-
tary Simulator, it lets players de-
sign their own scenarios. A greater
number of attempts in the arena of
board games have been made, but
except for SPI's old Strategy I,
none have done very well.

Perhaps the most sophisticated simula-
tor of its kind, UMS reinvents the
wargame.

The Evolution of Warfare
The problem is that warfare has
changed a great deal since the
siege of Troy. Weapons have
evolved from swords and pikes
through siege engines, muskets,
rifles, machine guns, and so on up
to tactical nukes. How can one
game, with one system, simulate
the difference between a cross-
bow, an 88, and any of the mod-
ern, super-long-range weapons at
the military’s disposal? Most
games tend to concentrate on a
specific era, or even on a specific
battle or portion of a battle.

Like the Wargame Construc-
tion Set, U.M.S. throws caution to
the wind and makes the attempt.
Scarcely for beginners, the game
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rewards the player’s knowledge of
history to a very high degree. The
documentation provides detailed
commentary on each of the five
simulated battles it includes on
the disk, and it gives a general
idea of how best to fight the bat-
tle. As you learn to play this com-
plex game, the information is
extremely valuable.

What makes the game com-
plex? Mostly, its difference from
other war games. For the first
time in computer war-game de-
sign, a program makes solid use
of the arrows that we see on mili-
tary maps. Plotting a unit’s move-
ment means drawing an arrow
from its starting location to its de-
sired ending location, and the ar-
row will also show the route it
will take. Of course, it may not
get there, because the enemy is
drawing arrows at the same time,
but the plotting is both sophisti-
cated and effective.

Once the arrows are drawn
(the moves are plotted), the game
moves to the actual simulation
stage. Here, the computer moves
the units according to the plots,
interrupting movement when two
units are close enough to fight.
Here, too, ranged fire takes place,
which is accomplished by simply
pointing to the target unit and
clicking the mouse button. After
the individual battles are finished,
the game proceeds to the next
time increment. After several in-
crements, it allows you to enter
new commands for your units.

Flexible Perspective
By itself, the movement system is
quite straightforward, much more
s0, in fact, than the movement
system of most other war games.
In the early part of the game,
though, the sheer number of units
(at least in the included scenarios)
makes plotting time-consuming
and somewhat tricky. Later, when
your lines have been largely oblit-
erated by withering artillery fire,
things get much easier.

One of U.M.S.’s key features
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is its flexibility in map perspec-
tive. When the scenario opens,
you're looking at the map from a
perspective high above the battle-
field, facing north. Three menus

guide the course of the battle. You
can force either side to defend, or
you can force an attack on either
flank, in the center, or on both
flanks simultaneously (a double

let you change this, 2 The
first, Normal, lets you see the
map at the same height from any
of the eight principal directions.
The second menu, Zoom In, is
identical, except that you are
much lower, and the details of the
field are more complete. The Ex-
treme Zoom-In gives you a huge
cursor, which you may place any-
where on the field. It takes this
portion and zooms in, much like
the magnify feature in many paint
programs. The result is that your
ability to analyze the battlefield is
enhanced considerably.

The map itself is also unique.
Divided into squares, the map
shows elevation extremely well,
by simply altering the shape of
the squares. The map features are
somewhat limited—Ilandmarks,
towns, cities, woods, ridges, and
flat terrain—but they adequately
fulfill their purpose. The best ter-
rain design on the predesigned
scenarios is the ditch at the Battle
of Marston Moor, a true obstacle
for the attacking army to surmount.

The scenario design package,
which is really the heart of
UM.S., is involved but not overly
difficult. Designing a map means
placing terrain features where you
want them (or where your histori-
cal source dictates), while creating
armies means selecting unit types
and entering their relative
strengths and characteristics. The
entire procedure is menu-driven
and well-designed, and you can
create a mid-sized scenario from
scratch in less than an evening.

Operational Control

U.M.S. can be played by one or
two players, or you can watch the
computer battle itself. In fact, you
can change the play mode with
every new turn, a feature that by
itself makes this game worth look-
ing into. Even if you instruct the
computer to command both ar-
mies, for instance, you can still

lop ). The comp will
then conduct that battle according
to your dictates. In other words, it
isn’t necessary to give full control
of either army to the computer,
nor is it necessary to move all
your units individually. This mode
allows for speedy games and lets
you test historical options easily.

There are some clumsy areas,
though. First, the units appear on
the map as flags, and these tend
to overwhelm the screen. Often,
in fact, finding a particular flag is
extremely difficult. Second, there
is no way to change a unit’s or-
ders in midturn. There should be,
even if a penalty results. Third,
the game has no provisions for
limited intelligence, or what's
called the fog of war. The zoom-in
features are very workable, but
they destroy the sense of the com-
mander’s true perspective from
the battlefield itself. Fourth, there
seems to be no way to stop a vic-
torious unit from advancing, even
if it was ordered to defend. Final-
ly, the only victory conditions are
enemy destruction; you cannot de-
sign a scenario to emphasize the
importance of defending or of tak-
ing a specific geographical
objective.

Even with these problems,
though, U.M.S. is a very strong
product. By definition it is unlim-
ited in its playing potential, and,
once the unique system is mas-
tered, playability is high. War
gamers with some experience will
want to take a look at it.

Universal Military Simulator
Firebird

Distributed by Activision
2350 Bayshore Pkwy.
Mountain View, CA 94039
$44.95
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Superbase Personal
David Plotkin

Requirements: ST with color
monitor

Superbase Personal is a relational
database with an easily-mastered
control system, multiple open-file
capabilities, and powerful report-
ing functions. It's fully GEM-driven
with scroll bars, menus, and the
mouse. All the features are ac-
cessed through dialog boxes,
which makes selecting and using
the various powerful functions rel-
atively easy and error-free.

There are three ways to dis-
play the information from the
database. The first is the Record
view, which allows you to see one
record at a time. (If you're unfa-
miliar with the terminology, a
field is the smallest piece of data,
such as a ZIP code or a shoe size;
a record is a complete entry, such
as name, address, phone number,
and birthday; and a database is a
collection of records.) The Form
View is similar, but you can click
and drag the fields around on the
screen to provide a custom form
for data entry. You cannot use
graphics to customize this view,
however. The last is the Table
view, which features field names
across the top of the screen, with
the data from each record ar-
ranged in columns. Each record
takes up one line in the table. The
widths of columns can be adjust-
ed by clicking and dragging the
column borders, although col-
umns cannot be rearranged in the
table. You can use the arrows and
scroll bars to move through data
which is too wide to appear on
the screen or to move to the next
batch of records. For all three
views, you can use the Open
Fields function to select the fields
that appear in the display.

The Control panel has 12
buttons simulating a videocassette
recorder. You can move through
the records by clicking on a but-
ton. Clicking on the Fast Forward
or Rewind buttons takes you




through the records a screen at a
time in Table view.

Superbase Personal supports
four basic types of fields: Text,
Numeric, Date, and External. Any
of these fields except external can
also have a validation formula or
be the result of a calculation. Cal-
culations can include field names,
constants, string operators, and
mathematical operators. They are
built in a dialog box and are easy
to set up. The length of a text
field; format of a date field; or
length, format, and number of dec-
imal places of a numeric field can
all be set easily using dialog boxes.
A field can be marked as required,
which means that you must enter
data or the program won't let you
save the record. Any other fields,
of course, are optional.

The fourth type, the external
field, provides access to external
files such as pictures and text files.
This means you could create a
database of employee records and
include a digitized picture of each

person. Or you could create maps
or graphs and link them together
in a single database. The external
field contains the path and the
filename of the file tied to the
field. Calling up the external file
can either display the picture or
text in split-screen or full-screen
mode. Any resolution picture can
be shown when you are working
in any other resolution. However,
if you are in medium resolution
and show a low-resolution pic-
ture, it must be displayed in full-
screen mode.

There’s no limit on the num-
ber of fields per record. You can
have up to 999 different index
fields (with only one active at a
time), which are used for looking
up or finding a record in the data-
base. You can change indexes at
any time; a list of available indexes
appears for you to click on the one
you want. Indexes can be specified
to only allow unique values. You
can create new fields or edit the
existing field names or types at

any time, even after data has been
entered into the database.

An important concept in
using Superbase Personal is a filter.
Once a filter has been set up, you
will see only records which meet
the filter conditions. Filter condi-
tions can include matching ranges
of values in any field and relation-
al, logical, and mathematical oper-
ators. The filter condition is built
using a dialog box so that the
condition is specified by just
pointing and clicking on field
names and operators. You can
also type in values on the com-
mand line. All fields are available,
regardless of whether they are
open or not. The filter can be
turned off and on from the main
screen (control buttons). The filter
can be used to remove a range of
records, filter records you are im-
porting, filter records you are ex-
porting, print reports, and make
labels. You can also use a similar
function to link records in multiple
files to establish relations between
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files for multiple file reporting.

For example, if you had a
database covering retail stores, you
could create a filter to ignore all
records except stores with a Kansas
address. You could then create an-
other filter to focus on stores that
had a certain level of sales.

Adding new information to a
Superbase Personal database is
simply a matter of choosing either
Form or Record view, moving to a
new record and typing in the
information in each field. You can
also move through the existing re-
cords using the VCR button con-
trols and then edit the information
that is already there. You must,
however, remember to save each
record when you are done with it.
You can create a record which is a
duplicate of an existing record so
that you can make editing
changes to create a new record.
You can also view external picture
files while editing records to de-
termine which one to use with a
particular record.

The Update option allows
you to make mass changes to
fields in your files, even to chang-
ing the contents of one field based
on the contents of a field in an-
other file. This function uses a fil-
ter to determine which fields are
to be affected (and to link fields in
one file with fields in another
file). It also uses a fields dialog
box that specifies the updating ac-
tions to perform. Typical uses for
this function are: setting a field to
a constant, doing a calculation
(typically involving the contents
of a field), and setting a status
field to a new value.

The heart of the Superbase
Personal reporting function is the
Query dialog box. It allows you to
produce formatted output from
one or more files with finely
tuned control over both the out-
put content and the presentation
of the output. You can specify
headings for the report and each
field, which fields to include, their
position and length on the page,
the link between multiple related
files, calculated fields, groupings
of fields, and whether you want

fields summed, averaged, counted
or totaled. The sort order that re-
cords will appear in can also be
specified, and you can send the
report results to disk, printer or
another Superbase file. All of these
options are selected using simple
dialog boxes.

There is a function available
for laying out and printing mail-
ing labels up to four across.

Superbase Personal packs a lot
of power, but the manual presents
the features very well. It's clearly
written and contains multiple tu-
torials. The subject of relational
files is glossed over somewhat,
which is too bad, because it is the
hardest concept for a beginner to
understand, and Superbase’s han-
dling of relational databases is
quite elegant. Overall, however,
the manual is well written and
should be sufficient with a little
experimentation. The manual is
written for the GEM version of
Superbase on the IBM PC. There is
a section in the front which ex-
plains the differences between the
PC version and the ST version.
Fortunately, these differences are
very minor.

The power of Superbase Per-
sonal makes it ideal for heavy-
duty applications, while it is
simple enough for most beginners
to set up and begin using immedi-
ately. There are some bugs still in
it, such as the string functions not
working properly. The ability to
use picture files and ASCII text
files make Superbase Personal an
ideal tool for some specialized
uses, such as a real estate data-
base. I like Superbase Personal well
enough to have switched to it for
my own purposes. I don’t think
you will be disappointed in it.
Superbase Personal
Progressive Peripherals
464 Klamath St.

Denver, CO 80204
(303) 825-4144
$149.95
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Front & Back
Hardcopy

Patrick Dell’Era

Everyone has text files: letters, reports, docu-
mentation for programs, source code. If you
need hardcopy, you want a quick and easy
way to format and print these files. Here’s a
program that does the job with aplomb. You
can even print on both sides of the paper to
make a convenient, readable, two-sided docu-
ment for binding into folders and notebooks.
This accessory works in all screen resolutions.

Perhaps you'd like a hardcopy of the README file
that came with your latest software purchase. Or
maybe you need a quick listing of the source code
for the latest program you're writing. Or how about
an extra copy of that report for the boss?

The GEM Desktop allows you to print out text
files, but in a rather unremarkable way. You get a
plain-Jane printout that doesn’t skip page perfora-
tions, has fixed margins and page lengths, and omits
headers and page numbers. Furthermore, you can't
manually feed single sheets of paper into the printer.

One way to get a better printout is to use a
word processor to load and print the text file—but
this can be a bother. It's time-consuming, and you
have to add word processor commands to the text to
achieve the desired formatting.

“Front & Back Hardcopy” is an easy solution to
the problem. You can quickly call it, specify how
you want your printout to look, and get a neatly for-
matted printout in minutes. You can specify the left,
top, and bottom margins, set the number of lines per

page, start each page with a header, include page
numbers in headers, specify a starting page number,
and print either continuous forms or single sheets.
You can also print every page, a few pages, or just
one page in the text file. The latter two options allow
you to fix mistakes without having to reprint the
whole file.

Perhaps the most innovative feature in Front &
Back Hardcopy is that you can print on both sides of
the paper if you want. This makes it possible to gen-
erate documents suitable for binding into a folder or
loose-leaf notebook.

Getting Started

You'll find Front & Back Hardcopy on the magazine
disk in the files named FRNTBACK.AC and
FRNTBACK.RSC. Because the program is an accesso-
1y, it can’t be run from the disk menu program or
from the GEM Desktop. Copy both files to another
disk, and change the name of FRNTBACK.AC to
FRNTBACK.ACC. To install the accessory, reboot
your ST, press Reset, or change resolutions.

(Note: If you have a hard disk or a ramdisk in-
stalled as drive C on your system, you must copy
FRNTBACK.ACC and FRNTBACK.RSC to the root
directory of drive C. The ST always looks for desk
accessories on drive C if that drive is present. Also,
keep in mind that current versions of the ST’s oper-
ating system restrict you to a maximum of six desk
accessories installed at one time.)

After you've installed the accessory, drop down
the desk menu and select Front & Back Hardcopy.

COMPUTE!’s Atari ST Disk & Magazine
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Desk File Uiew Options

at the top of every page: Budget Re-

Copyright 1988 COMPUTE! Publica
Fartions Copymsht (€) 0,5, an
Used with parwission of 0.5.5,

D

port/Smith /Page 1. (Of course, the
page numbers are incremented
automatically.)

If you don’t want a header,

[Filer o file leave this box blank.
— The third box (Start Header Page
Header :Sample Frintout)..... [FRUNT pages ] Numbering) lets you indicate at what
Start Header page numbering at ! 1____ (TR pages ] number you want page numbering to
Tt i begin—assuming, of course, that
- you've used the @ symbol some-
Lines Per Page : 66. | Left Margin : 10 where in the header. You'll notice
Starting Pg ¢ 1___ | Top Margin @ 3. that the page number is already set
Ending Page ¢ 32767 | Bottom Margin : 3. for page 1, which is where you'll

i o f o |

usually begin, but you can start num-
bering at any other number, if you

Figure 1: The medium- and high-resolution version of Front & Back

Hardcopy allows you to enter data on the main screen.

like. Some people prefer to omit the
page number on the first page.

The Printer Init box allows you
to specify a printer-setup string. This
string should be typed in decimal
numbers separated by commas. For

Desk

Coparight 1383 COMPUTE
Fortions Copuright () O
Used with DErmM1ss10n of 0.5.5.

le, to set the printer to its de-
fault startup condition, you might
type 27,64 in this box. You can use
this box to activate printer features
such as condensed mode or double-
strike. The Printer Init string is sent
to the printer once each time you be-

Fublications
.5.5 and CCD

[ A:SNDIR. T

gin printing.

eader
rinter Init
Page Format

then fill in the data on a secondary screen.

Preparing the Printout

The first box (labeled File) is where you select the
file you want to print. Move the mouse cursor to this
box, click, and then select a file with the file selector
box. You are alerted if there is a problem opening
the file you have chosen.

The second box (Header) is where you enter the
optional page header. Anything entered here is
printed at the top of every page. If you want a page
number included in the header, type the commercial
at symbol (@) anywhere on the line; Front & Back
Hardcopy prints the page number at that position in
the header. For example, the entry Budget Report/
Smith/Page @ would generate the following header

Figure 2: In low resolution, you make selections on the main screen,

46

The next box (Lines Per Page) is
where you indicate how many lines
will fit on a page. Most printers fit
66 lines on an 8% X 11 inch page,
so this setting is the default. If your
printer prints more than 66 lines per
page (European or legal size, for in-
stance), adjust this figure accordingly.

The next two boxes (Starting Pg
and Ending Page) determine which
pages of the file you want to print.
Usually, you'll start at page 1 and
print to the end, which is what the
default settings do. But you can start
printing on page 6 and end on page 8,
for example. If you want to print just one page, use
the same page number for both entries. This option
allows you to reprint any page or pages you've
changed without reprinting the whole document.

Setting Margins
The purpose of the next three boxes (Left Margin,
Top Margin, and Bottom Margin) is pretty obvious:
They allow you to set margins. They require a bit of
care, however. If you've entered a header, be sure to
specify a top margin of at least 3 to leave room for
it; otherwise, the header won't print.

Be careful with the left margin setting, too. If
there are long lines in your text file that, when

COMPUTE!’s Atari ST Disk & Magazine
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added to the left margin, are wider than your printer
carriage, a mess will ensue. For example, if a left
margin of 10 is added to a 75-character line, the total
is 85 characters wide. That’s wider than the 80-
character-wide capacity of most printers, so the extra
five characters will wrap around to the next line. If
you can’t avoid this kind of overflow problem, set
your printer for condensed type.

If you plan to bind the finished pages into a
folder or loose-leaf notebook, use an extra-wide left
margin to leave room for the punched holes and rings.

Ready to Print

In the top box on the right side of the screen, you
can choose whether to print on only one side of the
page or on both. Note that to use the front-and-back
feature, a sheet-fed printer is desirable so you can
insert the sheets backward after one side is printed.
A printer that has tractor feed only is a little clumsier
to handle because you're dealing with a long strip of
continuous forms.

If you want to print a standard one-sided docu-
ment, select the All Pages option. If you want to
print on both sides of the paper, first choose the
Front Pages option. Then select either Continuous or
Page Wait, and click on Print It to begin printing.
When the printout is done, select the Back Pages op-
tion, and feed the paper into the printer backward.
Be sure the first page you feed backward is the first
page in the document, because the next page to be
printed will be the second page in the document.
This method works by first printing all the odd-
numbered pages, and then, when you've turned the
paper over, the even-numbered pages.

When you've finished your printouts, select All
Done to close the desk accessory.

Note: Be sure the file you print is a plain ASCII
text file. If the file contains special control codes
from your word processor—such as codes for under-
lining, italics, centering, and so forth—you should
remove them before printing the file with Front &
Back Hardcopy. Most word processors allow you to
save a file in plain ASCII format, which strips away
all of these codes. Sometimes this is called “printing
to disk” or “saving as text.” If you're using 1ST
Word, turn off WP mode before saving the file. Con-
sult your word processor manual if you aren’t sure.

Front & Back Hardcopy is wntten in OSS PerA
sonal Pascal. For those i d a

Uncompressing
Source Files

Todd Heimarck, Editor

The source code files for the programs on the maga-
zine disk have been compressed and combined into
a single archive file called SOURCE.ARC. To extract
and uncompress them, you must use the program
called ARCX.TTP, also included on the disk.

Note that only the source code files have been
archived. Source files are mainly for the benefit of
programmers who wish to study how the programs
work; none of the source files are needed to run the
programs. If you're not a programmer, you can ig-
nore these instructions and simply run the programs
as explained in “How to Use the Disk” and the cor-
responding articles.

To uncompress the archive file, follow these
steps:

1. Copy both ARCX.TTP and SOURCE.ARC from
the magazine disk to a second disk. If you're using a
single-sided drive, make sure there are no other files
on the other disk. Otherwise, the uncompressed files
may not fit.

2. From the GEM desktop, double-click on the icon
or filename for ARCX.TTP. A dialog box will appear.
3. In the dialog box, type the name of the archived
file (SOURCE.ARC) and either press Return or click
on the OK button. All source files are then automati-
cally extracted and uncompressed. See the corre-

source file called FRNTBACK. PAS is mcluded on the
magazine disk in a special condensed format. This
file isn’t needed to use Front & Back Hardcopy—it's
provided for those who wish to study or modify the
program. For more information on uncompressing
this file, see “Uncompressing Source Files” else-
where in the issue. sT

Portions of this program (the linked libraries) are copyright 1986
by 0SS and CCD. Used by permission of OSS.

ponding articles for expl 1s of the files.

The original ARC program for the IBM PC was
developed by System Enhancement Associates and is
covered by their copyright. The ST version was writ-
ten by Harvey Johnson. ARCX.TTP appears on our
disk with their permission. The full-featured
shareware program ARC.TTP, which allows you to
compress files, is widely available from bulletin
board systems and user groups.

ST
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We all want the ST to grow, so let's BUY MORE SOFTWARE and discourage pirating!

BUSINESS
DBMan 4.0
Datamanager
Superbase
Timbase
Phasar
Zoomracks 2
Base 2
The Informer
Wordperfect
1st Word Plus
Word Upl
Best Accounting
Equal Plus
Inventory Mgr.
Rolobase Plus
Logistix Spread
Microlawyer
Payroll Master
Construction EST.
Microsoft Wiite
Datatdeve
STOneWrite
VIP GEM
DackEasy Payroll
DacEasy Acctg
WordWriter ST
SwiftCalc
EZ Calc by Royal
Analyze Spread
Final Word
PublishingPartner
T-works Publish
EZData Base
Chart Pak
Compute Roots
Thunder NEWI
Habawrter 2
Text Pro
Becker Text
Expert Opinion Al
Time Link
Partner ST
Labelmaster Elite
ST Accounts
The Juggler
Max Pack
Stuff
Flash 1.5
SBT accting ea.
Omnl Res
Turbo ST(~blitter)
Dollars & Sense

GRAPHICS GAMES MUSIC

175.00 Degas eltte 55.95 Gunship 35.00 Passport

56,00 CAD 3D 2.0 6395 Shadowgate 3500 Master Tracks
104.95 Cyber Paint 49.00 Uninvited 35.00 MasterTracks Jr.
69.95 Quantum 4096  27.95 Mouse Quest 14.00 Midisoft Studio
63.95 Adv Art Studio 2600 Slaygon 27.95 sbrid Arts

84.95 Spectrum 512 49.00 Barbarian 27.95 smpte Track
4295 EzDraw&Superch 10495 Obiltterator 27.95 sync Track
69.95 Canon Scanner 10400 Guantlet 35.00 E7 Track Plus
189.95 GFA Artist 1000cl 5595 Dark Castle 27.95 Midiscore

69.95 Drafix 1 139.95 F-15 Strke Eagle  27.95 g7 score Plus
7495 Athena 2 69.95 StarTrek-Rebel U. 27.95 px_android
279.95 CZ-Android
139958 How would you like to be an ST j Gen-Patch
7oc] dealer? If you are interested, I Frodoroc
0495 am looking for a few limited T
49950 partners to work with in areas J roiandAJ 1&2
gg-gg which lack ST support. This is J| Yomha 21.27,100
oaos] MOt a solicitation by Atari nor | Oask Fdtor
3500] to circumvent Atari's network [ 500 e
48950 but an invitation to work with J upgrade old box
‘Sg‘gg an established dealer to set up [ MD-MAZE

o new dealerships. I am &D:gh%"s":;;f;
5600 especially interested in college [} \jipiexer

56.00 and business areas. Dr. T

16‘3'3? Call (415)841-9183 to discuss [| KCSequencer
99,05 the possibilites! Kool Ve
140.0 ' NEW Copyist
10495 GAMES e i
48.95 GFA Basic 48.95 Tanglewood 27.95 \s Keyboard
35.00 GFA Book 3500 1est Drive 35.00 \ws 11

27.95 GFA Compler 4200 Chessmastr2000  32.95 v v

28.95 Mark Willams 'C* 12500 siqiGiiderbwacl 3295 \k7 va

48,95 Laser 'C 159.95 Hunt forRed Oct  35.00 (i) Brum

3500 Combridge Lsp  189:95 polce Quest 22 Power Play Drum
62,95 RAID 95 Allants 24.95 prm Interfacer
59.95 Fast Editor 35.00 Ajien Fre 35.00 5ynth Modue
35002 Hceipascal 899 SontaParavia 2100 sprE o MIDI
4895 OSS Pascal 59.95 | yiding Homor  27.95 Py Heaven editr
35.08 ;%rgfn 77GEM 18995 st Figet 1 39.95 Korg, Kawal.etc
149.0 39.95 27 pe ;
3500 Modua 2 dev.kt 10495 g st Lany 2795 S5 Parh of
35.00 Assempro 48.95 Gridiron 35.00 Dy patches
27.95 Fast Basic 5695 pungeon Master 27.95 'HARDWARE
21,00 True Basic 6995 Fight Simuator 35,00 o 8 e
275.00 Tralblazer 27961559

27.95 .AraKs Serles 1400 oouiSPECIALS seeo o

35.00 Unicom Series 27-35 jowel of Darknss  19.95 5; 7 uech~ROM
69.95 True Basic Stuff 69.95P gjicon Dreams 19.95

549.95
794.95
339.95
369.95
119.95
534.95
349.95
104.95
call
79.95
39.95
39.95

558.95
749.95
1249.95
499.95

National (800) 433-6122 California (800) 874-4789 (415)849-1717 Prices subject to change without notice.

We ship ANYWHERE!

$4.00 min S&H. No 1040's or Megas mail order. Hand delivery only, List plus $100.




Introducing

Here’s Migraph LabelMaster
Eliterw, a fun easy-to-use GEM
ased label maker and mailing
list manager. With LabelMaster Elite, you can create
distinctive custom labels that can be used for business
mailings, gift tags, disk labels, and much more!

Labels may be printed with designs included with
the program or created with the feature-packed
Graphics Editor. Print labels with or without designs in
a variety of formats including mailing labels, 3.5” disk
labels, and 3x5 and 4x6 index cards.

The mailing list manager has all the expected func-
tions plus the ability to flag a record for personal or
business use as well as a 48 character comment field.

Once you use LabelMaster Elite you'll never use
plain labels again!

Labelﬂ'laﬁtéf
/=

it
*100 designs on disk *Line box, circle & mirror draw-
ing commands *Clipboard to cut & paste between
designs *Compatible with Printmaster designs

Mail List Manager

*Search, sort, delete & modify records 8 character
comment field *Ability to merge databases *Store
thousands of names *Freestyle label with 4 lines of text
in varying styles

Additional Features

*Works with most 9 & 24 pin printers *Print up to 11
lines of text on disk labels and index cards *Mix print
pitch and style on the same line by using special
printer codes *Print disk directories

Current LabelMaster owners may update to Elite by
returning their disk and $5 to Migraph.

Migraph, Inc.
720 S. 333 St.. (201)
Federal Way, WA 98003

4 "?)Mlsmm

LabelMaster Elite is 4 trademark of To order call

Migraph. Inc. Printmaster is 206 8384677

trademark of Unison World

DISCOUNT SOFTWARE
11S. Wright Avenue

Fairborn, Ohio 45324

HARDWARE SOFTWARE

520 STFM Computer CALL Base Two $ 4495

SM-124 Monitor Data Manager $ 54.00

SC 1224 Monitor Partrar ST CALL

SF 314 Disk Drive D G

b Superbase Personal $ 89.00

A Calc Prime $ 4495

s DAC Easy Accounting ... ..$ 49.00

Swiftcalc ST $ 54.00

PRINTERS VIP Professional $149.00

Star NX-1000 CALL  Phasar $ 7295

Pansonic 1080i CALL  Barbarian ...............$ 21.95

Panasonic 10911 CALL Publishing Partner $ 99.95

RIBBONS Silent Service $ 2500

804 s 750 Breach $ 25.00

Star SG10/SG15 (Black) ....$ 3.00  Flight Simulator I %:29.00
Star NX10/NL10/NP10 $ 750  Flight Simulator

Panasonic 1080/1091/1092 ..$ 8.50 WSCer';e'7 Disks ezzggs

jord Perfect

JOYSTICKS ‘Word Writer ST $ 54.00

ERyOC $1500  First Letters & Words $ 3200

The Terminator $15.95 Kid Talk $ 32.00

MEMOREX DISKS Math Talk $ 32.00

MF-13% " 1S/4D Speller Bee $ 32.00

Boxof 10 $9.95  Spectrum 512 $49.95

CALL TOLL FREE: 1-800-282-0333
;USRS 1-513-879-9699
10 a.m.-8 p.m. Monday-Thursday * 10 a.m.-6 p.m. Friday
10 a.m. to 3 p.m. Saturday AD #ATST-048

oIl
PostOHicoare subject

ilor
ool A 'COD ordars.
a6 oo ot

i Allitoma sub)
PLEASE CITE AD NUMBER WHEN OROERING. ALL RETURNS MUST BE ACCOMPANIED BY AN
AUTHORIZATION NUMBER. FOR YOUR PROTECTION WE CHECK FOR CREDIT CARD FRAUD,

New from the people who
brought you Monitor Master!

Are you tired of fumbling under or behind
your computer to swap your mouse and joy-
stick cables? Are your cable and computer
connectors worn out from all the plugging and
unplugging? Then Mouse Master is a must
for you!

N 3SN

$39.95*
Practical m
Solutionsa = —|

1930 E. Grant Rd..
Tucson. AZ 85719

*Retail price does not 602-884-96I12 z
include shipping & handling.




Lo R E R AT ESKT
727771

VIP PROFESSIONAL
99.95 PRO
$119.95 GEM

520ST
COMPLETE SYSTEM

Monitor, disk drive, computer

COLOR CALL
B&W CALL

COLOR MONITOR

IONO
SINGLE SIDED DRIVE
OU!LE S|DED DI§IVE

COMFUTER & DRIVE

AANNNN

ASTRA'S MONITOR
SWITCH BOX

$49.95

INDUS GT for ST

Full 82 track-d/s drive

GUARANTEED LOWEST PRICES — CALL FOR TITLES NOT LISTED

RECENST ANSD SO%’&TO BE ADVENTURES q E:ﬁmg:gmgm: mSEESETf\LI\%G
RELEASED ST PROGRAM! MORTVILLE MAN 5
GUNSHI 3495 UNVITEDG oorSHADOWGATE 155 CHANEIONSHP EASCETRALL
7l
Sb%yc:%gn 7783 INTOTHE EAGLE S NEST 795 LEADERBOARD
DUNGEON MASTER 2795 BARBARIAN 95 KARATE KID Il
DUNGEON MAPS 495 BARD'S TALL 93 WINTER GAMES
2 738 RUTENATCReALTVIY 3453 PRODUCTIVITY
ARK CASTL 7
O, o 795 LT i or v 95 PUBLISHING PARTNER
OBLITERATOR 785 PHANTASEI, Il or i 95
PUBLISHNG 4% BORROWED TiliE 3 ggét'igm PASCAL
PUBLISHING PARTNERPRO 12995
FESBRE o 532 MINDSHADOW 35 ALICE PASCAL
BARBARIAN: ULTIMATE WARRIOR 24.95 LSJT\I‘RIEET?’\QQN g .gg CFQ é‘»ﬁ'ﬁus
REMARKABLE EUROPEANST  SUNDOG 2493 GFA BASIC BOOK
GAMES  (Over 100 Titles InStock) ~ GUILD OF THIEVES 29.95 TYPING TUTOF
RAVPACE X FIRST WORD PLUS
PREDITOR ARCADE / ACTION WORD PERFE(
UNIVERSAL M\UTARY SIMULATOR MARBLE MADNESS 4.95 MICROSOFT WRITE
TETRIS (from CHOPPER X 793 WORD WRITER ST
ENDURO RALER XEVIOUS e T
LACK LAMP STAR GLIDER .95 DRCAS ELITE
TERSAVEY DEEP SPACE .95 AS ELT
SUPER SPRINT SUPER CYCLE 95 PAINTWORKS
WIZBALL TIME BANDIT ‘92 MUSIC STUDIO
PLUTOS 32 CERTIFICATE MAKER
LIVINGSTONE AR BALL ‘32 PRINT MASTER PLUS
SECONDS OUT. ART GALLERY | or If
TOURNAMENT OF DEATH STRATEGY / SIMULATION DACEASY ACCOUNTING
GAUNTLET HUNT FOR RED OCTOBER oS Ao
ROAD RONER ] 782 DESK CART
AR’ BREACH ‘SCENAGRIO n 995 PARTNER ST
PRESIDENT El
T WAR CAME CONBTRUCTION ST ?;(Ed,\ﬁl[gs?“w‘“
BUBBLE BOBBLE
PHOENIX HEXANCE GF POWER DEEPER DUNGEONS
JINKTER SR ARKANOID,
TRIVIAL PURSUIT 195 GUILD OF THIEVES
FROSTBYTE ERene S\MULATOR i -2 [IVING DAYLIGHTS (j Bond)
ARS SIENT SERE .95 ALT REALITY-CITY
A 11 3 ALT REALITY-DUNGEON
SBVER T PACK agg;g; i 793 BOUNTY BOB STRIKES BACK
ancx JES SANGHAL 33 RETURN OF HERAC
wmANAJoNEs %R,EDSSQ"?%TERZW %‘ ULTIMA lll
BRoUBN THEBANN
BROMIATION SPORTS E AN
ANNALS OF ROME GRIDIRON FOOTBAL 3295 BOP & WRESTLE
i FICROLEAGOE T BAsEBALL 3935 PARDBALL

A

ATARI

COMPUTER GAMES + * Box 6144 « ORANGE CA 92667 « (71

Coon

oot
fetett

5
4.95

B8

<
55528

OBRRRBYRER

714-639-8189

FIGHT NIGHT 2.95
PHANTASIE | or Il 7.95
FLIGHT SIMULATOR I 7.95
AUTO DUEL 7.95
PARTY QUIZ 9.95
BASIC XL 4,95
BASIC XE 14.95
ACTION! .95
TOOL KITS 8.95
WRITER'S TOOL 8.95
ATARI WRITER PLUS 9.95
PING TUTOR 7.95
SAT COMPLETE 7.95
PRINT SHOI 9.95
GRAPHICS |, i1 or il 1295
SYNCALC Or SYNFILE 3295
DELUXE ) )ovsTch (was 535) 9.95
GREAT MOUSE DETE 9.95
\/IDEO EG \S 2.95
IARK 7.95
ToBRUK 7.95
SILENT SERVICE 4,95
TOP GUNNER 9.95

DISK DRIVES

SUPRA 30 MEG HARD DRIVE . . 749.95
SUPRA 60 MEG HARD DRIVE . . 1199.95
ASTRA 2001 (XE/XU) 279.95

9
ASTRAHD + 209
17995
INDUS GTS-100 189,95
1B IBM ST DRIVE 219.95
PRINTER INTERFACES (XE/XL)_
MPP-1150 3995
PR CONNECTION 59.95
PRINTERS
STAR NX-1000 199.95
STAR NB24-10 9.95
MODEMS
ATARI212 8995
159.95

CDMPUTEREVES ST 179 5
IMAGE SCAN

come Visit our new store at
1839E. Chapman, Orange, CA
‘Store Hours: Noon-6 Mon-Fri (714) 538-1234
Mail Order Hours: 3-6 Mon-Sat (714) 639-8189

ORDERS ONLY
PLEASE
1-800-443-8189

SHIPPING: Software - free shipping on US. orders over $100, otherwise $2.50 US,

5$6.50 outside US. Hardware - depends on weight, call for quote.

Charge cards + 3%. COD. orders are welcome, add $1.90 for UPS + 3%.




SWITCH

REVOLUTIONARY
NEW PRODUCT

 Imagine Saving almost any game at any point, then being
able to return there as many times as you like.

* Imagine the Ultimate Back-up Utility that actually UNPROTECTS

programs as it copies them. Lets protected programs be
stored as files, run from a hard disk or even be transmitted
over a m

 Imagine saving three or more profected single sided disks on

just one double sided disk.

® Imagine Instantly switching back and fortty between two

different |progrars, games utilties or busmess cpphcohons
jow Stop Imagining a
1t can do all this and mon.

Switch/Back is a revolutionary new hardware and software
package that lefs you get more from your ST MUCH MORE.
Switch/Backs gaming features lets you instantly save most games
then continue playing. If you get in trouble you can switch back
fo where you were as many times as you like.

REQUIRES at
least 1 meg. of RAM

(or a Megadisk or Polydisk Carlrdge)

BACK-UPS —Switch/Back can work with your favorite back-up
program and allow you o save whole protected disks fo files for
orchrvcl purposes. It can also automatically unprotect a
rogram and save it as standard file. This method works ol

hundreds of ST programs and it allows you to run the fles dlreclly

Its perfect for running protected programs off a hard disk. It
cremes standard TOS files, that can be stored together on disks
or even transferred by modem.
SWAP — Switch back lets you load just about any two programs
into your ST and switch instantly between them. It works with
games, business programs, utilities, compilers, etc. Although only
oone program is running at a time, the other is available instantly,
right where you left off.
The Switch/Back hardware plugs info your printer port for easy
use (It has a pass through connection for your printer too))

Switch/Back requires at least One Meg of memory
Ny $69.95

ST Protection Techniques

Finally T Copy profection techniques are revecied
This complete book ai package details the state
Uittt il dids
more.

The Soffwore incuded wih the book provides many
powerful features iike the AUTOMATIC P
PROTECTOR. This easy fo use Ufiity o you! S e

checking custom disk formats, password protection or
a limited use option that makes fhe program seif-

icf after running a preset number of fimes.
The book includes fopicssuch as Pheaking, Logic Bomb, Hordware
data 1 aspects of piracy and soffware profecion, Custom
Giok formmcis, Ptaws Bullos Bogras and much Mo

(Or a Polydisk or Megadisk)
R RN Ay

|//||'cotor coMPUTEREYES
PURECE e LR e el

\ncvedlble ‘COLOR video digitizer. ® The first and only full color digitizer

fc jses standard video inputs like video camera, VCR, or video

di I Works in all ST resolutions, Low res provides 16 shade black and

white or full color pictures. ® Pictures can be used with Degas,

Neochrome, Powerprint and others. ® Automatic calibration of contrast,

bf hiness and white balance. @ Plugs into cartridge port for ecsv set-up.
apture youv p\cIuve or that of your favorite star. ONLY $499.

SPECIAL OFFE h Computereyes and Powerprint and e 2000

from the 'O)G|

T BLOW YOURSELF UP

Imagine your picture on a 6 foot poster. Create a business graph that
can cover a wall, Quality output for posters, 1-shirts, news lefters, and more.
POWERPRINT

Whether if's @ pholo dofeed wih Computeryes, a masterpiece
created with he winning screen from your favorite
POWERPRINT can pnm it with unequaled clarity and resolution. Poweanm

ALL ST re: IZED

In adaifon f contoins teviews of o populor ST back up programs and
detailed explanations of ST disks and diive:
ST Profection Techniques (Book and disk pcckoge) only s 39. 95
@0 0000 cscooe
JHIOTI L f
The Wworlds most inexpensive clock L&/ ATCHLRRT S 7
cartridge. Finally ifs affordable fo
keep your time and date accurate.
3 year batlery included. ONLY $24.95
MEGADISK uiia nigh speed soia state disk arve #500%
Faster than a Hard Disk @ Provides aimost instant boofing @ Like o RAM disk
that's always loaded with your favorite programs and ready fo use @ One
megabyte of Solid State storage ® Builtin battery back-up in case of
power failures
MEGADISK is oc'ucliv one megabyte of RAM that simply plugs into your
ts 0s an added disk diive that's ulfia fast and always

lutions. It prints multiple sizes up to GLANT WALL S
PEIERS. Phin 16 s ot baracilo Betol i s whol feroon or
Min on st ihe part you wanl. POWERPRINT ofters nique effects

including rofate, mirror and inverse options. Selecfive shading o

allows you to print multi-color pictures on any printer by prinfing one color

atatime (using Co\ol ribbons). Powerprint lets you capture and print

almost any ST screen. Works with SOOr NEC Citoh, Gemini, EPSON, XM8048
ind compchb]e pnnlers ONLY $39.

sk can be configured according fo your needs. @ Set i up as
one large disk ® An 800K double sided disk and a 200K hardware print
buffer ® Or as two 400K single sided disks and a print buffer
Megadisk will work fine with your current system whether you have o
hard disk and two,ciives or you'e just gefing strled
sk is per 1hose who want the high speed of a hard disk
for algwe piice, s even beiar for power Users or soffware developers
‘who may already own a hard disk and two dives but want extra speed
ind power. isk con also emulate ofher carfridges for festing and
backup. moddug}wee Megadisk can be used with Swilch/Back fo aliow you
to instantly jump n two full size one meg *
ications. $299.95

Price Subject o change
Megadisk Clock Oplion  Adds o Clock/calendar card o your Megadisk
idge. Contains replaceable Three year battery 29.95

Polydlsk Polydiisk is a 512K version of a Megadisk. Polydisk gives
you The some fas boof eciures ho high sboed access and he print
5 power suppY (ike Megacisd b Goss not conlain

\ only 512K of main memory can use Switch/Back with a
Polydiisk just like those with one Meg,

Polydisk (512K Solid state drive) Only $199.95

(Clock option card is also available for Polydisk $29:

@u@mmﬂ
‘-T igh Quality sound digitizerfor the ST This powerful
real

horchwar and sofwore Bockage et you world sounds and
Dy tharm bock on any Alari SLAA specior offects ke Echo, Reverse,
Iooping, pich manipulation: miing/ and erwelope coniral. s your At
d info @ musical insfrument fo play songs with your d
oS lse worke wi ity MIDI keybaord). Dgsound makes i Smple o
ogram, 100l Unleash the incredible sounds in
Supports sampling from 5 fo 40Khz, DIGISOUND s
the choice of he professionals. DIGISOUND was used fo create the voice
in Chessmaster 2000, and other commercial programs.

Ssons ony $89.95
DIGISOUND PROFESSIONAL

All the excellent features of DIGISOUND plus these great exras

LOGARITHMI ING — Special hardware extends the Bond ity
far above the other ST sound digifizers. Logarithmic sampling and
playback (extemal amplifiers onM greatly extends the dynamic range
‘while reducing distorfion and n«

Internal Real Time Mixing — Inpuﬁ from a stereo and a microphone so

'you can sing over a tape. $149 9
DIGIPLAYE licme High powered digisound software can now be.

obtained by those’ own a digitizer for the ST Compatible all
carlridge based digifizers. Extend the power of your digifizer with

Sy Only $49.95

24 HOUR HOTLINE — VISA & MasterCard Welcome

216-374-7469

Order by phone or send check or money order
ALPHA SYSTEMS 1012 Skyland, Macedonia, O "ehiss

for free catalog.

. Call or write include $3.00 shp. & hdig. (US & Canado). Ghio.

residents add 5%% sales lax. Foreign orders add $8.00




by Dan Skelton

Finally, a computer trivia game where the computer isn't
trivial!

QUIZAM! is more than a trivia quiz - it's a real strategy
game for 1-8 players. QUIZAM! includes 8 game boards, 8
levels of difficulty, and nearly 2000 multiple choice questions on
2 disks: FUN FACTS and SCHOOL DAYS.

And only QUIZAM! includes QUIZZER, a unigue, easy to
use program that lets you create your own question disks on any
subject! QUIZAM! features full color graphics and music.

Throw away your dice and turn on QUIZAM! - the first
trivia game that belongs on a computer!

"A great party game that's educational as well as fun.”

~-Family Computing
For the Atari ST - $35.00.
Also for the Amiga, Apple I1, and C64/128.
To order: Visit your retailer or call 800-245-4525 (in CA call

800-562-1112) for VISA/MC orders. Or, write: Electronic Arts,
P.0. Box 7530, San Mateo, CA 94403. Add $5.s/h.

Write to INTERSTEL for a free catalog!

* Distributed by
interstel -
(713) 4864163

Version 2.0

Wargame of the Century n byl siohis

Mark Baldwin

EMPIRE-Wargame of the Century, from the STAR FLEET
series of games, is a strategic simulation of global conflict,
conquest, and empire building. As an Alliance Task Force
leader, you must explore and conquer new territory, and
produce the land, air, and sea forces needed to unite the
planet. Command armies, fighters, aircraft carriers, destroyers,
submarines, and more. But be careful: your enemies are
formidable and cunning. All your strategic skills are required,
and there can be only one winner!

WARNING: This program is highly addictive

For the Atari ST, IBM PC: $49.95.

To order: Visit your retailer or call 800-245-4525 (in CA call
800-562-1112) for VISA/MC orders. Or, write: Electronic Arts,
P.O. Box 7530, San Mateo, CA 94404. Add $5. s/h

+ sty OB
Interstel i

corporation

ELECTRONIC ARTS.

The STilt

Economical Organization
for your 520/1040 ST®
$29.95

STOP stacking your disk drives and CRT up on old books. With The STilt
your disk drives will become instantly accessible. The unique construction
firmly secures two micro floppy disk drives and provides a stable platform
for a CRT, without obstructing ventilation. Fabricated from durable flame
retardant plastic, the STilt is lightweight yet strong, and the small footprint
is ideal for limited spaces, perfect for the college student.
To order your STilt, send a check or money order for $29.95 plus $3.00 and

also add 6.5% sales tax) per STilt to: “The STilt”; at the address below.

Please -II:w ﬁl.w.:uh for delivery. No C.0.D.s, credit cards NOT RONSHT
T 50 T015 v eommectae o s e agmor s, e siaiatle at ' EIS TECHNOLOGIES

uthorization required. Prices subject to change without
Include a phone number with your order. Have
RONSAT Technologies Inc. 368 Lexington Drive Buffalo Grove, IL 60089 (312) 520-8003 login: info (312) 520-7812
52011040 ST are registorod tademarks of Atar Corp.

(INinois

June 1988 53




Discover the
quality magnetic
media from 3M

3M Diskeﬂes

Diskettes

32" SS MICRO .
Diskettes DS MICRO .

Sold 10/Box
Highland™ diskettes.

Manufactured to meet

Min.: 50 Disks.

S & H: $4.00, FIRST 100 OR FEWER DISKS:
$3.00, EACH SUCCEEDING 100 OR FEWER

veeds. Economical
Diskette backed by IM's
reputation for quality

1| MINIMUM ORDER: 525.00; S&H: Continen-
|| tal USA Foreign Orders, APO/FPO, please

and reliability call. MI residents add 4% tax. C.O.D. add
Al $4.00; payment with case, certified check
5Ya or money order. Prices subject to change.
Disks Hours: 8:30 AM—7:00 PM ET.
SSDD ..§ .47
U2ty L) CALL FOR FREE CATALOG
DSHD N R e A T

Precision Data Products™ coD. iy

P.0. Box 8361, Grand Rapids, M1 49518 =

Cunl Service & nf. (6104533457 FAX: 6164526514

Toll Free Order Lines: M1 1-800-6: =
e Tol Fre Order Lines: Outide i 1:800258.0028

EFFERSON
_/ﬁNRRE
5¥ Home of JS Modula &1

Your source for ST languages and
tools is proud to offer the following:

JS Modula-2 $49.95

Development System. Includes source for
GEM, TOS, & standard Modula-2 libraries.

FTL Modula-2 $79.95*
ST version of Workman & Assoc. Modula.
MS-DOS & CP/ M versions also avaiable.

XPRO Prolog — $59.95"
Full-featured version of this fifth-generation Al
language.

Tackle Box ST $69.95°
Pascal version. 1,000 pages of information on
GEM and the ST. Includes GDOS !

(watch for Modua-2 version soon)

* Add $3.00 for shipping and handling

Jo"onon Sofunra
#18-236
Pl\oulh AZ usoze-uu
(602) 243-310! voice
(602) 276-6102 JS BBS

T Call fordealer pricing T

EXCITING ARCADE ACTION
DESIGNED ESPECIALLY FOR YOUR ATARI ST !

TARGETS. BUT WATCH OUT FOR THE ENEMY MISSLES, NOTHNG CAN
STOP THEM |

* FULLY ANMATED GROUND, SEA AND AR TARGETS
* JOYSTCK CONTROLLED  * COLOR MONITOR REQURED
TO ORDER SEND CHECK OR MONEY ORDER FOR
39.95 PLUS 3.00 SHIPPING & HANDLING TO:
MARS SOFTWARE DEVELOPMENT INC
P. O. BOX 70947, PASADENA, CA 91107
(ORDERS ONLY) CALL:

E 1-800-541-0900

TECH WAY SALES
PO BOX 605 WARREN, MI 48090
1-800-USA-8832
IN MICHIGAN CALL 1-(313) 751-8807

SOFT WARE 30%
OEE LI1ST ERICE
EVERYDAY!

WE SPECIALIZE IN ATARI AND THE ST LINEI

WE CARRY ALL THE MAJOR NAME
BRANDS OF SOFT WARE, HARDWARE
AND ACCESSORIESI

PRINT ERS* MODEMS* MONIT ORS
HARD DRIVES® MIDI KEYBOARDS

SHOP US LAST!
WE WELCOME C.0.D. ORDERS
MOST ORDERS SHIP IN 24 HOURS




CircuitMaker

CircuitMaker is a professional full featured
program that enables you to design,
construct and test an unlimited variety of
digital circuits. Using ClrcuuMaker‘ you

Teachers Pet

Class File Students Grades S(ats Prlnt

| HK2| 1 [1STY)

8 18 |8 [8 |8
55 [45 (1511400 166
81169 (100 1388 |99
44 168 [158 1369 |44
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At last there is a convenient way for teachers
to track their students' grades on the Atari
ST. No more recalculation of grades after
finding a mistake! Teachers Pet is a

eliminate the need to purchase ds,
integrated circuits, wire and power supplies.
CircuitMaker allows you to design and test
your digital circuits with just a few clicks of
the mouse!

Using CircuitMaker you can wire and test
that new design as fast as you can point and
click with the mouse! Best of all,
CircuitMaker won't burn out your expensive
integrated circuits and you'll never find
yourself running to the local electronics store
to buy parts that aren't in your toolbox.

CircuitMaker has a variety of editing tools
that make it a snap to make corrections or
additions to your circuits. Wires can be
inserted and deleted, devices inserted,
deleted and moved. Text can be placed
anywhere in your design for labels, and
when your're done designing and testing
your circuit, it can be printed out on an
Epson FX-80™ compatable printer!

CircuitMaker is designed for the professional
as well as the student just learning about

digital logic. CircuitMaker is a must for your
electronic projects!

Only $79.95

= P.0. Box 1144
495 West 920 North
Orem, Utah 84057

(801) 226-3270

Software Inc. Office hours 10:00AM-6:00PM MST

D grading system that eliminates the
drudgery that acocompanies keeping track of
students' grades!

Teachers pet gives you the power of a
spreadsheet without the complications.
Teachers Pet uses simple menus and prompts
to speed you through your grading tasks.

Some of the many features that Teachers Pet
gives you are:

ic grade ion!
Spreadsheet style editing!
Three different graphing options!
Class summary printouts!
Individual progress reports!
Automatic average calculations!
Printout by ID number or by name!

e ek ek

See Teachers Pet at your local Atari Dealer
today!

Only $49.95

Requirements:

Atari ST Personal Computer system.

Color or Monochrome monitor

Single or double sided disk drive

Optional:

Hard disk drive, Epson FX-80 compatable printer
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RUN LOW and MEDIUM RESOLUTION PROGRAMS on MONOCHROME
'RUN HIGH RESOLUTION PROGRAMS ON COLOR MONITORS OR TV.

The INDISPENSABLE UTILITY
FOR ALL ATARI ST OWNERS!

T OR MONOCHIROME SYSTEMS!

Run the most popular COLOR-ONLY  Run the most popular MONOCHI
programs on your ATARI SMi24 or  ONLY programs on your ATARI B
SM125 monochrome monitor (and compatible) color monitor

COLOR EMULATION FEATURES: MONO EMULATION FEATURES:

- 3 DISPLAY MODES, FULL SCREEN -3 DISPLAY EMULATION MODES,

640°400 . 640400

‘DITHERED' AND A €40:200 DOUBLE:
HTH

nsmamms ABILITY TO SCROLL UP

N THE PAGE USING THE

-USER SELECTABLE MONOCHROME
DISPLAY COLOR.

FOR COLOR SYSTEMS!

DO ON A T
THE FASTER MONOCHROME VIDEO

-AUTOMATIC STARTUP, EASILY INSTALLABLE ON YOUR OWN DISKS.
-SUPPORTS GEM & TOS (ETC) PROGRAMS.

ACHINE LANGUAGE FOR OPTIMUM PERFORMANCE.
“COMPATIBLE WITH 520, 1040 and MEGA ST. (NCLUDING NEW 'BLITTER ROMS)
NEW VERSION NOW COMPATIBLE WITH NORTH AMERICAN & GERMAN

Works with virt

T Only $34.95

Price shown is in USS. Canadian price $46.95. A1l orders add $5 f
Shipping and handling. Payment by certified cheque, money order, Visa
MASTERCARD and American Express No personal cheques accepte

y ALL proarams. ov

HYPERTEK/SILICON SPRINGS DEVELOPMENT CORP
205-2571 Shughnessy Street

tlam, B.C. CANADA
363

60a-942-4577  pAENL
V3

Ph
FAX 604-941-9358

Atari ST Public Domain

Just $2.95 Per Disk!!!

very one of our more than 300 quality Public Domain disks for the
Allll ST is just $2.95 each (and this low price includes free shipping
and handling in the US and Canada). We have about 100 megabytes
of all kinds of ST software for both color and monochrome (over
250K/disk average). Here's a brief just a few of our popular disks:

Ramdisks and Print smm (many types of each).
Desk Accessories #2 - Text editor, formatter, notepad,
sk Accessories #3 - Clocks, command line interpre

ST Writer Elite 2.3 (optional GEM/mouse lll'ﬂle.)

ebm of the game Monopoly (color).

htcrawlers, mn, more (color).
wr-d-of-Fanum 2.0 game - a favoite (color).

Spacewar 3.0 - exciting zw- game (color/mono).

Great Chess game from Germany - Krabat (color/mono).

Picture Utilities #2 - Picswitch and others(color/mono).

Speech #1 - Even speak your own text files!

C Mark Joh

AIM 2.3 - Digital Image Processor - fantastic! (
Digtized Sounds from StarTrekl 30+ voices and sounds.

$3 Describes all our disks (including Magic
PC Iin dHu) Mention this magazine and we'll include a 32 credit
coupon along with your catalog disk good toward your next order.
Check or Money Order - U.S. funds only - Orders shipped next day!
AccuSoft

P.O. Box 02214
Columbus, OH 43202

AUTHORIZED ATARI ST/XL/XE —
ﬁ BUY, SI
Al Accessorl

A DEALERS

l Plus 1BM & Equips

NEW Atari 520ST FM CPU Onl¥ $199
with trade-in of 1050 Drive, 130XE Computer, Gemini 10X Printer,
1802 Monitor. Add $159 for mono system or $325 for color system

NEW ATARI ST 20MB HARD DRIVE
Only 3499 with trade-in of SF314 Disk Drive.

BRAND NEW ATARI X
GAME SYSTEM or 130XE Only $119

with trade-in of Atarl 800XL Computer.

NEW Atari XF551-360K Drive Only $1 19'

with tra of 1050 Drive or $149 with 800XL Computer.

FREE BRAND NEW AVATEX 1200HC
or AVATEX 2400HC Only $9

with trade-in of working Atari 800XL Computer and 1050 Disk Drive.

= USED PRODUCT PRICES | ————

15401 oe Sy 3580 oo dMoneonto 328 ammsa Dk e 4228
130XE Comy 1200XL Comy 0 $64
ok iar 1128  iyes Snarinodem 48 129
‘Atari 1027 Printer  $79 Atari 1025 Printer  $79 s99
64K, Slaves $199  Siave Drives from 579

Commodira ot wand138. Koun Touen Tamet 59
Hundreds of software & book titles for 400-800 & XL/XE from
$1.00. Call our computer with your 300/1200 baud modem 24
hours a day for software quotes. (303) 939-8174.

Digitizer/recogntion 59

— nzwmnucrmc:s e

RE—
i 5220 SH204 20MB ST Drive $625
Monitor $325 AGB Color Monitor  $279
—XL/XE —

520ST Mono System 3659
SM124 Mono Monitor $159

XE Game Systom  $159 1 $159 XFS51360K Drive  $189
1802C Color Monitor $189 §245 Magnawox@0lono 530
Avatex 12001 prac por 2ioonc 5160
SmariLink 2400hc  $198 2 $108 Xisor Magem

Happy Rev. 7.1 s59 zaae0 Pt wo cripeds a6 xLRAMw/ocmnsms
Printer Connection ~ $45 oul

TeBMGTMES s icomosseK 5189 Siar k1000, 144cps 199
Epyx 500XJ Joystick  $19_Wico Black Max $11_Books/Software _ SCALL

LA PCCOMPATIBLES __ ——
1BV XT COMPATIBLE — Color (CGAYMono graphics car. 477710 Miiz Turbo 8088
Phoenis 8105, More. than 34 ‘a5 1261 35 ihe.IBM XT. 640K RAM. 360K Drie.
PhiniaModem, Game pors.Clock/Calendar. Only $650°

18M AT COMPATIBLE — HEGA/EGA/CGAMona graphics car,8/12 M Turbo 80260
Phoenix BIOS. 15x as fast as the 1BM XT. 512K RAM O-wai, 1.2 MB drve. Printar/Modem
ports. Clock/Calandar. Only $124

tions: Monochrome monitor $99, CGA color monitor $249, EGA color monitor $439.
' drives: Miniscribe JOMB w/XT cont $369, 20MB w/XT cont $348 nstalled

*1BM XT is a registered trademark of International Business Machines.

We want 10 ade for YOUR EQUIPMENT! i your

andaccessories! CALL for an instant price quote on
ourequipment. Guanilesof USED prodcts vary
lease call before ordering. All used products
cuareniced bs be i good otk Condin Frices
are subject to change without nolice.

2017 13th Street, Sulte A
Boulder, CO 80302

C e

ence e egipmont d
Working condition. Shipping/handling is based or
T Seightof orde and wi ba added to s prices.
Item compaiibilly is not guaranteed.

equipments. jive us a call. Al refer:
T st 33ume scipmant o be in 5000

Pricesshown reflecta 4% discount forcasn
‘Add 4% for d purchases.
Prices shown a6 mall order prices only.

WE CHECK FOR STOLEN CREDIT CARDS.

Orders/Questions: (303) 939-8144

Mo-m software quots

We Accept Master Card/VISA/American Express and C.0.D.

Authorized Dealers for
C‘ COMMODORE/AMIGA

and ATARI ST/XL/XE
Computers and Accessorles.

303) 939-8174




How To Use The Disk

Every issue of COMPUTE!’s Atari ST Disk & Magazine includes a
3%-inch microfloppy disk as part of the package. If you experience
a problem with the disk, please contact us at (919) 275-9809 from
8:30 a.m. to 4:30 p.m. (Eastern time), Monday through Friday.

To use the disk, simply insert it in a drive and click on the
appropriate file-drawer icon to display the directory window. If you
wish, you may boot up your ST with this disk by inserting it in
drive A and then switching on the computer, but normally it con-
tains no active desk accessories.

There are two ways to access programs and files on the disk.
You can simply run or examine the files from the GEM desktop as
usual. Or you can use the custom disk menu program on the disk
that contains descriptions of each file as well as special instructions.
To run the menu program, double-click on the file named DISK-
MENU.PRG. It works in all screen modes, color or monochrome.

One screen at a time, DISKMENU.PRG displays a directory of
files on the disk. Click on the lower buttons labeled Prev or Next to
display the previous or next screen.

At the top of the disk menu are three buttons labeled Descrip-
tion, QUIT, and Run program.

The Description button calls up a screen which describes the
program or file. At the bottom of this screen are the filename and
two buttons labeled MENU and RUN. Clicking on the MENU button
returns you to the disk menu. Clicking on the RUN button loads
and runs the program. However, if this particular file is not a run-
nable program (for example, a source code or data file), the RUN
button is dimmed and disabled.

You can also run a program directly from the disk menu by
clicking on the Run program button at the upper right. However, if
this particular file is not a runnable program, you'll be alerted to
this fact.

Note that many files on the disk require special instructions or
explanations; please refer to the corresponding article before at-
tempting to run a program or access a file.

Clicking on the QUIT button on the disk menu returns you to
the GEM desktop.

There are four files on the disk which are required for the disk
menu program: DISKMENU.PRG, DISKMENU.RSC, MONOMENU
-RSC, and CONTENTS.JUN. These files do not appear on the disk
menu itself. Do not delete them if you intend to use the disk menu.
If you plan to use the disk menu, be sure these files are copied
when you back up the disk.

Our disk is not copy-protected. You are encouraged to make a
backup of the disk as soon as possible. However, the contents of
the disk are copyrighted and may not be used by anyone other than
the owner of the magazine. Since the writers and programmers
whose work appears on this disk are paid, in part, with royalties
according to the volume of sales, we ask that you respect the
copyright. ST
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Over 400 Availa.ble for the Atari ST
$4.00 Each
Utiities, Garmes, su: MIDI, Applications, Music
Publishing Partner Clip Art, Educational, Graphics
Same Day Shipping Telephone Support
Free Catalog Updates

Publishing Partner
Fonts & Clip Art
From Font Factory
50% off with P.D. Disk Purchase
P.D. Clip Art Disks $4.00 each

Disk Labeling Special

Disk Labeling Program/100 Pin Feed Labels

Additional wrap around labels
100/$4.00.  500/$15.00

Brad Roltgen Enterprises
6210 N. First St., Suite 130
Fresno, CA 93710
(209) 432-2159 in CA
Visa/MC welcome, COD add $3.00

S me,
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An incredible simulation

Cardiac Arrest!
Complte with binder
and manual for $69
‘There’s nothing lke Cardiac Arrest! You interpret the
history, on-screen EKG, lab data, and vitalsigns, then
give treatment orders in plain English. Doctors and
nurses use it o train and certify as ACLS (Advanced
Cardiac Life Support) providers, et the excellent
‘manual allows computer bulfs to enjoy it 2s 8
challenging medical dventure. Cauton: equires brain
cells. IBM, Apple 1+/cle, Atari ST, Atari XLE.
“impressive and amazing]y complete” Antic, May 1567
“both highly educational and fun toplay” ST World,
May 197
Other software: ACLS Protocols, $29. EKG Teaching,
$29. CardioQuiz, $19. Blood Gases, $24. QuizPlus, $29.
), §7. Ask about the ACLS Packag (incudes
Cardiac Arrest!) for $109. Order direct!

Mad Scientist Software
2063 N. 820 W, Pleasant Grove, UT 84062
VisalMC orders call 01785-028

TOP QUALITY
PUBLIC DOMAIN

*Over 200 different disks available
*Organized by subject category
* All disks contain 300K or more
*Detailed listing of files in the catalog
*Qver 1500 Clip-Art pics available
*Demos of Commercial programs
*Hardware requirements for all disks
*Lots of Educational programs

'Only $5.00 or less per disk

*NO shipping or handling in US or Can}

KNOW WHAT YOU'RE BUYING!
Send SASE for free catalog to:

PO box 609-D Graton,Ca 95444

Logical Choice
for Computing

Computer Make
(o]

s of t
T/AT are i@@istereqdfdemaks of
aun‘! Busilless ines Inc
Atani ST iSa, mark of Atan Corp

To order. send $29 95 f0r each plus $3 00 postage &
handling per orde to
Ailinois esidents add % sales tax)

Orders outsidgNorth euca add $3 001

C0.D orders call
(312) 566-4647

6116 Lankershlm Blvd.
d, CA 91606
(818) 760-0738

Logical Choice for Computing
is an Atari only dealer.
We specialize in the needs
of ST and 8-bit users.
Open 11AM-7PM
Monday-Saturday
Closed Sunday

Answers questions users ask!
(even old hands

SHEEPEUL

something)
A large collection
of hints and tips
No programing
required !

users questions
for years. The

@ same questions
and over again,
BILL SKURSKI lohz decided to
o
ltl.luslrn;:ns guide $ 17 95 -3 -]‘c :’ro:k for all

DEALER INQUIRIES WELCOME
Send Check for 17.95 plus 2.00
m

Obscure and
confusing aspects
of the user
interface
explained with | BILL SKURSKI ENTERFRISES
Clarity. 10732 LAWLE]

Los ANGELES CA 9W34
Order Now

DISCOUNT CATALOG
Send $2.00 for your comprehensive
discount catalog. You will find
the latest and the best software
available at discount prices.
Whether you are an ST or an 8-
bit user, you will find COMPUTER
PALACE can cater to your needs.
Send for your catalog and receive
a coupon worth $3.00 on any

$25.00 order.
=

compurm
.

Lincoln City, OR 97367
Information 503-994-4481

COMPUTER ORDER PLUS ST

The complete software package for
AMWAY

Distributors
This powerful GEM besed program has been
specifically designed for the Atar| ST.
A fow f the progran’s m n-nyn-m-m
+ Utra Fast
« Integrated wmum Detasene
+ Automatic Bonus Processing and Printing
esy Price Updating
+ Malling Label Printing
+ Volume and Line of Sponsorship Reports

and much more for 0N $125

Irteoration allows Inetant swtching between
the different functions of the program,
Write or call for for more Information.
To order, send check or money order to:

Robert Re

P.O. Box 1810

Pacifica, Callf. 94044
(415) 385-0375  Voice Mall (415) 773-8551
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Santa Ana, CA. Astra
systems announced the
release of it's new monitor
switch box today. Unlike
other switch boxes on the
market, Astra's unit
switches both the signal and
power lines. This means
true one button operation.
No longer is it necessary to
turn the monitors on and
off manually.

An important side effect of
this is it protects the
monitor from burnout due
to accidently leaving it on
for long periods without a
signal from the computer.
Several mono monitors have
been ruined because they
were left on and the
computer was turned off.

SW2 MONITOR SWITCH
The introductory price of the
SW2 has been set at only
$59.95. A really great valuel

714)546- 5956

ASTRA BBS ON-LINE
P U

In arecent letter to Astra
Systems, Greg Welchel of
the Pointer Sisters group
praised the System HD+
hard disk system. 'We
recently returned from a
tour of Europe and both of
the System HD+ units
performed flawlessyl
Thanks for making such a
great unit." This is not
surprising as the System
HD+ is affectionately
known as “The Tank"' in
pro MIDI circles. The
additional DD/DS 3.5"
floppy has become even
more convenient since
Atari drives no longer
format 82 tracks. The
additional storage per
disk is really nice.

The System HD+ is not
limited to use by the
musicians. Many letters to
Astra attest to the fine
quality and resistance to
accidental damage. Aside
from it's sturdiness, it is &
fast, quiet, and cool way to
store valuable data.

Astra System’s new trivia
game *'Quiz Wizard Elite" is
a balll With great sound and
graphics "little Wiz* leads all
ages through the world in
quest of knowledge. Up to
four may play at one time.
Test your knowledge of
sports, geography, TV, or
make your own tests to help
you and your children learn a
specific subject. Hard copy
printout for classroom use.
LIST PRICE..........$38.85
Soon to come.......

Rack mount hard drives..

Printer A-B switch to match
SW2 and your ST......

ARARRANARRRARRARAARRARN AR

ASK YOUR DEALER FOR

THE PRODUCTS SHOWN.

OR CALL US FOR THE

DEALER IN YOUR AREA.
(714) 549-2141

ARARRARARRAARAARARRANRA AR




Celebrity Chefs
Merrill Ward & Associates has re-
leased an Atari ST version of The Ce-
lebrity Cookbook, Volume 1. This
professional catering program was
written especially for the home market
and features a personal recipe filer.

The personal recipe filer is de-
signed to work like a word processor,
while the cookbook combines word
processing with recipe storage and ca-
tering features. The cookbook also
features a wine and bar guide, party
tips, and a collection of the favorite
recipes of celebrities such as Bob
Hope, Frank Sinatra, Sophia Loren,
Ronald Reagan, and others. It also in-
cludes celebrity diet hints.

The program retails for $34.99.

Merrill Ward & Associates, 255 N.
El Cielo Rd., Suite 222, Palm Springs,
CA 92262
Circle Reader Service Number 200.

New Data Dumpster

Music Service Software has an-
nounced a new version of the Data
Dumpster for the Atari 520ST and
1040ST called The Data Dumpster ST.
The original program has been rewrit-
ten to take advantage of the mouse
and the ST’s GEM Desktop. The pro-
gram is compatible with over 30 dif-
ferent MIDI instruments and
keyboards. System-exclusive infor-
mation from a compatible instrument
can be stored, including synthesizer
patches, drum machine patterns and
sounds, sequences, sample wave-
forms, and synthesizer waveform data.

Features include a total buffer
area over 310K on 520STs and over
835K on 1040STs and expanded
520STs. Twenty different data files
can be in memory at one time, and
any file can be sent via MIDI with a
couple of mouse clicks.

The Mini-Dumpster, a desktop
accessory, is included with the pro-
gram, allowing users to load and send
MIDI data files from within other
GEM programs.

V=

Suggested retail price is $89.95.

Music Service Software, 801
Wheeler Rd., Madison, WI 53704
Circle Reader Service Number 201.

Suggested retail price is $39.95
MichTron, 576 S. Telegraph, Pontiac,
MI 48053
Circle Reader Service Number 202.

Play to Learn

MichTron has released two new edu-
cational games, one for young com-
puter users, the other for all ages.

ABZOO teaches young children
letter recognition and helps develop
reading and typing abilities by using
pictures of animals to teach the letters
of the alphabet.

The program has three levels of
play. In the beginner level, students
press letters, and an animal whose
name begins with that letter appears
on the screen with its name spelled
above it. The intermediate level re-
quires students to type the animal’s
name while the name is displayed on
the screen. In the advanced level, the
student must type the name of the ani-
mal after it disappears from the screen.
With each correct letter typed, a portion
of the animal returns to the screen until
the name and animal are completed.

The program rewards correct an-
swers by playing music and by chang-
ing colors, and there’s never a penalty
for an incorrect answer.

The suggested retail price for AB-
Z0O is $39.95.

MichTron has also released Inva-
sion, which is designed to help users
improve their basic typing, spelling,
and math skills. Players must destroy
invading strings of characters as they
drop from the sky and hit the city.
The player’s only defense is to type in
sequence the characters falling from
above. If any invader penetrates the
defense, it will destroy part of a build-
ing. Missed words or math problems
weaken the defense foundation. Si-
rens sound if the defense becomes
inadequate.

Players can add or modify the
contents of the game by using the pro-
gramming feature. There are three lev-

els of difficulty from which to choose.
60

FractalMagic
Sintar has released an Atari ST ver-
sion of FractalMagic, which generates
and displays fractal images. The ST
version takes advantage of the ST's
graphics capabilities. Users may select
fractal images from four different frac-
tal equations, including the Mandel-
brot set.

The program has a suggested re-
tail price of $25.00.

Sintar, P.O. Box 3746, Bellevue,
WA 98009
Circle Reader Service Number 203.

Defeat the Lord of the Castle
Three-Sixty has recently released an
Atari ST version of Dark Castle.

The game features a hero who
must battle against rats, bats, and a
fire-breathing dragon as he explores
14 rooms of increasing difficulty. The
game includes digitized sound and
animation.

Players of Dark Castle can choose
from three levels of competition: Be-
ginner, Intermediate, or Advanced.
The hero’s on-screen movements are
controlled through the use of seven
single-stroke keyboard commands.

The game carries a suggested re-
tail price of $44.95.

Three-Sixty, 2105 S. Bascom Ave.,
Suite 290, Campbell, CA 95008
Circle Reader Service Number 204.

ST Speed Enhancer
Softrek has announced the release of
Turbo ST, a speed-enhancing “soft-
ware blitter” for the ST. Users click
on the desk accessory to give the
computer speeds in excess of the
hardware blitter.

Turbo ST does not interfere with

COMPUTE!’s Atari ST Disk & Magazine




other programs including word pro-
cessors, program editors, and data-
bases. The program works by inter-
cepting calls to GEM routines and
replacing them with optimized assem-
bly language equivalents. It concen-
trates on the most frequently used
and most time-consuming routines to
speed up screen graphics.

Suggested retail price is $49.95.

Softrek, P.O. Box 5257, Winter
Park, FL 32793
Circle Reader Service Number 205.

All 16 programs are available for
the Atari 520 and 1040ST and may be
used with either a monochrome or a
color monitor.

Electronic Courseware Systems,
1210 Lancaster Dr., Champaign, IL
61821
Circle Reader Service Number 207.

Additions to Soundworks Series
Steinberg/Jones has announced the
release of two new sampler editors
from the dworks series. The two

Capture a Roland
MIDImouse has announced the
release of new editor/programmer/
librarian programs for the Roland MT-
32, D-50, and D-550 synthesizers.
MT-32 CAPTURE! and D-50 CAP-
TURE! take advantage of the GEM in-
terface of the Atari ST, including pull-
down menus and sizable, multiple,

new programs that work with the
Atari 1040ST are for the Emu EMAX
and the Prophet 2000,/2002.

b s i

movable windows, and access to all &

MIDI and syst < e . {
Desk accessories can be used with I ke !
both programs. b Bt

Features include full librarian
functions, including bank and patch
copy. Three banks each of tones and
system setups may be copied and
loaded. The icon-oriented control win-
dows are available for global librarian,
MID], disk, print, and edit functions.
The programs also feature full on-line
help functions. The suggested retail
price of each program is $99.95.

MIDImouse Music, Box 877,
Welches, OR 97067
Circle Reader Service Number 206.

New MIDI Software

Electronic Courseware Systems has
released 16 MIDI instructional pro-
grams that help develop per[ormance
skills, skills,

With Soundworks, users can draw their
own wave shapes.

Soundworks can be used with any
disk drive i

The suggested retail price is $24.95.

Brown s also distributing Omi-
Res, a utility that allows monochrome
monitors to run programs designed
for low and medium resolutions, The
package also includes a utility for dis-
playing high resolution on color mon-
itors. ST OmniRes retails for $34.95.

E. Arthur Brown Company, 3404
Pawnee Dr., Alexandria, MN 56308
Circle Reader Service Number 209.

Autos Amok

Titus has released a three-dimensional
action game called Crazy Cars that
features 72 skill levels and four differ-
ent cars.

The players attempt to travel
across the country in the fastest possi-
ble time. Players must beat the clock
as they drive from Florida to California
in a Mercedes 560 SEC and then back
to Florida in a Porsche 911 Turbo.
The best time can then be challenged
by a Lamborghini Countach 5000 $
and a Ferrari GTO.

The game retails for $39.95.

Titus Software, 20432 Corisco St.,
Chatsworth, CA 91311
Circle Reader Service Number 210.

require at least 1 megabyte of RAM.

Features include cut, copy, mix,
swap, record, and delete. Users can
also add three different samples of
unlimited length or add parts of them
simultaneously. Samples are included
with the software.

The programs carry a suggested
retail price of $350.

Steinberg Jones, 17700 Raymer St.,
Suite 1001, Northridge, CA 91325
Circle Reader Service Number 208.

Three Resoluti
One Monitor
X-Press Publishing is now distributing
OmniRES, which allows users to run
col ly on

monitors and mono only programs on
color monitors.

Users can now run programs
such as Spectrum 512 Slide Show, Mean
18, and Temple of Apshai on a mono-
chrome monitor. Color users can now
run high-resolution programs, including
ST Writer's hi-res mode, Flash’s hi-res

on

skills, and chord analysis recogmtmn

The software line has been divid-
ed into a beginner series and an inter-
mediate series. The beginner series
includes Keyboard Note Drill, Keyboard
Blues, Twelve-Bar Blues, Super Chal-
lenger, Keyboard Kapers, Early Music
Skills, Musical Stairs, Kgyboard Narme-
game, and Keyboard Tutor. The inter-
mediate series consists of Keyboard
Jazz Harmonies, Keyboard Chords, Key-
board Intervals, Keyboard Fingerings,
Keyboard Arpeggios, Keyboard Speed
Reading, Keyboard Extended Jazz Harmo-
nies, and Functional Harmony: Basic
Chords.

New Cable and Utility
E. Arthur Brown Company has an-
nounced the availability of a new
composite cable that allows any Atari
ST computer to use composite video
devices. The cable connects to the
standard ST monitor port and con-
verts the RGB signal to gray-scaled
low- and medium-resolution compos-
ite output. The gray-scaled display
can be used on color and mono-
chrome composite monitors.

The cable also works on VCRs for
recording and displaying on TV. The
monitor end of the cable has both au-

dio and video RCA-type connectors.
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mode, 1st Word Plus’s hi-res mode, and

VIP ional’s extra display modes.
The program retails for $34.95.
X-Press Publishing, P.O. Box 2383,

La Habra, CA 90632

Circle Reader Service Number 211.

Use the handy
Reader Service Card
in the back of the magazine
to receive additional
information
on our advertisers.




Keno

Mark Siegel

Modeled after the casino game, “Keno” chal-
lenges you to predict the future. How many
numbers can you catch? The odds are against
you, but given a little luck, supernatural pre-
science, or a savvy gambling system, you
might win up to $50,000. Separate versions are
included for color and monochrome systems.

In Las Vegas, you don’t have to stop gambling just
to eat lunch. If you ever visit a casino restaurant,
you're bound to see several large Keno boards on
the walls. Each table has an ample supply of Keno
cards, on which you mark the numbers you think
might be lucky. Hand the card (and your bet, of
course) to a Keno runner, and you can lose money
while you eat your hamburger.

Keno is very easy to play. The board contains
the numbers 1-80. In each game, 20 numbers are
randomly selected. Casinos generally use numbered
ping-pong balls; the computer version uses the ran-
dom number generator. The object of the game is to
predict the numbers that will be selected. The pay-
offs are based on how many matches come up.

You'll find the programs on the disk under the
filenames KENOCOL.PRG and KENOMON.PRG. No
additional resource or data files are required. The
game runs in low-resolution color mode or high-
resolution monochrome. You may run it from the
GEM Desktop or from the menu program.

At the start of the game, you see the Keno
board, the game control buttons, and your bank-
roll—$1,000 in computer cash. The Keno board con-
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The player has caught 7 of 15 spots, winning $80 on a
$10 bet. A click on Play Same will replay the lucky
number.

sists of numbers ranging from 1 to 80. Using the
mouse, click on the numbers you wish to play. If
you change your mind, click a second time to erase
the check mark.

In Keno jargon, your choices are referred to as
spots. You may play only 1 spot or as many as 15. If
you decide to play the maximum of 15 spots, the
game starts automatically after your last pick. Any-
time you play less then 15 numbers, begin the game
by clicking on the Keno button. The computer then
selects 20 random numbers. Each time the computer
matches one of your choices, you have caught a
number. Depending on how many spots you pick,
and how many you catch, you win or lose.

COMPUTE!’s Atari ST Disk & Magazine



The Odds Are Against You

Casinos make money by calculating the odds in a
game and adjusting the payouts to allow for a profit.
Keno is no exception to this rule. Let’s say you select
your lucky number 22 as the only spot. Since 20 of
the 80 numbers come up, you'd expect to hit 22
once every four times on the average. But the payout
on one number is only $3 for each dollar wagered. If
you played 400 times at a dollar each, you'd win
about 100 games. You'd get back $300 of the $400
you bet. The odds for multiple numbers are a bit
more difficult to calculate, but one thing is certain:
The odds favor the house.

To see what you might win, click on the Payoffs
button. A small chart appears, listing the payoffs for
the number of spots you've picked. The winning to-
tals take into account the current size of your wager.
For instance, let’s say you've selected five spots and
you're betting $20. To see how many numbers you
have to catch to win, and how much you could win,
click on the Payoffs button. According to the chart,
catching zero, one, or two numbers means you're a
$20 loser. But if you catch three out of five with a
$20 bet, you win $40. Catch four out of five and win
$400. All five nets you a whopping $9,600. You may
view the payoff window anytime before or after a
game, but not if the board is empty. To view the
payoffs for 15 numbers, you'll have to wait until
after you've played them once since a Keno game
begins immediately after you mark a 15th spot. As
in Las Vegas, the maximum payoff is $50,000. In the
Special mode (explained below) you could win more,
but it’s very unlikely.

At the start of the game, the bet defaults to the
minimum of $1. As they say in Vegas, “The more
you bet, the more you win.” If you're feeling lucky,
you may wish to increase your wager. Click on the
Bet button to open the Bet window. By clicking on
the arrows above and below the numbers in the Bet
window, you can change your wager to whatever
you wish (up to $9,999), providing you have enough
money. And for all you high rollers, just click on All
and your whole bankroll can be sacrificed in one
grand gesture. If you have second thoughts, a second
click on All will restore the previous amount, but
this must be done before you exit the Bet window.
Click on the OK button to return to the game.

You don’t have to place a bet before each Keno
game. Whatever amount is currently showing is car-
ried over to the next game. If your bet ever becomes
larger than your Keno bank account, the Bet window
automatically opens.

Better Luck Next Time

To clear the board after each game, just click on Play
New and you can pick new numbers. However, if
you would prefer to replay your previous picks, use
the Play Same button. Note that Play Same starts
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the next game immediately, so if you want to change
your bet, do it before clicking on Play Same. The
Play Same button will not work after choosing Play
New and vice versa.

Wildcards

Keno offers two different modes: Normal and Spe-
cial. Either mode may be chosen by clicking the ap-
propriate button. The letters on the selected button
will light up; the other will turn dark. (The selected
button is underlined in the monochrome version.)
Normal—standard Las Vegas Keno—is the default
mode. The odds of standard Keno greatly favor the
house; don't count on winning much money.

The Special mode provides some additional
chances to win—and to lose. In Special Keno, one
hidden number is randomly selected before each
game. If one of your spots matches the hidden num-
ber, one of five different symbols appears. Depend-
ing on what pops up, you could win up to seven
times the amount you've bet. Plus (yes, there’s
more), if the symbol itself is caught during the game,
you get a bonus of $100.

Unfortunately, one of the symbols which may
appear is a bomb, and we all know that a bomb on
the monitor means trouble. Every time you catch a
spot after the bomb has popped up, you'll lose the
amount of your bet. And, to make matters worse, if
you catch the bomb during the game, your computer
bank account will shrink by $200.

Double or Nothing?

Another feature of Keno that you won't find in Ve-
gas is the double or nothing option. Every time you
win, you'll be given the opportunity to double your
winnings. To look at it another way, you'll be given
the chance to lose what you've just won. If you
choose to gamble with your winnings, one of two
short games of chance will follow. In one, a high-
lighted square randomly moves about the game
board, slow downs, and stops. You must guess if it
will stop on an odd or even number. This gives you
a 50/50 chance to win, better odds than you'll find
anywhere in Las Vegas. The other possibility is also
a 50/50 proposition. A dollar sign randomly pops up
here and there on the Keno board. You must decide
if it will stop on the top half of the board (numbers
1-40), or in the bottom section (41-80).

Quit While You’re Behind

Keno ends when you run out of money, when you get
tired of losing and click the quit button, or when you
win too much money and get booted out of the casino.

The program was written in compiled GFA
BASIC. Because the accompanying disk is nearly full,
there was not enough room to include the Keno

source code. ST




Welders

Eugene Borg

Each issue, COMPUTE!s Atari ST Disk &
Magazine features computer artwork contrib-
uted by an ST artist. You'll find the NEO-
chrome-format file on the magazine disk
under the filename ART.NEO. It can be loaded
into any graphics-design program compatible
with NEOchrome files.

To contribute a screen, send the disk to
COMPUTE!s Atari ST Disk & Magazine,
P.O. Box 5406, Greensboro, North Carolina
27403. All artwork must be completely original
and previously unpublished in any form.
Screens should be drawn in the low-resolution
color mode in either NEOchrome or DEGAS
format. You may include some text describing
the artwork and any special techniques em-
ployed. We pay $100 for artwork accepted for
publication. Accepted artwork becomes the
property of COMPUTE! Publications, Inc.
Only those disks accompanied by a self-
addressed, stamped mailer will be returned.

Artist’s Notes

With their metallic appearance in tones of gray,
helmeted heads, and bright red eyes, this otherwise
ordinary grouping of welders takes on an eerie,
science-fiction feel.

When creating my drawings, I try to remember
the adage “If you want to create great art, you have
to start with great art.” I try to keep a lot of artistic
and photographic source books around for inspira-
tion and ideas, sometimes adapting a drawing or a
photo to the ST’s screen. In this case, inspiration
came from a 1930s photo from the book “The Rest-
less Decade” by John Gutmann.

The original is black-and-white. I added color,
transforming it from a snapshot of the Depression
era to a glimpse of the robotic future. Although it’s
loosely based on a previous work, I did draw it free-
hand using DEGAS Elite. I tried to retain the spirit of
the original, while altering and readapting it to the
computer environment. ST

COMPUTE!’s Atari ST Disk & Magazine
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ACCOUNTING PACKAGES
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An
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Value For Small
or Medium Sized
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Accounts” 2.0 & STAccounts 1.0

Integrated Accounting (GEM®)
*Accounts now available for Atari ST, Mega ST and Atari PC

Accounts™ and STAccounts are a brand new concept to solve the
accounting headaches of small and medium sized companies
specifically for the first time user of a business computer system.
STAccounts &Accounts are written totally within Digital Research’s
“GEM” environment fully utilizing graphics, mouse capabilities
and keyboard commands. Accounts Receivable, Accounts Payable,
Inventory Control and General Ledger are totally integrated allow-
ing full and immediate communication within the program. Batch
Invoicing and Order Entry for both sales and purchases are han-
dled by the system and all printed output from the computer can
be altered, amended, or entirely reconfigured by the user to suit
their specific needs utilizing the powerful report generator.

Partial List of Features

Accounts Receivable (A/R) — Integrated with A/P, G/L & I/C
Account Numbers and/or Names. Customers Names and
Addresses. Invoicing/Statements. Credit Limit. 10 Tax Rates.
Accounts Payable (A/P) — Integrated with A/R, G/L & I/C
Account Numbers and/or Names. Supplier Addresses. Remittance
Advice/Statements.

Inventory Control (I/C) — Integrated with A/R, A/P & G/L

10 Product Goups. Turnover by Quantity and Value. Alpha Item
Lists. Invoice Information Editing.

General Ledger (G/L) — Integrated with A/R, A/P & I/C

256 G/L Accounts. Immediate Account Access. Account Details
Including Budget. Variance Percentages — Budget vs. Actuals.
Help — Provided on screen wherever you are in the program.
Report Generator — A powerful tool integrated into the system
that allows you to reconfigure, alter, amend or create new reports.
Accounts include such default reports as: Back Orders, Sales Turn-
over, Aged Rec/Payables, Statements, Purchase Turnover, Mailing
List, Price List, Inventory Turnover, Reorder, Inventory Report,
Profit/Loss Statement, Trial Balance and Balance Sheet, etc.

Special Features of Accounts 2.0

Check Writer, Multiple Bank Accounts, Hard Disk Compatible,

Ship To Addresses, Tutorial Guide, 40 Line Per Invoice, Mouse or

Keystroke, Operation, Adjustable Printer Driver Spec, P.O. Num-

bers on Invoices, Cash Transactions, Brought Forward Balances on

Sales.

Gem isa Trademark of Digital Research Inc. Other computer and software names are
f their respective

See your |Dci| Atari dealer, or to order call 1-416-479-1880

I1SD Marketing, Inc., 2651 John Street, Unit 3, Markham, Ontario

L3R 2W5, Canada. Tel.: (416) 479-1880

Specifications are subject to change without notice.




	compute-atari-st-issue-11
	compute-atari-st-issue-11_2
	compute-atari-st-issue-11_3
	compute-atari-st-issue-11_4
	compute-atari-st-issue-11_5
	compute-atari-st-issue-11_6
	compute-atari-st-issue-11_7
	compute-atari-st-issue-11_8
	compute-atari-st-issue-11_9
	compute-atari-st-issue-11_10
	compute-atari-st-issue-11_11
	compute-atari-st-issue-11_12
	compute-atari-st-issue-11_13
	compute-atari-st-issue-11_14
	compute-atari-st-issue-11_15
	compute-atari-st-issue-11_16
	compute-atari-st-issue-11_17
	compute-atari-st-issue-11_18
	compute-atari-st-issue-11_19
	compute-atari-st-issue-11_20
	compute-atari-st-issue-11_21
	compute-atari-st-issue-11_22
	compute-atari-st-issue-11_23
	compute-atari-st-issue-11_24
	compute-atari-st-issue-11_25
	compute-atari-st-issue-11_26
	compute-atari-st-issue-11_27
	compute-atari-st-issue-11_28
	compute-atari-st-issue-11_29
	compute-atari-st-issue-11_30
	compute-atari-st-issue-11_31
	compute-atari-st-issue-11_32
	compute-atari-st-issue-11_33
	compute-atari-st-issue-11_34
	compute-atari-st-issue-11_35
	compute-atari-st-issue-11_36
	compute-atari-st-issue-11_37
	compute-atari-st-issue-11_38
	compute-atari-st-issue-11_39
	compute-atari-st-issue-11_40
	compute-atari-st-issue-11_41
	compute-atari-st-issue-11_42
	compute-atari-st-issue-11_43
	compute-atari-st-issue-11_44
	compute-atari-st-issue-11_45
	compute-atari-st-issue-11_46
	compute-atari-st-issue-11_47
	compute-atari-st-issue-11_48
	compute-atari-st-issue-11_49
	compute-atari-st-issue-11_50
	compute-atari-st-issue-11_51
	compute-atari-st-issue-11_52
	compute-atari-st-issue-11_53
	compute-atari-st-issue-11_54
	compute-atari-st-issue-11_55
	compute-atari-st-issue-11_56
	compute-atari-st-issue-11_57
	compute-atari-st-issue-11_58
	compute-atari-st-issue-11_59
	compute-atari-st-issue-11_60
	compute-atari-st-issue-11_61
	compute-atari-st-issue-11_62
	compute-atari-st-issue-11_63
	compute-atari-st-issue-11_64
	compute-atari-st-issue-11_65
	compute-atari-st-issue-11_66
	compute-atari-st-issue-11_67
	compute-atari-st-issue-11_68

