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CAN YOU BELIEVE IT....
VERSION 1.5 IS FINALLY HERE!

WE ENHANCED THE SOFTWARE.. NOW YOU CAN ENHANCE YOUR IMAGE WITH THE

ST SCAN IMAGE SCANNER

FOR YOUR ATARI ST SYSTEM

With the ST SCAN Image Scanner you can transfer
your line art, photographs, logos, diagrams, text, and
other graphics into fl,ruur computer. Cagture your image
sharp and clear with resolutions up to 300 dots per inc
and with 32 shades of grey.

Navarone combines the Canon IX-12 or IX-12F™
Image Scanners with its own High Speed Interface that

plugs into the cartridge port of your Atari ST or Mega™.

Sophisticated, but easy to use software allows scan-
ning in both line art an halftone mode. The ST SCAN

Image Scanner pruiram 15 very easy to use and operates
under GEM™ with simple click-on selections. "Setting
up and becoming familiar with the (ST SCAN) system is
simplicity itself” (Frank Kofsky, ATARI EXPLORER).

The enhancements? Listen to this... Now yvou can print
directly to your Atari SLM804 Laser Printer! Yes.. that

makes it a real copy machine; you can save files in
DEGAS, DEGAS Eull Screen, PostScript™, Encapsulated
PostScript, Compressed IMG, TIFF and Compressed
TIFF; with the new STCOPY program, you can read
your saved IMG images and copy them to the SLM804 ...
up to 999 copies at a time, from the paper tray or manual
feed, at up to 8 pages per minute.

It takes less than 15 seconds to scan your image.
Once diﬁitized, ou can use graphic ]ij.lrugrams such as

DEGAS™ , EASYDRAW with Supercharger™ and
TOUCH-UP™ to edit and crop your image.

You can put your image into final documents with
such Atari programs as PageStream™ by Sthlcﬁlk,
irror-

Calamus™ by ISD, Fleet Street Publisher™ b

soft, Publishing Partner™ by Softlogik, Easy Draw™ by
Migraph, or DEGAS by Batteries Included. And when
using the newly added EPS and TIFF file formats, there's
all the programs on the Apple Macintosh™ and IBM™
compatibles. Saving in PostScript allows direct printin
on postscript devices such as the Linotronic 300™, Apple
LaserWriter™ and compatibles.

The ST SCAN Imn%.d. Scanner comes complete with
scanner (flatbed or sheetfed), high speed interface, cable,

software and manual.

ST SCAN Flatbed
ST SCAN Sheetfed

$1779.00
$1239.00

ST SOUND DIGITIZER

Digitize real-world sounds from microphones, record
players, tape recorders, etc., then play bac thmgl,l;gh K;:-ur
amplifier or with your MIDI keyboard. The ST SOUND
DI(?ITIEER can be used to create music, experiment with
sounds, edit short commercials, or use for voice mail.
Very easy to use software provides powerful oscillo-
scope editing and mixing features. Excellent educational
program.

ST SOUND DIGITIZER $99.95

ST VIDEO DIGITIZER

Digitize from any standard composite video source
such as your VCR or video camera. Save dﬁ:tmed

ictures into NEO or DEGAS file formats. This is the

astest monochrome digitizer available for the ST.
Capture single frames in less than a second. Great for
student, hobbyist or to put pictures into your desktop
publishing projects.

ST VIDEO DIGITIZER $79.95

See you local dealer for a demonstration or call our toll free number to order. We accept VISA, MasterCard
or C.O.D. orders. Don't forget the shipping charges (call for rates). California residents add 7% sales tax.

NAVARONE
S, EmMNERT

=
=

1-800-624-6545
1-408-378-8177

(Nationwide)
(California)

NAVARONE INDUSTRIES, INC. * 454 Kenneth Avenue * Campbell, CA 95008

Prices and availability are subject 1o change withoul prior notice. PostScript is a irademark of Adobe; DEGAS is a registered irademark of Batteries Included, Inc.; Softlogik and PageSiream are trademarks
ol Softlogik Corp.: TOUCH-UP and EasyDraw are trademarks of Migraph, Inc.; Calamus is a rademark of ISD; Canon [X-12 and IX-12F are registered trademarks of Canon, Inc.; Atari ST is a registered trademark
of Atari Corp. ; Apple LaserWrier and Macintosh are registered trademarks of Appla Computer; IBM is a registerad trademark of International Business Machinas; Linotronic i a registenad trademark of Linolypa;

GEM is a registered trademark of Digital Research, Inc.
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FIVE STAR 29.95

RAMPAGE - CRAZY CARS
ENDURQ RACER - WIZBALL
BARBARIAN(UItimate Warrior)

Computer Hits Il 29.95

DVT-VCR
Hard Drive Back Up

CALL

Story So Far v1 27.95

GAUNTLET - ROAD RUNNER
METROCROSS
INDIANA JONES

HIT DISK #1 34.95

IKARI WARRIORS
BEYOND THE ICE PALACE
BUGGY BOY-BATTLESHIPS

MULTI GAME PACKS - MANY GAMES ONE LOW PRICE

EACH PACKAGE CONTAINS COMPLETE VERSIONS OF INDICATED GAMES
ArcadeForced4 29.95 Premier Collection 37.95 Precious Metal 34 .95

NEBULUS (Tower Toppler)
EXOLON-NETHERWORLD
ZYNAPS

HIT DISK #2 34.95

TETRIS SLAYGON - KARATE KID Il JLEATHERNECK - TANGLEWOOD| DEFENDER OF THE CROWN
JOE BLADE - TRACKER GOLDRUNNER TIME BANDIT BARBARIAN
TAU CETI JUPITER PROBE MAJOR MOTION STAR GLIDER

Story So Far v3 27.95

SPACE HARRIER
LIVE AND LET DIE
THUNDERCATS-BOMBJACK

CAPTAIN BLOOD
SUPER HANG ON
ARKANOQID |l - XENON

TRIAD 39.95

VIDI-ST

REAL TIME VIDEC DIGITIZER

CALL

ARCADE CONVERSIONS-ST MICKEY MOUSE............... ... 2095 DUNGEON MASTER.......... 2495 UNIVERSAL ITEM Selector13.95
AFTERBURNER ... 2795 MICROPROSE SOCCER.... 3495 DUNGEON MAPS............. 405 TURBD ST nail 34.95
ALIEN SYNDROME............... 19.95 MILLENNIUM 22, .. R 34.95 DUNGEON MASTERY ... 1295 PRO SOUND DESIGNER ... 79.95

MAPEL e S i e 2795 NEW ZEALAND STORY ....2795 Dungeon Master Editor... 19.95 MASTER SOUND 5095
Bad Dudes vs Dragonninja 2795 POPULOUS ... 32.95 EMPIRE STRIKES BACK.... 1995 *.. —- indicates a new release
BLASTEROIDS........ G P A 2795 "Populous Promised Lands. 19.95 *FALCON MISSION DISK...... 1985 ***Many more titles available,
DUGGER (Dig Dug)............. 2796 POWERDROME................... 3495 GAUNTLETN............... 1995 call for those not listed***
FORGOTTEN WORLDS...... 2795 PUFFY'S SAGA.......oooovvviin, 2885 GOLDRUSH......................... 24 95 DISK DRIVES

*GEMINI WING....................... 2795 REAL GHOSTBUSTERS ... 27.95 KENNEDY APPROACH e 34,95 INDUS GTS-100X............... 159.95
OPERATION WOLF ._......... 2795 RICK DANGEROUS........... 3495 KINGS QUEST I, II, Il (all 3) 59.95 INDUS GTS-100 ... 169.95
PACLAND............cccccceee0eer. 2796 RINGSIDE ... 3495 KINGS QUESTIV.................. 2095 INDUS GTS-1000......... 199 95
PACMANIA. ... .. i 2795 ROBO COP......cociniiinnen. 27.95  LOST DUTCHMAN'S MINE. 34.95 30MEG HARD DISK ... ... 58995
ROAD BLASTERS ................ 2795 RUNNING MAN.................... 3495 MANHUNTER .. . . 2995 MONITORS
e i g S e 27956 SKWEEK.........occoeeeeeeeeecieiens 2795 MENACE ............ocooccveime A e LR e L a b 31995
SIDE ARMS oo, 19.95 SLEEPING GODS LIE.......... 3495 OUTRUN.....oooooomeienrrren, 1955 MONGC..........coooieoeieeeeensenns 179.95
SILEWORM.....cociiiiemrssmmsansssns 2795 SPHERICAL.....c.cooocvvvvvivinnn. 3495 POLICEQUEST 2....oooovvn. 2995 IMPORTED MAGAZINES
THUNDER BLADE................ b 1 1] RS UILG " Do g T M 3995 PURPLE SATURN DAY ...... 1995 ST ACTION oo 6.95
TIGER ROAD........ccoooooveiians 2795 STOS COMPILER............... .2495 RETURN OF THE JEDI ...... 1995 STUSER.. .. 128 AT S0 6.95
VINDICATORS..........c.......... L2795 STOS MAESTRO............oo.. 3495 SHADOWGATE.................... 2495 Computer & Video Games ...695
o o [0} r SR 2795 STOS MAESTRO PLUS..... 99095 SPACE QUEST lorl........ 2995 GAMES MACHINE..................B.95
EUROPEAN ST SOFTWARE STOS SPRITES 600............. 2295 SPACE QUEST W ................. 39.95 ST/AMIGA (DISK)................... 8.95
**Dealer Inquiries Welcome*® STORM TROOPER.............. 219 STARWARS. . ...............cc.v.oo0. 1995 THEONE ..o vvreeeennnnn 505

“*Over 500 titles imported** 3D POOL....oovvovooeo, 2795 STREET FIGHTER................ 19.95 ST WORLD (UK) e BO5
AARARRGH ... i L2795 THUNDERBIRDS.................. 2995 SUPER HANG ON....oovnne, Y R o L T e Ay 6.95
AIRBOURN RANGER........... J495 TOM & JERRY ........ e o 3495 TIMESOFLORE............... 34 .95 “*subscriptions are available**
BARBARIAN Il.........ooonn . 2795 WATERLOO ..o 34.95 Universal Military Simulator 32.95 XE/XL OWNERS
BLOODWYCH .............. 3495 VOYAGER.... ...ooooooven 2795 ZANY GOLF.....oocooooveeeein, 29.95 **send SASE for list of specials**
BRIDGE PLAYER 2000........ L WD it it aasas 29.95 Joyslick Extenders (pr)....... 12.95
CHARIOTS OF WRATH ...... 34.95 *XENON Il ... .. 3495 FOUR PLAYER ADAPTER. 12.95 SEGA GENESIS
CHUCKIE EGG lorll......... L2180 TARCTIC FOX ....ooiiereernnesesans 1995 PRODUCTIVITY SOFTWARE IN STGCK

*CONFLICT IN EUROQPE ....... 3495 *“BARD'STALE ... 1995 TIMEWORKS PUBLISHER.. 5995
COSMIC PIRATE ................. 27.95 *MARBLE MADNESS ........... 19.95 WORD WRITER...... ... 4495 | ATARI LYNX - CALL
DRAGON SCAPE ................. 2795 "SKYFOX M enooioicoenennssranasins 19.95 DATA MANAGER ................ ets] GUARANTEED LOWEST

F-16 COMBAT PILOT.......... 34.95

“*Many more imports available,

DATA MANAGER PRO........ 89.95

PRICES - CALL

FED. OF FREE TRADERS .. 37.95 send self addressed stamped SWIFT CALC ..o 44.95

PRGN e s 34.95 envelope for complete list*** PARTHER & 2w T P 12“””“'""}33-32
QAME OVER N oo 2995 MORE ST SOFTWARE PRINTMASTER PLUS ... 2795 cooansnenananananasases 138,
GARBIBL L e T 2795 ARCHIPELAGOS.......... 2795 TYPING TUTOR........ 2495 mﬁ'ﬁsgé‘gii“ Digitizer) g?'gl_,-'
GARFIELD WINTER TAIL...27.95 BAAL........._._ ™ 2295 MAVIS BEACON... ... Sh G pepperey g e T f e
GIANTS ... 3705 BATTLECHESS .. 29.95 VIP PRO (GEM) .. .. . B9.95 :
HAWKEYE .........ccoceeeviiinns 2795 BATTLETECH........ccovvvvviens 3495 DB MANS.O........................ 144 95 | come visit our walk-in store at
HONDA RVF oo, 3495 BATTLEHAWKS 1942.....3495 DEGAS ELITE. . PR 39.95 1839 E. Chapman

LI T 7o bt it .34.95 BIONIC COMMANDO. .. 1988 PC DT o 69.95 Orange CA, 92667
LICENCETOKILL................. 2795 CAPTAIN BLOOD................. 1995 MULTIDESK........ccoocovvvviiia, 22 .95 |Store Howrs Noon-6 Mon-Fri (7 14)538-1234
LIVE & LET DIE:.. et 27.95 CARRIER COMMAND...... 295 Bt Uik, = b= p gt et 2495

DOUBLE DRAGON .............. 24.95

714-639-818

—

MosterCord

A _ 4

y| NO EXTRA COST FOR CHARGE CARDS Hardware shipping - call for quote.

Software shipping-$3.50. For 2 day air add $1.75 per title. COD orders + $3.75.

Ir-'l adOrdar HoursS-BMon=-Sat(7 | 4)639-81849

ORDERS ONLY
PLEASE
1-800-443-8189

COMPUTER GAMES + « Box 6144 « ORANGE CA 92667 +« (714) 639-8189
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A Touch-Up On Touch-Up

Dear Editor:

Thanks for the review of Touch-Up
in the July/August issue of Arari Ex-
plorer. It was very informative. Howev-
er, the information on color mapping
was a bit misleading. Please let me clear
up a few points.

Zoom Full lets you step back to get a
view of your entire image. To do this,
the program crunches the image down
and discards many dots. If your image
at Zoom Normal is made up of various
dither patterns—as in color mapping—
you can get some strange visual effects,
such as checker-boarding, at Zoom
Full. If you go back to Zoom Normal,
you will notice that there is no such
checker-boarding or stripes in the origi-
nal image.

All screen dumps of color mapping in
the review were done at Zoom Full, so
Ms. Hahn's complaints about the vari-
ous mapping options are invalid. She
should have printed the images out todo
a side-by-side comparison. In fact,
screen dumps at Zoom Normal would
have done just as well.

When the user chooses the type of
mapping he wishes to use, he should
consider carefully what he wants to do
with the final image. Is it for screen
display? For printout on a 300 dpi laser
or a 9-pin dot matrix printer? Map to
Black, Burkes, and Floyd/Steinberg
mapping all produce one dot for each
dot in the source image. This is good for
screen displays and lower dpi printers.
Map 2X2 and 4Xx4 produce clumps of 4
and 16 dots, respectively, for each
source dot. This is often preferred for
higher dpi printers.

I hope this has cleared up any ques-
tions your readers may have had con-
cerning the color mapping in Touch-
Up. Thanks for your time and for
producing such an informative publica-
tion for Atari computers.

Paul Mazurek

Head Programmer
Migraph, Inc.

200 South 333rd St.
Federal Way, WA 98003

Help For Beginners

Dear Editor:

I picked up the July/August issue of
Explorer today and was quite surprised
at your response to the letter of Glen B.
Cooper of Chula Vista, who was frus-
trated by the lack of information avail-
able to help him run Publisher ST with

Letters To The Editor
SR ST L DT

his Atari SLMB804 laser printer. He
suggested that some enterprising person
or company prepare “scripts” that nov-
ices could follow to achieve specified
results. Your response was that soft-
ware publishers need to provide better
documentation.

I suggest that neither is adequate in
this particular case. Mr. Cooper should
have been referred to his local user
group, the San Diego Atari Computer
Enthusiasts. There, he would not only
find the answers to his questions, but
maybe even find them taken further.

His letter suggests that he is unaware
that he can save his desktop so that
when he boots his system the desktop
will automatically display PUBLISH.APP
or WDWRITER.APP. A trip to the local
user group meeting (perhaps with his
hard drive in tow) would have told him
all this and more.

Atari has long expressed a desire for
user groups to provide this kind of sup-
port to end users. Please, in the future,
keep user groups in mind. We are a
great resource for this type of problem.

Robert G. Brodie

(ACE of Orange County)
1221 N. Bonnie Lane

La Habra, CA 90631

User groups are on our minds much
of the time. Because, as we have men-
tioned before, our small staffis not able
to answer technical questions, we refer
most of the readers who call with such
questions to their local user groups. We
appreciate the willingness of user
group members to share their knowl-
edge and have long maintained that the

user group network is one of Atari's
most valuable assets. We do not, how-
ever, believe that the existence of this
stable body of experienced users re-
lieves software publishers of the re-
sponsibility to produce comprehensive
and comprehensible documentation.

Try Your User Group

Dear Editor:

In your most recent listing of New &
Improved, you include Dac-Easy Ac-
counting for the ST.

For your information, Dac stopped
making that program for the ST more
than a year ago. I know, because I
bought it, got sick, and was unable to
use it until recently, when I found that
the manual was useless. I called Dac
and was told that they no longer make
the program for the ST. I know why—it
is impossible for a novice to follow the
manual and make the program work.

I would appreciate it if anyone who
has the Dac program and has figured
out how to use it would write to me and
give me his or her telephone number, so
I could call for information.

Jack Bronski
290 Calef Hwy., Lot DI
Epping, NH 03042

The publisher confirms that the pro-
gram is no longer on the market. A
spokesperson insists, however, that Dac
still supports Dac-Easy Accounting
and that a call to the company's techni-
cal support line (214-458-0038 ext. 6)
will yield assistance. Failing that, you
could try your local user group . . .

4 ATARIEXPLORER NOVEMBER/DECEMEBER 1989




What If There Isn’t One?

Dear Editor:

A few months back, I wrote to you
requesting information about user
groups in Puerto Rico. In return, I re-
ceived a very kind letter from Barbara
Edwards, telling me that you didn’t
know of any group here. She also told
met to let you know if my search was
successful. It was!

I haven’t found exactly a user group,
but there are many 8-bitters here who
share information, tips, and public do-
main software. We don’t hold meetings,
because we live far away from one an-
other; we communicate by mail.

It was a bit difficult to find other
Atarians here; I advise your readers to
exercise patience and persistence. Com-
municating with other users is great.
You can make friends, share your
knowledge, and learn more.

If you can’t find a user group or Atari
dealer in your area, write to local news-
papers. I did just that, and four days
after seeing my letter published, Jorge
Seda wrote to tell me about this small

network of Puertorican Atarians con-
nected by mail. As a last resort, you can
write to Atari Corp. (P.O. Box 61657,
Sunnyvale, CA 94088). They will send
you a list of the user groups in your area,
but sometimes their match is not very
good.

Thank you for your magazine, your
kindness, and your support. You really
care about your readers.

Gabriel Pagan
Box 193
Lajas, PR 00667

Down The Rabbit Hole

Dear Editor:

I would like to commend on your re-
view of the program Calamus in the
September /October issue. It was a
great review and an awful review, both
at the same time. Indeed, it fit its Alice
in Wonderland motif perfectly.

[t was a great review because Mr.
Kelley didn’t make any glaring mis-
takes. It was an awful review because

Calamus is much easier to use and has
more features than Mr. Kelley is aware
of. The responsibility for this falls on
ISD for their incredible manual.

Calamus is, in my opinion, the best
desktop publishing program for any
personal computer. By itself it makes
purchasing an ST worthwhile. Mr. Kel-
ley’s only major fault was tosay that the
manual describes every function in de-
tail. It does—sort of. But there are hun-
dreds and hundreds of features. Can
any normal person tie this into a usable
whole? I have spent six months working
with the program on a daily basis, and |
still discover new options on every one of
those days. Two examples:

e Not only is it possible to customize
the wording of the help option but every
icon and option in Calamus can be as-
signed a keyboard equivalent of your
own choice!

e The mouse can be used to zoom in
and out of particular parts of the page
with unbelievable accuracy without us-
ing the icons.

Both of these features are described
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Letters To The Editor
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in the manual; I'm not sure I remember
where, but they are there. Picture a
book of 210 or so pages describing the
features of the most complex program
ever created for the ST. It boggles the
mind.

ISD has informed me that they are
working on a new manual that will
make sense to the lay person. But even
with the best manual Calamus requires
commitment—not because it is clumsy,
but because it is big.

Calamus is a truly professional pro-
gram that allows you to do anything, do
rapidly, do it with hairline accuracy,
and print it out at the maximum speed - -
of which your printer is capable. The | Gragg Hesling's computer-literate cat poses with a copy of his
program has some minor faults and | favorite magazine.
bugs, as does any new program, but I
must stay that ISD provides excellent

telephone support, and none of the ex-
isting problems is significant. 1st Word Plus llpllale
All in all, I feel that you and other At the end of our review of the st Even at full price, however,v. 3.14
magazines would be doing everyone a Word Plus v. 3.14, we inadvertently | is an excellent choice for those who
favor if you ran a regular Calamus col- implied that owners of Ist Word v. | are accustomed to the original st
umn. The program is that good. 1.06 could upgrade that program to | Word. For more information, call or
I1st Word Plus v. 3.14. In fact, only | write to Prospero Software, 100
David Barkin owners of early versions of /st Word | Commercial St., Ste. 306, Portland,
Croton Park Colony Plus areeligible for the $25upgrade. | ME 04101, (207) 874-0382.
Peekskill, NY 10566

Whether you're designing the latest high tech
automation equipment or a shed for the
back yard, do it quickly and easily with

Design &
Dirawing Time;

= BETA-CAD

—15% . 2 t!-.'l.!:l
I, %

Fast, direct access to over 120 powerful commands such as: Auto Dimensioning, Auto
Intersect, Stretch, Duplicate, Rotate, Mirror, Fillet, Offset, Measure, Splines, Beta math, Be
storage, Add Angle, Add shrinkage, and Alter Lines, all at a SPECIAL DISCOUNT PRICE!

Call orersomy " IT ALMOST READS YOUR MIND! " ($QQ
1-800-326-9124 :

Reg. Price $159%

Visa & MasterCard Now for the 520, 1040, and MEGA ST!
accepted For info call
BETA-CAD JIMILLARD RD NORTH ATTLEBORQO MA 02760 (508) 695-9175
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pc-ditto 11

By Avant-Garde Systems

Norton S| Rating

IBM PS/2 30

Zenith EZ-20

pc-ditto II

IBM XT COMPATIBLE |
IBM AT PERFORMANCE |

ATARI ST_ PRICE !

$299.95

Now! Run the most popular IBM software on your Atari ST...

FAST !

R e e i e o e B B S o e

. Yes. Please send me more information !

iAvant-Garﬂe Systems, 381 Pablo Point Drive

See pc-ditto Il at your local Atari dealer or write for free idacksnnville, Florida 32225
information. 'Name

'Address
i City St Zip




Ever since the first Altair comput-
er was announced in 1975, the
personal computer industry has
been both an exciting and a scary place
to be. Exciting because there is always
something faster, better, more capable,
less expensive, newer, more interesting.
Scary because you never know when
one of these newer, faster, better gad-
getsis going to make obsolete—perhaps
even annihilate—your work, the prod-
ucts of your company, and maybe your
entire career.

Now we're pretty upbeat and enthu-
siastic about Atari. We think Stacy, the
Portfolio, and the portable game system
are pretty nifty products and are proba-
bly giving the executives of some other
companies some sleepless nights. Inves-
tors in Atari seem to share our enthusi-
asm as the stock hits new 52-week highs
week after week.

On the other hand, we can’t help but
notice the continuing consolidation that
is taking place in the personal comput-
ing market around the IBM PC and
Apple Macintosh formats with the re-
sultant decrease in shelf space—and
sales—of other incompatible machines.

Commodore is not doing well with
either the C64 or Amiga. Apple 11 sales
have practically dried up—except for
the educational market which continues
to keep the machine alive. Tandy is
barely holding on with the Color Com-
puter. And even in Britain where the
populace seems to gravitate to odd and
wacky machines, only the portable
Cambridge Z88 seems to have found a
small market niche.

Thus, it should come as no surprise
that Atari sales and profits in the first
half of 1989 were off somewhat from
the excellent performance in 1988 when

By DAVID H. AHL

the Los Angeles Times ranked Atari’s
31.9% two-year return on equity num-
ber 18 out of all California companies.
In sales growth, Atari ranked number
70.

Victims of the decline in popularity of
the Atari 8-bit line include third party
vendors and, indirectly, the magazines
in which they advertise. We note with
sadness that after breaking ST-Log out
of Analog in July 1986, Publisher Lee
Pappas has been forced to recombine
the two magazines with the November
1989 issues. This is due, in Pappas’s
words, to “the cold fact that advertisers
for 8-bit products are nearly nonexis-
tent, and there are precious few adver-
tisers for ST products.”

Antic, also, reflects this situation,
dropping from 130 total pages with 73
advertising pages in late "86 to 44 pages
with 4.5 ad pages just three years later.

Actually, here at Explorer, we've
made out better than most, with the
magazine staying at 80 pages since we
started publishing it in 1986. Moreover,
we've had a slight increase in advertis-
ing pages from around 13 in 1986 to 16
today. Nevertheless, although healthy
by Atari standards, Explorer is no rival
for PC or MacWorld. We'd like to think
that with the exciting new Atari prod-
ucts coming down the chute we will be
someday. But only time will tell.

Testing the Portfolio

Except for a few hours at the NAMM
show, we haven't been able to get our
mitts on a Portfolio yet. While our re-
view in the September/October issue
was comprehensive and thorough, there
are some things you learn about a ma-
chine only by using it day after day.

So | was happy to learn that our

friends at Personal Computer World
(“Britain’s Biggest Computer Maga-
zine”) managed to get a Portfolio from
the developers at Atari UK to really put
to the test.

Sidenote: We were interested to learn
that the Portfolio was designed by Dis-
tributed Information Processing (DIP),
a small engineering company in Guild-
ford founded by ex-Psion employees
David Frodsham and Peter Baldwin.
Finding little interest in their prototype
pocket PC technology in the UK, they
went to the U.S. where the Cable News
Network ran a segment that said, more
or less, “Here's an opportunity for the
U.S.” Atari US negotiated a license to
manufacture and market the machine,
and Atari UK was made responsible for
the liaison with DIP and the final physi-
cal design.

DIP is also selling the same machine
direct to corporate customers, so don't
be surprised if you see a Portfolio with
the DIP logo on it.

Things that turn up in use depart-
ment: the LCD display was not de-
signed specifically for the Portfolio (ora
PC clone) so0 it does not emulate any of
the PC graphics standards. So for now,
at least, Portfolio is a text only proces-
sor. Also, the screen can be set to a fixed
40X8 or to scroll around a virtual
80X25 PC screen. Very clever—except
it doesn’t work with some application
programs. To be fair, Atari says that
most DOS applications will have to be
modified or rewritten for the Portfolio,
but when WordPerfect Executive ran
perfectly, we expected that other pro-
grams would too.

Those expensive memory cards that
plug into the side of the Portfolio turn
out to be reasonably standard Mitsubi-
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American Techna-Vision

For Orders Only - 1-800-551-9995
CA. Orders / Info. - 415-352-3787

1050 MECHANISM POWER PACKS
Factory, Eﬂ?uﬁmu” meghs. ﬁﬁﬁ%ﬂ;ﬁ $1450

XF 551 units. Part SO0 T/45

XUKE SUF’F‘LT
N BOXE & XE Game. $25'Dﬂ

a complete with ajlu tep per
motor, balt etc. Just plug in,
no di hmun all gnmants or E::ljuat-

ments required $ 47 50

VISICALC THE BOOKKEEPER

SPREADSHEET ?AND Ef.iﬁ P:E:‘PAD
niksash ou gl 's
grﬂ.lf b 8 19% :ﬁxmﬂwﬁ $ 1995

numeric keypad for one low 4 D

fi DISK
finances to high pawened finen- price. Packages Faciory sealed., SET

Clal projections. Hundreds of usas.

KEYBOARDS

DISK BARGINS

« STRATOS
* SPIDERMAN 95 130XE/B5XE  $35.00
reanauan  $4 800 . . 40,00

. TEGHNA-COLOR DREAM 0" 800XL .... $29.50

« DAVID'S MIDNIGHT MAGIC @ SR VUV ... ...

800 4 PIECE BOARD SET
includas Main Board, Power Supply
Assambly, CPU Module and 10K
Revision B Operating System Module.
thdlnmw.tﬁlud and complate

REPAIR MANUALS
SAMS Service Manuals for the
n%urutsm n schematics,
sbngs iabﬂlﬂd photographs
ahuwm the location of
checkpoinis and morel A special

E;'Hgt-llgn \ru: uﬂluacnm&g ?23
800/400 MODULES e o ol 1
NEW PARTS COMPLETE WITH IC'S sgac:ﬁ: chip or transistor|

= CX853 16K RAM Module $8.50 800, 800XL, 1313?{%1400 Jge?hﬂ
S L e SRrh 2005 T Service Manua $37 60

» 800 POWER BOARD . .. $14.50 40 PIN LSI CHIP SET
* 400 POWER BOARD . ... $950 Complete set of 40 Pin Large

Scale Integrated Circuits for
INTEGRATED CIRCUITS 800XL, 600XL, 1200XL. $19.95

1050 IC'S MISCELLANEOUS
= U7- 6532 $4.50 DN 13 Pin Serial 'O Cable .. .. .
+ - 0507 #4580 e e

- U10 ROM $19.50 K. . .uinieen
- Ut3 2793 $19.50
« US LM2917 $8.50
2 5B $525 S, DOUDIOT , .\ eerross $29.95
All other 1050 IC's

$3.75 sach :
Spacity by Socket® . L Basic Hiom . .. ..

850 NTERFACE
12 Pisce Chip set.
includes all plug In
IC's axcept ROM.

CALL TOLL FREE
I:800-2991-9995
IN CALIF. OR OUTSIDE U.S.

CALL 415-352-3787

CARTRIDGES

GHOSTBUSTERS Disk . . ... ..

For XL's/XE’s 800/400 F-15 STRIKE EAGLE nmn;:‘.%iI L aues
POLE POSITION Cart | $15.00 TOP GUNNER COLLECTION ... $H.
STAR WARS - Floturn of the Jedi . . $15.00 SILENTSERVICE Disk .. . S48
o b e $4.00 KENNEDY APPROACH Disk . $14.98

MATC DGHHAHDEH H $1d95
SAT. MATH . 4% . 1708
SAT. 1-'lEIitllll.L st mease s BITND
WISHCALC &r—ﬂ-h-l . 1595
BOCGKKEEPER A CXA85 KEYPAD . $19.95
ROCKET REPAIFMAN Disk . . $4.85
HUMAN TORCH & THE TPIHG cae 500
MUSICAL PILOT Bd, Disk ., ...... 3500
CON'PUTATION Dink .. ........ £5.00
MASTEACHESS Disk .......... 3500
SPEED MIMNCE Db . . . .covvnnnine

DELUXE INVA Cartridge . ... $4.00
JOURNEY TO THE PLANETS Cart. §4.00
GORF Cart. BO0/A00 Only ... ..... $4.00
DONKEY KONG Castridge . . . . .. $5.00
STAR FAIDERS Cartridge . . $5.00
MILLIPEDE Cariridgs . . $90.,0:0
PLATTER MANIA Cart by F_p'ﬂl 83l 95
WIZARD OF WOR Carfridge . . §6 65
CAVERNS OF MARS r:.-mg- $14.50
PENGO Car . $15.00
EASTERMN "!I‘EFI 'L‘-rI'HuI ‘ﬁgg
ATARMWRITER Cartridge . 25 [N LAST V-B D8k . .......c..000..
TURMOIL Cartridge . . .......... $5.00 PATHFINDER Disk . ceeeaes BB00
_________ MATCH RACER Disk . .. $5.00
WOMBATS 1 Adventurs Disk ... $5.00
FAMLY FINANCE Disk by Aterl .. $6.50
FORT APOCALYPSE Disk. . . ..... 750

SILICON WARRIOR Cartridge .. . $12.50

MATH ENCOUNTER Carir .. BRSO ELECTRA-GLIDE Disk . s

BASIC LANGUAGE Carfridge . ‘ﬁ.l'.'ﬂ] 3 F'CIHTE-SFEGTMLI.AH ﬂﬁ F fn" 50
PILOT LANGUAGE PACHAGE . .. $17.50 THE GAMBLER Disk . .. ........ $7.50
SPAFATADOS-X Cariridge . . . . :ﬁl.i& MIND MATES 1Edu:-l:nl]

ACTION 088 Carridge . . . . . $59.95

ACTIONTOOLKIT iSK . ....  §2500

MAC-88 0558 Carridge . ...  $50.85

WUAC- 65 TODL KIT DISK . . ... $25.00 KICK START . : i
R-TIME B Carkridge . ... ... .. $56.05 MONEY TOOLS (Financial Uslity), . $9.95
SPINMAKER EDUCATIONAL CARTRIDGES DHG DG Dk . . ocicaaniia : ::E
KINDERCOMP Cartridge . ... .. $8.75 REPTOMN Diek . -
FRACTION FEVER Cariridge ... $4.75 PUZZLE PANIC Diek by Epys ... 3995
FACEMAKER Cartridos & - .. $8.75 CESTELAVE Disk.......... : ::ﬁ
ALPHABET 200 £4 TS WOMPER STOMPER Disk . . ... .. ;
UP FOR GRARS Carridge £4.78 CLUN EMERALD (Jr., l'lﬂll:l cere.. J0ES
.MJ’IHTHE:GLEI-TE‘-WE'E'E:'&L £8 7% MOVIE MAKER (Graphics) . .. ... $8.85

STORY MACHINE SO0/ 400 orily $4.75 et s R
LINKING LOGIC (Faher-Prics) Cart. 8875 [N SONG WRITER . ............

BEST SELLERS / LOW PRICES

« GHOSTBUSTERS .. ......... $0.05

= F-15 STRIKE EAGLE . : ::ﬁ
= TOP GUNHER COLLECTION . EKSHY Bomd 50
= SILENT SERVICE . L] Qﬁ% cum!i:n'!‘: h' :Em
« KENNEDY APPROACH . o ::E L A SWAT . $12.50
« VIDEO TITLE SHOP (B4K) . GRANDMA'S HOUSE $12.50
* CHESSMASTER 2000 .. ...000 00 §E2.50 E Disk . [Em . $50

DROPZON
CASTLE 'l'l'{:-I.FEHE'I'EIH Disk ... $12.50
BEYOND CASTLE WOLFENSTEIN $12.50

« ALTERMATE FEALITY THE CITY  $T2.50
« ALTERMATE REALITY DUMGECH $1250
* TOMAHAWH (B4 .. ............ 250 TEMPLE OF APSHAI . ceee. $I2.50
= 221-B BAKER STREET (B4HK). . . . . :11:!2' ALlAMNTS Disk . 31280

................. MOUSE GUEST H :m 810 B
== n [HNFOCOM ADVENTURES = = = 2 = « ELECTRONIC DRUMMER Disk .. $12.50

s WISHBRINGER . . .....oocuvn. 14,95 STOCH MARKET Game . T o
mmumr.......... cess s BULES FH.TEE(I—'TI*EHWWET'H?!#I
« BPELLBREAKER, . v eeee BNADE HICKERBOCKER Disk . ........ $12.50
= SEA STALKER . cessina BULDE MIDWAY BATTLES War Game .. $12.50
* HOLLYWOOD HIJINX . coe $HLES BOULDER DASH Consruction &H 1495
# STATION FALL , Y MIND SHADOW Adveniure 84K . . $14.85

.................... HAGKER Adventure . . ......... 5485
. SEA STALKER Acveniure . ... .. 5185

CONFLICT IN VIETHAM. ,....... $§H85
.................. uecm&mHTrEUEaEHT.... - SRS
................ CRALUSADE IN EUROPE . coo e s BHLEE

« HITGH HIKERS GUIDE . . . ... '. '. '.:u-H-
i e s o PRI LR $14.95

CUMFUTEH BGDI'(E

ATARI PLAYGROUND WORKBOOK $585
HACKERBSOK TRICKS ATIPS ... $5.00
INSIDE ATARI BASIC .. ... ...... £5.00
ATARI BASIC REF, MANUAL . .... $5.00
HOW TO ATARI 8502 PROGRAM . 25.00
WHRITE YOUR OWHN GAMES ... ... 3500
PRAOGAAMMERS REF. GUIDE . ... $14.95
ASASFMBLY LANGUAGE GUIDE .. $2168

SPTFIAE ACE . 58S
S5 Mlltﬂ'llﬂ-ll E:Hn:h-rl-.rp- FH85
BRIBHLOM . . scacsssnnrsnnns $14.95
638] THE ETERMAL DAGGER . . . . §14.85
581 50 MISSION CRAUSH . . $ANS
581 BATTALION EDHHAHDEFI . Bes
581 PANZIER GREMADIER . . 105
B FIELDOFFIRE........... 14 85
85| GEMSTOME WARRICH . .... §106
S8 PHANTASIE N . .......... $19.95
S5 BOMS OF LIBERTY ........ $19.95
BREIUSAAF. .......0.000-... 531088
BEIWARBHIP . .....cc00 000402 $1H8S
MASTERTYPE (T Tuker) .. . $15.00
BAMK STREET WRITER ...... $17.50
CUT & PASTE W.P. Disk . . ... . 1750

ATARI BASIC FASTER & BETTER $22 95 SPARTADOS CONST. SET .... $30.50

BPARTADCS Tool-Mit. ...... X2
YOUR ATARI COMPUTER. ... ... $17.95 LW DATA PERFECT Datet .. SCALL

SERIAL I/O CABLE DATASOFT DISKS
8
.IL'I'E,HI.IILTEJ'-E.II..I'I'TTI'I-IMW $12 50
MAC- ES CAHTHIDGE B Titie sdars na i S
6502 Machine language Mac CROSSCHECK Disk .......... $995

GUNSLINGER Disk (84K} ....... 3055
TOMAHAWE Hellcopber Game G4K §12.50
THEATER El..IFI}F‘E W Game .. $12.50
BRUCE LEE Disk . P
MERCENARY Disk . $12.50
MERCENARY 2MD CITY DISK .. $12.50
THE GOONIES Disk .. .. ....... $12.50
COMAN Disk . . ...coccviinias 12 .50
HEVER ENDING STORY (B4K) ,, §1250
221-B BAKER STREET (Gdi) ... §1250
221-B BAKER ST. Cass Library 1 §8.55
221-B BAKER 5T, Cose Library 2 §0.85
in H.IHI.{MM'II-E)

Assembler. First class tool I'I::-r
SENoUS programimens. . 5

PR: CDNN EGTIDN

SUPRA MDDEM

a%pdm 300 Baud Direct Connect
. a8m r%mra: no aaparﬂtn
intarface. | cable

8Im

AMERICAN TECHNA VISION

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579

Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or
C.0.Ds. VISA, Master/Card okay. Credit cards restricted 1o orders over $18.50. No
personal checks on C.0.D. - Shipping: $4.00 shipping and handling on orders under
$150.00. Add $2.75 for C.O.D. orders. In Canada total $6.00 for shipping and

handling. Foreign shipping extra. Calif. residents include 7% sales tax. All products
new and guarantead. All sales final..
Pricss subject Io changs without nolics, Send SASE kor res peios sl Alerl ie & reg. rademark of Alari Corp.




shi-format cards that come in three
sizes—32K, 64K, and 128K. A 32K
card is expected to sell for about $55.
Each card contains a replaceable lithi-
um battery with a five- to seven-year
life. Unfortunately, these RAM cards
will not be available for about six
months.

For mass distribution of programs,
mask ROM cards—about $10—will
probably be used. For more timely dis-
tribution of data, PROM and EPROM
cards are available, but are more costly.
None of the three, by the way, can be
written by the Portfolio itself,

PCW found that the address book
and diary were the two applications that
got the most use. Although the spread-
sheet with its Lotus /-2-3 compatibility
is arguably the most powerful of the
Portfolio applications, getting data in
and out requires either much typing on
a slightly-too-small keyboard or trans-
ferring data to/from a desktop ma-
chine.

Conclusions of the PCW reviewer?
Almost identical to ours. The machine
15 great as an electronic personal orga-
nizer. Inclusion of a Lotus /-2-3-com-
patible spreadsheet heralds some truly
serious use. RAMcards—now prohibi-
tively expensive—are vital for serious
DOS applications. When and how
much the price for these cards falls and
how available RAMcard software be-
comes will determine the ultimate suc-
cess of the Portfolio.

PageStream vs. Calamus

We've noted with interest that the
early reviewers of PageStream and
Calamus in the various computer mag-
azines have reached conclusions slightly
different from those reached by review-
ers (and users) in the publishing com-
munity.

There seems to be general agreement
that PageStream and Calamus are the
only serious contenders for big league
desktop publishing on the ST. Although
both of them boast many similar profes-
sional features, it is instructive to exam-
ine some of the differences.

Although PageStream uses outline
fonts, eliminating the stepped edges as-
sociated with GDOS bit-image for-
mats, it does not have outline screen
fonts which, for the moment, remain the
exclusive province of Calamus. This
means that although the PageStream
display is speedy, the user will probably
be forced to make extra printouts to see
what a page looks like. Score one for
Calamus.

On the other hand, PageStream is the
only outline font program on any com-
puter (at present) to offer a complete
selection of both painting (bit-mapped)
and drawing (object-oriented) and edit-
ing tools. This allows it to import and
manipulate both graphics and text from
a wide variety of sources. Calamus does
well on importing files but modifying
them is more difficult. Score one for
PageStream.

Professionals claim that under a
magnifying glass the output of Cala-
mus on the Atari laser printer is slightly
better than that of PageStream. How-
ever, if you intend to take that final step
to Linotronic at a print shop, Page-
Stream is the only choice, because it
alone produces PostScript output files.
Why, one might ask, with the rest of the

“Portfolio couid ve the
ultimate in yuppie
accoutremenis”—PCW

DTP world freely exchanging Post-
Script files, did the designers of Cala-
mus shun the standard?

While you ponder the answer to that
one, you might also seek the logic be-
hind the recent announcements by Ap-
ple and IBM of both companies’ inten-
tions to drop support of PostScript in
favor of proprietary output formats.

The professionals’ choice between
PageStream and Calamus? If your out-
put device is a dot matrix or laser print-
er, choose the features, documentation,
or box color you prefer; they'll bothdoa
good job. If, on the other hand, you want
to input graphic files from other sources
and output to a Linotronic or similar
high-resolution device, go with Page-
Stream.

short Takes

July 22, 1989 was the 25th anniversa-
ry of the Basic programming language.
Basic (Beginners All-purpose Symbolic
Instruction Code) was first developed
by John Kemeny and Tom Kurtz at
Dartmouth College with the objective
of enabling students to use computers
with ease. The original Basic compiler
had just 14 commands. Bill Gates and
Paul Allen developed the first micro-
computer version of Basic in 1975 for
the MITS Altair 8800 computer. Mi-

crosoft estimates that more than 4 mil-
1ldil:m Basic programmers are active to-
ay.

If you are into (not under) the weath-
er, you will enjoy a terrific (and some-
what pricey) little device called Time-
step from Signa Publishing in the UK.
It consists of a dish antenna, receiver,
and decoder for downloading into your
ST weather maps and satellite images
of the type TV stations and the military
use for weather forecasting. It tunes in
to the GOES, NOAA, and Meteosat
satellites.

Computer Gaming World runs an on-
going reader ranking of computer
games. According to their most recent
ranking, the top ten Atari ST games
are:

|. Dungeon Master

2. Hostage

3. Falcon

4. Zany Golf
5. Carrier Command

6. Silent Service

7. Arkanomd

8. Star Glider 11

9. Battle Chess
10. Breach

If there is enough interest among
readers, we'll publish our own top
games listing for the ST and XE. Want
to see it? Just send us your list of games
and give each one an overall ranking
from O (absolutely dismal) to 10 (totally
awesome). Send it to Games Ranking,
Atari Explorer, 7 Hilltop Rd., Mend-
ham, NJ 07945.

While In The 8-bit World

Several new cartridge games have
been announced and are under develop-
ment for owners of 8-bit computers and
the XE game system. We've seen some
of these and they look very good. Tower
Toppler and Commando, both recently
released by Atari, have outstanding
play action and superb graphics. De-
flektor is a great game which requires
speedy logic to arrange a series of mir-
rors and fiber optics to pass a laser beam
from a transmitter to a receiver around
obstacles on a series of courses of in-
creasing difficulty.

The mega hit, Xenophobe is true to
the arcade version in virtually every re-
spect. Two other arcade hits, fkari
Warriors and Mat Mania Challenge
are still in development but look terrific,

Telegames is developing an XE ver-
sion of its best-selling 2600 game, Quest
Jfor Quintana Roo, a mystery-solving
adventure game that has a different so-
lution every time you play. |
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“Increase your
publishing
power

Migrapn
Hand Scanner:

Add scanned graphics to all your projects quickly
and easily with the Migraph Hand Scanner.

The Hand Scanner provides a Touch-Up,™ Migraph's high save formats let you use your images
scanning window over 4" wide with resolution image editor, lets you scan  on the PC and Mac.
four scanning resolutions: 100, 200,  and edit your images. Powerful The Migraph Hand Scanner and
and true 300 and 400 dots perinch. It  editing tools include crop, invert, Touch-Up. Powerful tools for
also offers adjustable contrast, three  resize, flip, cut and paste, multiple professional publishing.
dither settings for scanning halftones,  zoom levels, a full array of paint tools, See your dealer today for more
and a special setting for line art. and much more. details or call us direct. Dealer
: Buil y!;:aur Dwnrl]i re:]r}r ﬂg images. r"lhoEﬂ your imaﬁes are "pixel inquiries invited.
0Qos, photographs, books, perfect’’, import them into your :
llustrations . . . provide you withan  favorite ST publishing programs like 0 ceanuar 1 and Mega systers with
unlimited supply of art. Calamus, Fleet Street, PageStream, memory and 3.5" DS disk drive.
and Publisher ST. In addition, several
NG
B
a:a*a*a

200 5. 333rd St., Suite 220 Federal Way, WA 98003 (206) 838-4677 (800) 223-3729 (Pacific Standard Time)




Macintosh Emulation

Data Pacific announces the Transla-
tor Off-Line, a product that gives Atari
ST computers the ability to read, write,
and transfer Apple Macintosh software
and data from Macintosh disk format to
ST and 1BM PC formats.

Translator Off-Line supports Macin-
tosh emulators using either 64K or
128K ROMs and single or double-sided
disks. It comes with a cartridge, which
plugs into the ST, and a cable, which
connects the cartridge to the floppy
drive port of the ST.

The device converts disks between
Apple Macintosh format and Data Pa-
cific’s proprietary Magic disk format.
Other utilities convert individual files
between ST, IBM PC, and Magic disks.

Translator Off-Line carries a sug-
gested retail price of $149.95.

Data Pacific has also announced a
reduction in the price of its Magic Sac +
to $59.95.

Data Pacific, 609 E. Speer Blvd.,
Denver, CO 80203, (303) 733-8158.

12

Printer With 14 Fonts

Star Micronics America announces
the XB-2415 and XB-2410 Multi-Font
dot matrix printers, both of which offer
14 resident fonts.

Both printers offer a super letter
quality mode in addition to the standard
letter quality mode. Print speed is 240
caps in draft elite mode and 80 cps in
LQ mode. The 14 resident fonts are
TMS Roman, TW-Light, Courier,
Prestige, Script, Letter G, Orator, Hel-
vet, Optimo, Cinema, Blippo, OCR A,
OCR B, and Code 39. Users will be able

to expand their font libraries with op-
tional font cards. The printers offer
graphics output at 360X360 dpi.

The XB-2415 15" carriage model has
a 41K buffer and incorporates Epson
LQ-1050, IBM Proprinter XL24, and
NEC graphics emulations. The XB-
2410 has a 10” carriage, a 27K buffer,
and Epson LQ-850, IBM Proprinter
X24, and NEC graphics emulation
modes. A Centronics parallel interface
1s standard.

The XB-2415 sells for $999, and the
XB-2410 for $749.

Star Micronics America, 200 Park
Ave., Ste. 3510, New York, NY 10166,
(212) 986-6770.
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High Performance Hard Drive

Future Systems has announced the
addition of the GT-Elite hard drive sys-
tem to its family of floppy and hard
drives for Atari ST computers.

The GT-Elite system is available
with either a 30 or a 50Mb hard drive
with a standard 1 Mb floppy drive built
in. It is a self-contained, external unit
with its own power supply, controller/
interface, floppy controller, realtime
clock, and cooling fan. A second DMA
channel for daisy-chaining additional
peripherals is provided.

Each unit comes with an AC power

cord, DMA interface cable, floppy in-
terface cable, utility software, and user
manual and is pre-formatted at the fac-
tory.

Suggested retail price for the GT-
Elite 30 is $899; for the GT-Elite 50,
$999.

Future Systems, 21634 Lassen St.,
Cﬁh;lswurth, CA 91311, (818) 407-
1647,

Keyhoard Cable Extender

Maxwell C.P.U. is now shipping the
MegaSTender, a keyboard cable ex-
tender for Mega ST computers.

Available in 6-, 8-, 12-, and 15-foot
lengths, the extender allows the user to
move the Mega keyboard to his lap or
other remote location. Suggested uses
are with MIDI equipment or large
screen TV,

Price range for the MegaSTender is
$16.96 to $24.95, depending on length.

Maxwell C.P.U. 507 W. Baseline,
Lafayette, CO 80026, (303) 665-4849

or (303) 666-7754.

PRODUCTIVITY SOFTWARE

Antic Software announces Cyber
Print, a color printing software package
for the Atari ST. Designed to work with
the Okimate 20 color printer, the pro-
gram produces full color, detailed print-
outs of pictures created on the ST with
various paint packages. $49.95.

Antic Software, 544 Second St., San
Francisco, CA 94107, (415) 957-0886.

Imagen Corporation has released Ul-
traScript ST-1, a program that allows
the 1040ST to print PostScript files on
HP Desklet, Epson LQ/FX/LX, IBM
Proprinter, and IBM graphics printers.
The software is based on the Ultra-
Script PostScript language-compatible
interpreter, which provides full control
over the placement of text and graphics
on the printed page. The $195 package
includes the language interpreter and
16 typefaces. Alsoavailable are an add-
on font package with 13 additional
typefaces for $129.95 and a $295 pack-
age that includes the 35 Apole Laser-
Writer Plus typeface complement.

Imagen Corporation, 2650 San To-
mas Expressway, Santa Clara, CA
95051, (408) 986-9400.

K-Graph3 from MichTron allows ST
users tocreate ten different graph types,
including wvertical, area, horizontal,

line, stacked, 3D, overlaid, pie, x-v, and
scatter. Input data-sets can come from
.DIF files from spreadsheet programs or
report files from spreadsheets, data-
bases, and word processors, or they can
be created from within K-Graph.
$79.95.

MichTron, 576 S. Telegraph, Ponti-
ac, MI 48053, (313) 334-5700.

Maxwell C.P.U. announces GoGo
ST, is a utility that presents a list of
your favorite programs, from which you
can select with a single click of the
mouse button. Also included are date
and time functions and the ability to

maintain a log of time spent using each
program. $34.95,

Maxwell C.P.U. 507 W. Baseline,
Lafayette, CO 850026, (303) 665-4849
or (303) 666-7754,

Educational Management Systems
has announced a line of products de-
signed to establish the Atari ST as a
workstation for schools. The main pro-
gram, School Scheduler allows the cre-
ation of a master schedule and the entry
of student data via mouse, keyboard, or
Scantron scheduling sheets. The second
program, Grades—Interims—Student
Teams, provides flexibility in terms of
number of students, number of grades,
and number of grading categories.

Educational Management Systems,
P.O. Box 153, Huntingtown, MD
20639, (301) 535-0062.
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Artisan Software has released Word
Quest 2, a GEM-based crossword puz-
zle generator for the Atari ST. The pro-
gram takes a list of words and trans-
forms them into a crossword puzzle
grid. Output is to any dot matrix or laser
printer or to NeoChrome or Degas file
for use with desktop publishing pro-
grams. Features include auto-place-
ment, five auto-sorts, formatted output,
and instant access to specific details of
each puzzle. $29.95.

Word Quest 2 is also available with
Word Quest, Artisan’s original word
search puzzle generator, in a single
package called the Word Quest Power
Pack for $49.95,

Artisan Software, P.O. Box 849,
Manteca, CA 95336,(209) 239-1552.

Mindscape announces Fiendish
Freddy's Big Top O Fun, a satiric,
twisted look at six circus events, ren-
dered in slapstick style for the Atari ST.
The events you must complete, while
thwarting Freddy's attempts to do you

in, include the trapeze and high-wire,
the knife throw, a juggling act with
bombs that explode if you drop them,
and a human cannonball shoot. $49.95

Mindscape, 3444 Dundee Rd.,
Northbrook, IL 60062, (312) 480-
7667.

Capcom has released three futuristic
adventures for the Atari ST. The first,
LED Storm, is a road race in which you
compete in a jet car competition that
pits your skill against a course full of
surprises.

Last Duel is a one- or two-player
game that challenges you to traverse
hazardous alien landscapes in a ship
that can be transformed from a land
vehicle into a jet fighter.

In Side Arms, you are outfitted with
an advanced space suit into which is
built a deadly personal arsenal with
which you must defend Earth from an
invading horde.

Capcom U.S.A., 3303 Scott Blvd.,
Santa Clara, CA 95054.

Superman: The Man of Steel is an
interactive comic book distributed by
Intracorp. The game casts you as Super-
man in a race to save the planet from the
clutches of his enemies, Darkseld and
Lex Luthor. $39.95,

Intracorp, 14160 SW 129th Ct., Mi-
ami, FL 33186, (305) 252-9040, (800)
468-7226. =

o
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Disk Wallets

Computer Coverup introduces the
Executive Series of disk wallets made of
black, simulated snakeskin.

The Executive Series comes in two
sizes for 35" disks—one that holds
three disks and one that holds 10. The
wallet for 5';” disks holds 10.

Computer Coverup, 2230 S. Calu-
met, Chicago, IL 60616, (312) 326-
3000, (800) 282-2541.




Strategic Simulations introduces Red
Lightning, a World War 11l game for
the Atari ST. The new game is an opera-
tional-level land and air wargame that
depicts a hypothetical conflict in central
Europe between NATO and the War-
saw Pact nations. Modern air and land
weapons systems are at your disposal.
$59.95,

Strategic Simulations, 675 Almanor
Ave., Sunnyvale, CA 94086, (408) 737-
6800, (B00) 245-4525.

Accolade has announced Shoot ‘em
Up Construction Kit, a program to help
ST users who are certain that they can
create a better shoot 'em up game than
any the pros have released. Would-be
game designers have a choice of modify-
ing one of the three games included on
the disk or starting from scratch to cre-
ate something unique. $19.95

Accolade, 550 S. Winchester Blvd.,
Ste. 200, San Jose, CA 95128, (408)
985-1700.

F40 Pursuit Simulator for the Atari
ST from Titus Software puts you at the
wheel of a Ferrari F40 in a race against
time. You must plan your route using
the onscreen map and avoid the road
blocks set up by police who don’t appre-
ciate the speeds of which your car is
capable. $44.95.

Titus Software, 20432 Corisco St.,
Chatsworth, CA 91311, (818) 709-
3692.

Taito Software announces three new

games for the Atari ST. Arkanoid 11,
the Revenge of Doh challenges one or
two players todestroy an evil alien force
by penetrating and eliminating 67 ener-
gy barriers.

In Operation Wolf, using comman-
do-style tactics, you must rout the ter-
rorists who are holding innocent civil-
ians hostage in a steamy jungle hideout.

Rambo Il is a role-playing adven-
ture that follows the plot of the 1988
film. Using strategy and problem-solv-

ing skills, you must free Col. Trautman
from a heavily guarded fortress near the
border of Afghanistan where he is being
held by Soviet commandos. $29.95
each.

Taito Software, 267 W. Esplanade,
Ste. 206, N. Vancouver, BC V7IM 1A5S,
(604) 984-3344,

Origin has announced two new games
for the Atari ST. Omega casts you as a
cybernetic engineer and challenges you
to design the chassis, artificial intelli-
gence, weapons, system, and electronics
of a cybertank. $49.95.

Times of Lore
is a “fantasy role-play-
ing/action game” in which you play a
hero-for-hire who must battle the forces
of evil. Along the way you will meet 60
characters, all of whom follow individ-
ual daily schedules and engage in so-
phisticated conversations. $39.95.

Origin, 136 Harvey Rd., Bldg. B,
Londonderry, NH 03053, (603) 644-
3360.

MicroDeal announces three new
games for the Atari ST. Murders on the
Orient Express casts you as one of six
detectives and gives you 80 hours in
which to solve one of five murders that
have occurred on the famous train.

Wumpo Deluxois an updated version
of a very old computer game, Hunt the
Wumpus. The game, like computers
themselves, has come a long way and
now features many technological inno-
vations, the likes of which the original
Wumpus hunters could never have
imagined.

Oddball challenges you to lead your
team to victory in a game of Oddball, a
sport that combines elements of ice
hockey, tennis, golf, billiards, soccer,
and water polo.

MicroDeal, 576 S. Telegraph, Ponti-
ac, MI 48053, (313) 334-8729.

Quest For Clues II

Mouse Holder

Origin has released Quest for Clues
11, a compendium of clues and solutions
for 47 of the most popular computer
text adventure and fantasy role-playing
games. Edited by Shay Addams, editor
of the “Questbusters™ newsletter, Quest
Jor Clues IT alsoincludes detailed maps.

Each entry begins with an overview of
the scenario of the game under discus-
sion, followed by objectives and general
guidelines for play. Among the games
for which clues are offered are Ultima
¥, Leisure Suit Larry, Bard's Tale Il1,
and Times of Lore. The book sells for
$24.99,

Origin, 136 Harvey Rd., Bldg. B,

Londonderry, NH 03053, (603) 644-
3360.

H&H Enterprises has announced the
MouseCat mouse holder, a kitten-
shaped device that grips the Atari
mouse in its paws.

MouseCat comes in either light gray
or white with green eyes, and pink ears,
nose, and paws. It attaches to the moni-
tor or other flat surface. The feline pe-
ripheral sells for $6.95.

H&H Enterprises, 4069 Renate Dr.,
Las Vegas, NV 89103, (702) 876-6292.
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8-BIT INTEGRATED CIRCUITS 8-BIT DISK DRIVES
$3.50 EACH: R R e S e R e A S R A P 130.00
ASSEM REV.A 800 CPU 6502 RAM 6810 KTARL BEG WETH. NO SRS E 0 it tbe abe iaea s et 85.00
RASTC RFEV.A 810 ROM © POKFY ATART R RSN = o s et ol s, e e 199.95
MPII 6507 800 ANTIC PIA 6502 B B 0 s e BN e e e 130.00
P1A 6532 0S5 ROMS (499B-599B) 1050 WITH SUPER ARCHIVER ... .. uuvunncnann 250.00
$4.50 EACH: 1050 WITH HAPPY ENHANCEMENT .............. 275.00
1771 .FDC XL CPU 14806 GTIA 1050 WITH US DOUBLER INSTALLED ........... 225.00
1050 ROM XL/XE MMU XL. DELAY EO SR SR ECaNIYREEONRED ol L e e e s 175.00
$12.00 EACH: BN DS Gt e e e s s e ehe S e e e b 1 175.00
ASSEM REV.B XE GATF ARRAY XL ANTIC ASTRA 1001 WITH PRINTER INTERFACE ........ 175.00
VCS TIA 444 BASIC REV C 850 ROM B
FREDDIE XL/XE 0S POWER PACKS
BEXE AL Lt S e AT ) DEO st e k! 5. 00
NEW PRINTED CIRCUIT BOARDS WITH PARTS | 800/810/1050 ... 10.00 i SR 252
B00- MATN/CHTPS ~.: . /10,00 = 800 10K, 0/55 o 10400 [ootnt/ I90XE, & . <30 00 o G SRR
800 16K RAM . ... .. 10.00 800 POWER ... . 6&.oo |830/835 ........ 10.00 520/1040 INTRNL 75.00
B10- ANALOG | .5 isvn 10,00 810 POWER .... 15.00

HAPPY ENHANCEMENT 810 OR 1050 $99.95
JOYSTICKS 1050 SUPER ARCHIVER CHIP $69.95

ATARI STANDARD({2) 12,00 WICO 3-WAY .. 14.95 - - - -
EPYX. 200" X0 i b 16,95 WICO BAT HNDL. 22.00 ST INTEGRATED LIRCUIT{
l:‘l]-'!"}: E}{'uxd sl Pl I fj 5 I']-l-! Ijnwp"t EJIJHYRH 5 ;eq A 1!!1 DIS!‘: C{E"TRJGI_:LEHJ WDJ.. |Ir .'I..Et ...... i_} . UE
SLICKISPIEE ) o 9.95 ERGOSTICK .... 24.95 T Siirio e L
o ene BB Sl s s STARMASTER ... 14.95 YAMAHA SOUND CHIP ........... 10.00
TAC-3 iR S e e TAC-5 .. :vaaiiv 19,95 6850 ACTA .......ocovvninenns 3.95
68000-8 CPU" v i S adr ek e )
1 i = . REYBORRD CHTE e ftiiies ataiataditie 15.00
RUN MAC SOFTWARE ON YOUR ST DMA CONTROLLER .............. 26 .00
MAGTC SAC ... 59.95 b4k MAC ROMS . 0595 DE RE PR o, 5 = e Tl STl i s G T S e B 28 .00
BEECTEE: ©. v en el 2205 L28K MAC ROMS 159.95% ATART VIDE SHERPTER s e b i S 26 .00
TRANSLATOR ONE .. 279.95 MAC FINDER .. 44.95 e ] el b o DT e T I S e e 28.00
DISCOVERY OPT.O 188 .00 DISC.OPT.2 ...266.00 $10.00 ALTITRR el r e G Tl g (B 5 o8 30 .05
5& ATARI 520/ 1040/ MEGA ST SOFTWARE 5!‘
ENTERTAINMENT JAWS . .conecimaseens  39.9%  SPACE QUEST K1 ..... 44.9% UTILITY LOTTO LUCK ......... 26.95
10TH FRAME BOWLING . 22.50 JET .icvesccsansnnns 44.95 SPACE QUEST 111 ,... 44.9% PBACKOP &..vonooiovves 35.85 LUDWIG .uveevenesres 144.95
A DAY AT NME RACES .. J3%.9% TINXTER .......0:00 9.9% STARCLIDER ......... 14.9% COLEHEAD UTILITIES . 26.9% LOGISTIX JR. VERS .. B9.9%
mILT |"¢*HR |||||||| 17/.95% ‘IMHR H*FH CRL LS B ‘Fuul}lﬂ HTHIF PEER TT ..... 1'1-,'i=| L PR r o T e . e i].&ﬂ MICROSOFT WRITE ... . lﬂ-?ﬁ
ALF'S FIRST ADVENTURE 13.50 EARATE KID I1 ...... 315.9% SUPER HANG-OW ...... 315.495 o T g AL R £ P 3 NIDISOFT STUDIO .... 89.9%
MTURBA ......000.... 15,95 KENNEDY APPROACH ... 44.95% TANGLEWOOD ......... 39.95 HOTWIHE ............ J%.9% MUSIC STUDIO BB ,... 53.9%
AFTERBURNER ........ 15.95 EING OF CHICACO .... 21.5%0  TASS TIMES TONE TOWN 35.95 IR DISK UTILITIES .. 31.5%0 HNEOCHROME .......... 3%.9%
Al TEN SYNDHOME ..... 15.95% EINGS QUEST ........ 44 .95 TECHHOODP .+ iswsonss 44 .95 MULTIDESE & .vvreonns 2b.95% OCP ART STUDIO ..... 9.95
AXE OF RACE ........ 44.95 KINGS QUEST I1I ..... 44.95 TEST UHIVE ....0c00. 39.9% NPO DESK 2.0 ....... 44.9% PAGE STREAM ........, 179,95
BACEGAMMOM .. .vvcees 11.50 KINGS QUEST III .... #44.95% TETRIE = e ifare e fmi i s F{ L PROCOPY oo tevesonses 31.50 PARTHER 5T ...:22.2-: 44.50
BAL. OF POWER 1990 . 44.95 FINGS QUEST IV ..... 44.95 TRACKER .....v00:00 SRR e v s TR PERERR L P w s e D
BARD'S TALE ........ 17.95 KNIGHT ORK ......... 9.95 TV SPORTS FOOTBALL.. 44.9% QREVOLVER ........... 44,95 PRINTMASTER PLUS ... 35.95
BRI - 5kt e L 15,95 RANLAE  otiis e L U e 44 . 9% ] R R e e e 14.95 TURBO 8T . i creene. @d.0% PURLISHER =T ....... 116.9%
BATTLE CHESS ....... 44.95 LAST DUEL sueveesyos 17.95 VEGAS CRAFS .....:.. 31.50 MBRKE ....iviievesses 40,50 — SHBADOM w.visssssswss 26,95
BATTLEHAWES 1942 ... 44.95 LEADERBOARD DUEL PACKE 22.50  VEGAS GAMBLER ...... 11.50 - e e SRR R | L
BISHARE . ciiaimme i 15.9% L.E.D. STORM ....... 17 .95 WESTERN GAMES ...... 26,95 PRODUCTIVITY ST0OS COMPILER ...... 31.5%0
BLOCKBRUSTER ........ 44.96  LEISURE SUIT LARRY .. 35.95%  WINTER GAMES ....... 19.9% 1ST WORD PLUS ...... gg.g95 STOS SPRITES 600 ... 26.95
BORODING . .vceceveas 5¥%.9% LEISURE SUIT LARRY 11 44.9% WAR IWN MIDDLE EARTH dd .05 ART & FILM DIRECTOR 71.95% STOS MAESTRO ...vs.a. d#d.95%
CAPTAIN BLOOD ...... 44.95 LOST DUTCHMAN'S MINE 44.95 XYBOTS ............. 35.9% o0 warel PLUS ... 35 .95  SUPERBASE PERSONAL . 134.95%
CARRIER COMNAND .... 14.95 MANHUNTER .......... #44.96  ZAK MCKRACEEN ...... LA T i R M gl sy s - SWEFTCALD: Lol Lo 71.95
CENTERFOLD SQUARES . 26.95 MARBLE MADNESS ..... 31.5%0 EARY GOLF .scsvaiass 17.95 CAD 30 2.0 ... BO.9% PO R L o a iy e 161.95
COLOSSUS CHESS ..... #44.95 METROCROSS ......... 22.5%0  ZERO GRAVITY ....... L L 269.05 WORDUP ............. 71.95
DBIAVU . avianas amas 44 .95 MICROLEAGUE B BALL 11 53.9% CALAMUS FONT EDITOR. 89.95 WORD WRITER ST ..... 71.95
DEJAVU I1 vvvvonnnse 44.95 MOEBIUS ............ 135,95 MULTI-GAME PACKS CERTIFICATE MAKER 26.95  WORD PERFECT ....... 195,00
BATTLE TECH ........ 44.95 NINE PRINCESS AMBER 13.5%0  ACTION ST .......... 15005 AoNCieE Gt mOOTE . 38 %
DEATH BRINGER ...... J5.95  OBLITERATOR ........ 22.30 ARCADE FORCE FOUR .. 44.9% CYRER CONTROL ...... 57.95 EDUCATION
DEAMON'S WINTER .... 35.9% OIDS ............... 31.50 AwWSOME ARCADE ACTION 44.95 CYRER PAINT ........ 71.95 FIRST SHAPES ....... 44.95
DOUBLE DRAGON ...... 35.95  OFF SHORE WARRIOR .. 35.93  COMPUTER MITS ...... 53.9% CYRPER TEXTURE ...... 44.9% FIRST LETTERS/WORDS  44.95
LRAGONNINIA . .ovnuus 35.95  OPERATION WOLF ..... 35.95  COMPUTER HITS IL ... 35.95 pDATAMAMAGER ST ..... 71.95 SPELLING BEE ....... 26.9%
DUNCEON MASTER ..... 35.95 OUTRUN ............. 44.95 FIVE STAR GANE PACK 44.95% p p.c.A.S. ELITE ... 53.9% MATH TALE .......... #44.95
EMPERE & sisanainn s 44.95  PALADIN ............ 13.93  MEGA PACK #1 ....... 35.95%  PASYDRAW/SUPERCHARC 134.9% MATH BLASTER PLUS .. 15.95
P-16 CONBAT PILOT .. 44.95 PALAUMN QUEST DISK . 22.30° MEGA PACK B2 ...2... 35,95  BASY TOOLE ..0ovs.os 44.95 MAVIS BEACON TYPING  44.95
PALOGR o e as 4. 05 FRNNC o --chaeerearey 9 PRIAD YOL. Lo iiae 53:.95 BE-SCORE PLUB ...... 138.95 BEYPLOT wuuiveianie 89,95
FALCON MISSION 1 ... 35,95 PIRATES ............ 40.50 PRt for T TG 58.50 TDI PRE-CALCULUS ... 44.95
FIRBEONE . o :vvissusnn 31.50 PLATOON ............ 35.9% PROCRAMMING EDIT TRACK ......... 179.9% TBI CALCOLUS ....... #4.95
GAUNTLET . .....u.uus 44.95  POLICE QUEBT «vuvvis .05 RRRRNPRO L.t e B8 PLABH Lfieneeeaans s 26,95 TBI ALGEBRA I ...... 44.95
GAUNTLET II ........ 44.95  POLICE QUEST X ..... 44.95 oc.ppppsp _.......... 44.9%5 HABACOMN .« ..0:ussuse 9,95 UNICORN:
GOLDEN PATH ........ 4.95 POWER PLAY ......... 35.95 DEVPACK ..ueeviveees 89,95  HEABAVIEW . .....o.... 19.95 AESOP'S FABLES ... 44.95 |
GUILD OF TRIEVES ... 9.95 POPULOOS ........... 44.95  cpa BASIC 3.0 ...... ©9.95 HI-TECH MAIL PRO ... 53.95 ALL ABOUT AMERICA. 53.9%
HERDES OF THE LANCE. 15.95 PREDATOR ........... 13.93  NISOPT DASIC ....... 71.95 NI TECH ACCTS PAYDLE 62.95 ANIMAL KINGDOM ... 135.95
ROSTAGE RESCUE WISS. 40.50  PSTCEQ ....cvenaries 36,93 grgnpe ¢ INTERPRETER. 89.95  HI-TECH GEN. LEDGER  62.95 ARIBIAN NIGHTS ... 44.95
WOLE-IN-ONE MIN.GOLF 26.95  RUBODOR ...coorernes 3393 ppgpp e Viiicieiies 179,95  INTERLINE ..ivo..oas 35.9% DECTHAL DUNGEON .. 35.95
HUNT FOR RED OCTORER 44.95  RUNNING MAN ........ #4.95  jpgppcpp ..,...... 62.95 INVENTORY MASTER ... B89.95 FRACTION ACTION .. 35.95
IFARI WARRIORS ..... 1%.95 SCRABBLE ........... 35.9% BOG0 BT o e e e L DS KBYCMARE oo o h b i 13.40 MAGICAL MYTHS .... 44.95%
IMPOSSIDLE MISSION 2 17.95  SENTRY ............. 9.9%  apy wipigaMe € .... 161.9%  LABEL MASTER ELITE . 40.%0 READ & RHYNE ..... 35.95
INTERNATIONAL SOCCER  15%.9% SHADOWGATE ......... 44.9% MARK W. C DEBUCCER . 62.95 LIM BPOWER - oo oons o 134.5%0 READARAMA ........ #4.95
INTO THE EAGLES NEXT 35.95 SPACE QUEST ........ 44 .95 TENPIR : IT 25 s o 62.9% LOTTO-FILE . cvvs-oss 17.9% WORD MASTER «ss:ss 44 .95
PFRICES SURJECT TO CHANGE WITHOUT NOTICE - ALL SALES ARE FINAL
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OO/ X I./7XF SOFT W ARFKE SO/ X I/ X I SOFT W AR
ALL TITLES ON DISK ALL TITLES ON CARTRIDGE
ENTERTA INMENT ULTIMA IV .....ooeveee 53,95 LINKWORD: ITALIAN .... 22.5%0 ENTERTA INMENT SUBMARINEE COMMANDER  14.9%
12 ADAMS ADVENTURES .. 14.95 UNIVERSE ............. #4.95 MASTER TYPE .......... 14.9% ID TIC TAC TOE ...... .95 SUMMER GAMES (XL/XE). J24.9%
22108 BAKER STREET .... ©8.9% WINTER CHALLENGE ... .. 13.%0 PRE-SAT WORD ATTACE .. 14.9% ATRBALL (XL/XE) ..... 24 . 9% SUFER BREAKODUT . ..... 0. 9%
ALTANNR . | ey, = e 26.9% FTAXXON (4007800)...... 11.5%0 SAT PRACTICE TESTS ... 19.9% ALIEN AMDUSH ........ g .95 SUPER COBRA ,........ 14.95%
ALT. REALITY CITY..... 26.95 SNOOPER TROOPS CASE #1 9,95 ACE OF ACES .(XL/XE) . 24.95 THUNDERFOX .......... 19.9%
ALT.REAL DUNGEON ..... 26.95 PROGRAMMING SHOOPER TROOPS CASE B2 9,95 ARCHON G . S et o o L s TURMOIL +uconasvasans 9.95
ASSULT PORCE 3D, ...... 19,95 STATFES AND CAPITALS .. 9.95% ASTEROLDE o ovun ... 1% 98
ATO DUBL . coins i ity 15.95 DOS 2.5 ...eeeceesanss 7.95% SPELLING BEE (AG 5-10) 14.9% ASTRO CHASE ..usvseas 14.9% PROGRAMMING
PEYOND CASTLE WOLF. ... 14,95 DOS XE..uveseesnsnnnes 10.00 TOUCH TYPING ......... 9.95% ATARL TENNIE . ....... 5 _ g5 ACTIONT & o intohrosess TL.OS
[ F 0] L 5 T R e i s PR Tl Y S ] (1 o e i L e 26,.9% QULE HASTER CONSTH.... H.95 ATLAMTIE - v iwrsers  18.9% ACTIONI TOOLEIT-DISE . 26.9%
RTAMARK: e ot i e d st ey s Z6.95% KYAWN PASCAL .......... 62,95 QUIZ MNSTH. USA CONSTH. .95 PALL RLAFER . icseeses: 14.95 L oo PRE ek A BY. 5%
BLOCK BUSTER ......... 7.95 LIGHTSPEED € ........ 15.95 PARNYARD BLASTER .... 24.9%" BASIC XL TOOLKIT-DISK. 26.9%
RORDTNO: TAY12 ... ...... 22.50 AMERICAN EDUCATION: BASKEETRALL o ovvverenns 14.9% Tl e | A 71.95
ROULDERDASH CONSTR.SET 17.95% At BLOLOGY GlO+ .... 17.9% PATTLERONE ...vvuenn. 19.9% NTAMOND (GEM 0O/8) .... G9,9%
DRDCE LEE . .:iviinicnsss H.95% A+ GERMAN .......... 17.95 BLUE MAX ...iccui50:+ 19.95 s o B e g R e 29.9% |
CASTLE WOLFENSTEIN.... 14.9% Ar GRANMER Gé4+ .... 17.9% BOULDERS & DOMBS .... 14.9% MAC/EDS s ssswamasisas TLaDS
CHAMP. LODE RUNNER ... 26.95 A+ READING COMP CG1-8 17.9% CAVERNS OF MARS ..... 14.95 MAC/65 TOOLKIT DISK... 26,95
CONFLICT IN VIET WAM . 10.95 A+ RCTFHCE GI1-4 .... 17.9% CENTIPEDE ...cosccsss LA.95 PILOT S T s e L i 1%.9%
P 1 1 RN EER A T At BCIENCE G50 .... 17.95 CH NG e e e e 7 .00 SPARTA DOB X ..t ewesns T1.9%
COSNIC TUMNELS ....... %9.95 ] A+ BCTEHCE G7-8 .... 17.9% CHOPLIFTER . ouvvessa 19 . 9%
5 ; PRODUCTIVITY ; . .
CRUSADE IN EUROPE .... 10.95% A+ BPANTEH . ........ 17.9% c JUMPE L f
R e s R 2 gy ANIMATION STATION .... 79.95 A+ SPELLING C2-8 ,.. 15.9% c::r:-llnlt:mm.::”f.ff‘??{?n.“.” 3.31: hTmm.ﬂEERDUCleT‘ 29,95
DALLAS QUEST ......... 7.95 ATARIWRITER:/SPELLCHE 44.9% A+ u.5, GOV. G10+ .. 17.95 | CRIME BUSTER ........ 24.95*  ATARIWRITER (CART ONLY)19.95
DELUXE INVADERS ...... 7,95 ATARIWRITER 80 At U.5. HIST. G5+ .. 17.95 | CROSEPOW ............ 24.95*  PON WITH Mi.'l"‘ ; :“'q.g,
DECISION 1IN DESERT ... 10.95 REQUIRES XEPEO .... 44.93 A+ VOCABULARY Ga+... 17.95 | CRORSFIRE ........... 9.95  MICROFILER ..oo.oooon. X2.50
F-15 STRIKE EAGLE ... 14.95 ATARI DOOKREEPER ..... 14.95 A+ WORLD GEOG. GH+ . 17.9% | CRYSTAL CASTLES(XL/XE) 19.95 . Erptalgn R B R IR
FIGHT NIGHT .......... 17.95 AWARDWARE (1050) ..... 13.50 A+ WORLD HIST. GH+ . 17.95 DARE CHAMBERS (XL/XE). 24.95
CAUNTLET (G4K} ....... 31.50 PANK STREET WRITER.... 14.9% {¢ = CRADE LEVFEL) DAVIDS MIDNIGHT MAGIC 19,9%
DEEFER DUNGEONS ..., 22.50 BLAZING PADDLES ...... 11.50 DEFENDER ....vonvesee 9.9%
GRAPHIC ADVENTURES 1-6 26,95 COMPUTE YOUR ROOTS ... 15.95% aATARI:. DESERT FALCON ....... 14.9%
GUNSLINGER . ......... . 26.95 DATAMANAGER .......... 8.9%  CONCENTRATION ...... 9.95 0 o Y T L 19 .95
HARD HAT MAC ......... 7.95 ELECTRONIC CHECKBOOK . 8.95 DIVISION DRILL ..... 9.95 DONKEY EONG .. .. .. ... 10.00
INFILTRATOR .......... 13,50 FAMILY FINARCE ....... 6.9% GRAPHING ......... ce 995 CART ONLY ........ 4% .00
JAWBREAKER . ..ccoonn. . 9,95 FORMS GENERATOR ...... 21.50 INSTRUCTIONAL COMPUT 9,95 DONEEY EONG JR. ..... 19 .95
FARATEER & - s vecvnvnnnna 13,50 WOME ACCOUNTANT ...... 19.9% PLAYER MAFER ....... 9, 8% EASTERN FRONT (1941). 19.95
FNICKERBOCKERS . ...... 13.50 HOME FILING MANAGER. . 6.9% PREFIXES ........... 9.95% E.T. PHONF HOME ..... 9.95 EDUCATION
FENNEDY APPROACH ..... 10.95 MHOMEPAK ..... sesneasse 24.93  SCHEEN MAKER ....... 9.95 FIGHT NIGHT ......... 19,95 NODULE
LABT V=B ..viveicanans .95 INVENTORY NASTER ..... ©0.95  sECRET FORNULA INTERM 9.95 FINAL LECACY ........ TR Ty LI?:: ER - 9.95
L.h. SWAT/PANTEER .... 8,95 [LETTER WIZARD .:.:.:-. 29.95  SECRET FORNUIA ADVANC 9.95 | FOOD FIGHT (XL/XE)... 19.95  natH DNCOUNTERS ... .. 9. 9%
LEADERBOARD . ......... 13,50 :‘3’“5: :ﬂhﬁfmm l::l 1‘3-93 SPELL IN CONTEXT 8.. 9.9%3 POTRALL e inia s n s i 14.9% T ]
LODE RUMMER ......00:: 11,50 BlC B LET i) noy 2. GET ONE FREEID PROCOER . - oo L oo e 14.9% gl .
MICHOLEACUE BASEBALL.. 15,95 NERSROOM (2030 = 64K). 11.30 cas (AGE 3:6): GALAXIAN vuvvevenssee 9.9% ":::r;lr t:.ﬁ:m'fp“ Al
HAPOLEON AT WATERLOO . 22.30 MNEWS STATION ......... 26.93 ASTROGROVER . ..... ss B0 T e i et e - R i mm.m_ LOGIC ...... 319’
NEVER ENDING STORY ... 8,05 NEWS STA. COMPANION. . 26.9% BIC DIHD SPEC DELIVE .05 CORF (400/800) ... ... i ; 2 HE L. ,T,
MONTEZUMA 'S REVENGE... 14.95 PAGE DESICGNER ........ 26.95 ERNIE'S MAGIC SHAPE. #.95 BB TL T ol i i 1995 L‘EFH;:TLE:EBL: ------- :-gf
MOUSEOUEST & & oac ale s i 17.95 FPAINT .......cccn0nn0.0 13,95 INTO EAGLES HEST{XL/sXE)19.9% ALL 4 FOR ﬂHI.-‘r """ 24 '.;,,rlI
MOON SHUTTIE ......... 7.95 PRINT PONER (1050).... 13.50 pEsIaNWARE: e e 19.9% i g
NATO COMMANDER ....... 10,95 PRINTEIT (1050} ...... 13.50  WATHMAZE (6-11) .... 26.95 | JUNGLE HUNT ......... 12,95 | gaamaas "y i 2 Tans o
HIBRLER (it v ate 12.95% PRINTSHOR ............ 34.95 MISS 108 ALCEBRA {(114)113.50 EABOOMT oo o 14,95 . (AGE hi-
I o L2 DA L 9,95 F.5. COMPANION (G4K) . 24.93 ' SpELLICOPTER (6-11). 26.95 | EARAPRER . .-.... ..., 19,95 :f_:“;:m- EL:_I-, e 3'3:
DIL'S MELL .5 . fEnL oy g.95 P.5.GRAPHICS LIBRARY 1 17.95 KRAZY ANTICS ........ 14.95 SRL A DRANENG 9.95
O'RILEY'S MNIWE ....... 9.95 T-5-GRAFHICE LIBRARY 4 17.95 TINK TOBK (ACE 4-6): LODE RUNNER ......... 24.95 L Ve S o e
PENSATE .......0v00sis 14,95 P.S.GRAPHICS LIBRARY 3 17.95%  ABC'B ,..:s. cerennes 0,95 MARLIO BROS (XL/XE)... 19.9% :' E“A}:F“-"-" """ ' q-:l,,
PIE BAM L, . s eesnes cee 14,95 FROOF READER ......... 17.95 COUNT AND ADD ...... H.95 MEGAMANIA ...0cvvvese  9.9% Li;; rﬂmﬁﬁh M
PIRATFS OF BARR. ooasT 22.50 PUBLISHING PRO ....... 15.95 SMART THINKER ...... ©.95 MILLIPEDE &oreeoires 9.95 Q‘!IUF.E um::u-u':' T T
PTITFALL/DEMON ATTACK . 13.50 PRUPBER STANP ......... 26.95 SPELLIMG ....:0000053 .95 HISSILE COMMAND ..... 10.00 ACE 7 ADULT ,I oL
FREPPIE 1 & 1] AR e 'i.qrj ETHTRFHU EEEEE TN B N E AN 1‘;3“-1 LUHTRACTION . ...::.. H. 9% L PA"I"'FI:I’H. e W ‘lqrq.l-',_ { bl u i
BOME & THE DARBARTANG 17.95 SUPER MATLER ......... 35.95  THINKING BKILLS .... 8.95 | am. coop .. . oloo 9.55 ol i el g G et
STLENT SERVICE ....... 12,95 THE LOTTO PROGRAM .... 17.9% ALL 6 TINK TONKS.. 39.95 | MS. PAC MAN ......... 19.95% TR e e
SOLO FLIGHT ..ovcsssss 12.95 TINEMISE .......pe0000 6.95 NECROMANCER ......... 19,95 : it :
SPITFIRE 40 ..... <esss 31,50 TURBOWORD 80 .........*44.95 ymIcORN: ONE ON ONE (XL/XE)... 19.95
SPY VS. SPY I & Il ... 9.95 TURBOFILE 80 ......... "44.95 10 LITTLE ROBOTS PAC MAN (CART ONLY).. 5.00
STARBASE HYPERION .. .. 17.9% * REQUIRES XEPS0 [PRE -SCHOOL) ... 26,95 PEMOO. il snta e e = arel | AL
STARFLEET 1 .......... 44.95 VIDED TITLESHOP (64K). 26.9% FUN DUNCH (G ADULT) 26.95 PLATTEHMANLIA .. .o 9. 5%
STAR RAIDERS 11 ...... 17.95 VIRTUOSO ............ 29.95 RACECAR RITHMETIC POLE POSITION ....... 19.95
STOCKMARKET .......... 22.50 VISICALC ............. 24.95 (AGE 6+) wovsuanes 36,95 | POPEYE ...0.oucecnnnns 14.95 SPECIAL PRICE
STRIP POEER .. v :cu0sase 26.9% WEEELY READER (PRE SCHOOL) : L s A R T T 14.9% e
SUMMER GAMES ......... 17.95 EDUCATION STICKEY BEAR SHAPES . 26.9% g,, _________________ 9. 9% ATARI
TAX DODCE .......... .. 9,06 BUZZWORD ..........:.. 22.50 STICKY BEAR KUMBERS. 26.95 RESCUE ON FRACTALAS .  19.95% XEGAME MACHING
TEMPLE OF APSHAI ..... 9,95 FRACTIONS HULTPLY DIV 7.9% STICEY HEAR ABO'N .. 26,96 RETURN OF THE JEDI .. 14.9% NDW DHLY
R g 3 F e 5.3% GRANDMA'S HWOUSE (-10) 9.95 STICKY BFAR OPPOSITE 26.95% ROBOTRON: 2064 ....... 14,95
THEATRE EURODE . ...... g.95 HEY DIDDLE (AGE 3-10). 9.95% 5B HASKET BOUNCE ... 26.95 SLIME (400/800)...... 7.00 $99.95
TOP GUNNER ........... 10,95 LINEAR EQUATIONS ..... 7.95% STICEY BEAR BOV .... 26.95% BERINGER . e et 7.9% LIMITED TIME ¥
THALLBLAZER .......... 4b.95% LINEWORD: SPANISH .... 22.%0 RUN FOR IT ......... 26.95 SPACE INVADERS ...... 14.95 ekl ' S
DLTINA TIT1 ..::v5e892sss 15 O LINKEWORD: CERMAM ..... 22.50 PIC BUILDER . 26.95 STAH HALDEHYE . ovveens 5 0 LIGHTGUM & . ccseasssnns 4. 9%
DLETMA IXT v i i 35.95 LINKWORD: FREMCH ....., 22,50 &~ °""°7770res ' STAR RAIDERE IT ..... 19.9%

‘ SUPER SPECIALS ‘

RECONDITIONED ATARI MERCHANDISE 30 DAY WARRANTY

800 (48K) SPACE AGE 3- /2" DISKS 1020 COLOR 600X L COMPUTERS 5-1/4" DISKETTES
COMPUTER JOYSTICK AS LOW AS 75 CENTS PRINTER/PLOTTER 64K - $64.95 AS LOW AS 10 CENTS
$79.95 $5.00. 10 FOR $8.95 $19 95 16K - $49.95 10 FOR $4.00
100 FOR $BO gy | | s L BT 100 FOR $29.95
1030 MODEM ATARI 1000 FOR $750 (new in box) ATARI 1000 FOR $200
WITH FXPRESS! TRACKRBALL DOUBLE SIDED WITH 40 COLUMNS WIDE NUMERIC MOST ARE UNNOTCHED
$24.95 $9.95 OLD DEMO SOFTWARE INC. PENS, PAPER, ETC. KEVPAD $7.95 WITH OLD SOFTWARE

SHIPFING INFORMATION - Prices do not include shipping and handling. Add $5.00 for small items ($8.00 Min. for Canadsr Add $8.00 for disk drive. Add $2.75 for C.O.D.
Calif. res, include 7% aales tax. Mastercard and Visa accepted if your telephone ia listed in your local phone directory. Orders may be pre-paid with money order. cashier
check. or peraonal check. Personal checks are held for three weeks before order is processed. C.0.D orders are shipped via UPS and must be paid with cash, cashier check or
money order. International and APO orderas muat be pre-paid with cashier check or money order. $20.00 minimum on all orders. All sales are final - no refunds - prices are

subject 1o change.
Fhung orders accepted TUESDAY THHGUG_H FH‘ID!‘;’I’ 1'_mm 10:00 am to 6:00 pm PST.
We carry a full line of ATARI products - large public domain library - write or call for free catalogue

PRICES SUBJECT TO CHANGE WITHOUT NOTICE - ALL SALES ARE FINA




New and

Improved

Need to know the latest version of a software package? Find it here.

their publishers to add features, fix bugs, and incorpo-

rate the latest technological advances. To derive the
maximum benefit from your software investment, it is impor-
tant to know what updates have been made to the packages
you use. If you are not using the most current version of a
package, contact the manufacturer to find out what enhance-
ments have been made and what you must do to obtain the
new version.

Working from information provided by the publishers
themselves, we have compiled a list of the most current
version numbers of many popular 8-bit and ST software
packages and software/hardware products. Program version

: ;ﬂl"tware packages are constantly being enhanced by

numbers are often found printed in the documentation, on the
title screen, in a README text file on disk, or in an About . . .
item in the left-most menu on the GEM desktop.

While every attempt has been made to make this list as
comprehensive as possible, we realize that a few fine products
may have been omitted. If you would like to see a specific
program added to this list, please send your suggestion to
New and Improved, Atari Explorer, 7 Hilltop Rd., Mend-
ham, NJ 07945.

Note: we have not included entertainment and educational
programs in this list because, as a general rule, these packages
are not updated frequently.

«Bullets indicate a new listing or program update.

8-Bit Programs
Action, ICD/OSS 3.6 MYDOS, Supra 4.3
Bank Street Writer, Broderbund 1.0 MagniPrint I1+, Alpha Systems 4.1
Blazing Paddles, Baudville 04422 Parrot II, Alpha Systems 2.8
Chipmunk, Microdaft 3.04 Print Shop Companion, Broderbund 1.0
ComputerEyes, Digital Vision 1.3 Print Shop, Broderbund 1.0
Desktop Performance Studio, Virtusonics 1.4 Scanalyzer, Alpha Systems 3.6
DOS XE, Atari Corp. SpartaDOS Construction Set, ICD /0SS 3.2
Draper Pascal, Draper 2.0 Super Archiver, Computer Software Services 3.03
Elite Personal Accountant, Clearstar Softechnologies 3.0 | Super Archiver II, Computer Software Servs. 3.03EHN
Enhancements To Basic II, Hathaway Electronics 5.0 | «Top-DOS Plus, Eclipse 1.5+
FlashBack, ICD/OSS 1.4 Top-DOS Professional, Eclipse lc
Guitar Wizard, Baudville 11602 Top-DOS, Eclipse 1.5a
Kyan Pascal, Kyan 2.02 | eTurbofile Micromiser 1.0
Lightspeed C, Clearstar Softechnologies 3.0 | eTurboword Plus, Micromiser 2.0
ST Programs
1st Word Plus, Prospero 3.14 | dbMan, Atari 4.0
Ist Word, Atari 1.06 | DeskCart, QMI 1.02
¢ Accounting Series, Hi-Tech Advisers 2.10 | DigiSound, Alpha Systems 1.62
APL.68000, Spencer Organization 6.05C | Disk Library, Classic Image 1.2
Aegis Animator, Aegis Development 1.2 | Dollars & Sense, Monogram 1.2
Alice Pascal, Looking Glass 1.5 | «DynaCADD, ISD Marketing 15
Animatic Animation System, Kinetic Microsystems 1.0 | EZ Cale, Royal 1.33
ASM 32, Memocom Development Tools 3.0 | «EasyDraw, Migraph 3.0
«Astronomy Lab, Personal Microcosms 1.04 | «Edit-8000, Savant Audio 1.3
s Athena II, [liad 2.0 | Edit-DSS, Savant Audio 1.0
Award Maker Plus, Baudville 23716 | «First CADD, Generic 1.1
BB/ST, QMI 1.12 | Flash, Antic 1.6
BBS Express ST, ICD/OSS 1.3 | FlashBack, ICD/OSS 2.3
Backup, MichTron 1.94 | Fleet Street Publisher, MichTron 2.0
«Beta-CAD, Beta-CAD 1.0 Fontz, Neocept 1.1
CAD 3D, Antic 2.03 | «Fortran for GEM, Prospero 2.151
Calamus, ISD Marketing 1.09 | Fuel-Pro, Hi-Tech Advisers 3.00
Church Manager, Hi-Tech Advisers 2.0 | «GFA Basic, Antic 3.05
ComputerEyes Color, Digital Vision 1.32 | Hard Disk Accelerator, Beckemeyer Development 1.13
ComputerEyes Mono, Digital Vision 1.0 | Hard Disk Toolkit, Beckemeyer Development 2.00
Copy II ST, Central Point 2.5 | eInformer II, Soft-Aware 1.0
Cyber Mate, Antic 1.1 | Interlink ST, Intersect 1.85
Cyber Paint, Antic 2.0 | Inventory Manager, La Foret 1.2
Dac-Easy Accounting, Dac 1.0 | Inventory Master, Royal 1.5
Dac-Easy Payroll, Dac 1.0 | [Inventory-Pro, Hi-Tech Advisers 4.10
Data Manager ST, Timeworks 1.1 | LDW Basic Compiler, Logical Design Works 2.0
DataTrieve, Abacus E2.05 | LabelMaster Elite, Migraph 1.0
Degas Elite, Electronic Arts 1.1 | «Laser C, Megamax 2.10
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Laser DB, Megamax 1.1
MT C-Shell, Beckemeyer Development 1.20
Magic Sac, Data Pacific 6.1
Mail Merge, Regent 1.3
eMail-Pro, Hi-Tech Advisers 4.0
Mark Williams C, Mark Williams 3.0.9
eMaster Tracks Pro, Passport Designs 3.4
MasterPlan, ISD Marketing 1.0
sMicro C-Shell, Beckemeyer Development 2.74
Micro RTX Developer Kit, Beckemeyer Dev. 1.13
Mighty Mail, MichTron 2]
Modula 2, Jefferson 1.5
Moulti-Manager Professional, New World 1.6
Multi-Manager, New World 1.0+
Navigator, Antic 2.0
NeoChrome, Atari 1.0
PC-Ditto, Avant-Garde Systems 3.01
Partner ST, Timeworks 1.0
« Pascal for GEM, Prospero 2.151
Payroll Master, Royal 2.151
» Personal 0S-9 /ST, Microware 2.3
Personal Pascal, ICD/OSS 2.0
Phasar, Antic 3.0
Power Print, Alpha Systems 2.1
« Print Master Plus, Unison World 1.61
Professional 0S-9/5T, Microware 2.3
= Prospero C, Prospero 1.141
Pro Text, MichTron 4.0
Publishing Partner, SoftLogik 1.03
Real Basic, Computer Crossware Labs 1.3
Regent Base 2, Regent 12/18/88
Regent Word 2, Regent 9/14/88
Regent Word Student, Regent 9/14/88
Revolver, Intersect 1.1

ST Control, Trio Engineering 1.5
«ST Hard Drive Utility Disk, Supra 3317
ST Sprite Factory, Future Software Systems 1.1
ST-Replay, MichTron 4.0
ST-Talk Professional, QMI 2.0C
STAccounts, ISD Marketing 2.0
Sales-Pro, Hi-Tech Advisers 4.10
Sales-Pro Plus, Hi-Tech Advisers 4.10
Solapak, Solar Powered Software 3.0
SQL Database, Regent 11/27/88
Super Directory, MichTron 2.0
SuperBase, Precision 1.049
SuperBase Professional, Precision 2.03
Super Sales-Pro, Hi-Tech Advisers 4.10
SwiftCale ST, Timeworks 2.0
SwitchBack, Alpha Systems 2.0
The Chameleon, Future Software Systems 1.0
Thunder, Electronic Arts 1.32
«Touch-Up, Migraph 1:52
True Basic & Run-time, True Basic 2.0
TuneUp, MichTron 125
Turbojet, Neocept 1.20
Turbo ST, Softrek |.4
«Tweakit, Savant Audio 1.4
Ultra-Speed Plus, Computer Software Services 1.5
Universal Item Selector, Application & Design 2.0
Utilities Plus,MichTron )1
VIFP Professional, ISD Marketing 1.2
*Video-Pro, Hi-Tech Advisers 4.0
*Word Writer ST, Timeworks 2.01
*WordPerfect 4.1, WordPerfect 7/31/89
«WordUp, Neocept 2.0
Zoomracks I, Quickview Systems 1.0

NeoDesk 2.0

The Desktop Alternative
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The Ultimate Upgrade for the Atari ST!!

MNeoDesk is a complete replacement for the built-in GEM
desktop. Its hundreds of features are clearly documented in an
85+ page illustrated manual Once you try NeoDesk you will
never want to use the old desktop again!

Features Include: High-speed file and disk operations (no more
multiple disk swaps!) - Unique cuslom file icons for any file
(includes icon editor) - Place commonly used file icons right on the
deskiop - Run these from the mouse or keyboard (hot keys) - Twenty
character editable disk volume name - Replacement control panel
wilh cormer clock and screen saver - Printer queue - Keyboard
equivalents for all commaonds - Mono & color support - Improved
disk formatting « Enhanced install application (This one worksl) - File
lemplales - 25%-30% faster windows » Requires less than 21K of RAM
* Place a piclure on the deskiop - Mulliple deskiops - Many more!

For Only $49.95
GRIBNIF SOFTWARE

Orders only: (800) 999-GRIB - Inquiries: (413) 584-7887
Fax: (413) 584-2565 - P.O. Box 350 - Hadley, MA 01035

[.B. Drive provides the link

between [BM PC/XT/AT and Atari ST computers. Just insert a 5% "
diskette in either computer as drive B.. Read, write and format in
either computer

* Plug-in compaltible with Atari ST
* Built-in power

i track 360K capacity

80 track “20K capacity foptional)
Complete. ready o run

$249.95 PC-DITTO $89

I.B. Computers

0244 S.W. Beaverton
Hillsdale Hwy,

Beaverton, OR 97005

503/297-8425

We carry the complete line of At
hardware and soliware

For further details see vour local Atari dealer or call 1.B. Computers

FLC Class B Cernified

Dealer inguries inyited

IBM amd PCXTAT i a regisicred trademark of International Busmess Machines Conp
Atart aned 5T i1 3 registered tralemark of Atan Compuoter Corp
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InConeode

In India (Deags) by Juan Arteaga (age 9).
Guayaquil, Ecuador (The image looks more
like Morocco than India to us).

Dy BEAS HAR

Our Town (Degas) by Scott Dietz, Portland, OR.

g:!lﬂn (Degas) by Arthur Schelling, Napa,

Lighthouse (Neo) by Shu Bin Zhu, Brookiyn, NY.
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Attack (Degas) by Dave LaTour, Duluth, MN.

esuming Graphics Gallery after
Ra one-issue hiatus, we have some

spectacular images for your en-
joyment. Thanks, readers, for your en-
tries. With over 60 entries, the job of
picking out the best ones was quite diffi-
cult.

Qur grand prize winner was Michael
Allen, a U.S. serviceman stationed in
Kaiserslautern, West Germany. For his
image of the castle at Neuschwanstein,
Michael wins a 3-year extension to his
Explorer subscription.

We invite your entry in our ongoing
contest, but please abide by the rules.

®You may use any package you wish
to create your image. However, entries
must be submitted in NeoChrome, De-
gas, or Tiny format,

ePrint your name and address on
your disk containing one or fwo entries.
We will no longer accept disks full of
images; you should make the initial cut
to your best ones.

eInclude a self-addressed, stamped
envelope (# 10 size) with 45 cents post-
age for the return of your disk. We will
return your disk with ten new images.

elnclude on an 8'5 X 117 sheet of
paper your name and address, the file
name of your image, and the following
statement: *‘I certify that the image
submitted is my own personal work and
that no portion was copied from any
image belonging to another person or
organization or from copyrighted print-
ed or video material. | give Arari Ex-
plorer the right to print it, use it in
promotional material, or distribute it
via telecommunications service, BBS,
or disk.

e Winners will receive a subscription
to Atari Explorer. If you are already a
subscriber, include an address label or
copy 50 we can extend the correct sub-
scription if you win. B

By DAVID H. AHL

Joker (Neo) by David Sparks, Ontario, CA.

Graphics Gallery

Zinnias (Degas) by Ben Bellville, Gait, CA.

Ikne Etso, Navajo sand painting of the Thunderbird (Nea)
by Robert Stinson, San Diego, CA.
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Solar System by Charlie Henson, Aberdeen, SD.

Th Lpad vidd

Come Bie uilh
i fiNLEld BF
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E‘Fllﬂlll (Degas) by Robert Hays, Dundes,

California Raisins (Degas) by Joseph Reiss, Lore City. OH
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Putting It All On Tape

Part 2: Home studio recording techniques

n the July/August issue of Arari The screen should be at eye level | great help in dealing with the many
Explorer, we described some of the | when sitting at the master keyboard and | pieces of equipment that accumulate in
equipment needed to record high- | close enough for the smallest icons and | the typical home studio.
quality music at home. Now we'll exam- | numbers to be clearly visible without Don’t overdo collectivization, howev-
ine some techniques that can be used to | straining your back, eyes, or neck. This | er. Instead, remember to modularize in-
maximize the quality of recordings | becomes crucial when working four to | telligently by plugging associated pieces
made on even very limited home studio | six hours at a stretch, as many of us | of equipment into the same strip(s).
setups. home studio types do. That way, you can use components and
As we mentioned last time, a key as- The furniture I ended up using in my | subassemblies of vour studio system
pect of any good studio layout is easy | own home studio cost next to nothing. A | separately, without having to power up
access to both wiring and controls. It is | little ingenuity can go a long way when | the whole shebang. At a minimum,
difficult enough to act simultaneously | combined with garage sales and a few | you’ll want to devote one strip to your
as producer, engineer, and player with- | generous friends eager to part with old | ST computer and its peripherals and
out having to stretch across the room to | stuff; alternatively, you can build a cus- | another to your stereo amplifier and
accomplish basic tasks. tom set-up with minimal effort. playback system, since you will often
Figure 1 shows a set-up I have found Another thing to consider is getting | want to use these components for non-
to be particularly effective when faced | power to your equipment. Durable pow- | studio work.
with limited space. Everything is within | er strips with surge protection are high- Additional strips can be used to mo-
arm’s reach of the swiveling control | ly recommended, because they both | dularize subsets of your studio-only
chair. It is especially important to con- | guard against the effects of brownouts | equipment (the synthesizer group, the
sider the placement of the MIDI master | and current spikes and permit you to | effects and mixing console, and so on).
keyboard in relation to the computer | power up related pieces of equipment Another advantage of using master
screen, keyboard, and mouse. from a single master switch. This is a | powerstrips is that they tend to limit the

By MIHAI MANOLIU
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TV monitor | ADA Digitizer 4 delay unit S AT Eﬁ,ﬂ'.—“
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Figure 1. Home studio setup. This represents one possible
configuration of studio components. Note sasy access to mixer
inputs and all other controls needed during sequencing and
recording. If space allows, you should leave a path so that you can

walk behind the whole setup.

number of times things get turned on,
while ensuring that they don’t get left
on. Audio components (like computer
equipment) survive longer if they are
not turned on and off more than once a
day, since applying power to a device
exposes its circuits to a momentary
surge.

Effects routing is another consider-
ation. You can wire a processing unit on
any of these three basic signal paths: the
send/return from the mixer, the send/
return on the 4-track, or between an
instrument and the mixer or 4-track.
Experimenting will lead you to the most
useful combination for the types of pro-
cessing you have.

Attaching effects to a mixer send/
return has certain advantages, because
it permits any signal coming into the
mixer—whether from tape or “live”—
to be routed out to the effects unit(s)
under control of the console. This saves
patching and repatching if the same ef-
fect is to be used many times or in a wide
variety of ways (applied to incoming

signal, during a track-to-track copy or
“bounce,” and so on). Unfortunately, a
small mixing board or integral mixer-
recorder typically has only one or two
send /returns. It is thus necessary to de-
cide which effect(s) to attach to the
console and which to patch in and out of
the signal path as needed.

An intelligent approach is to select
your most versatile effect(s)—reverb,
echo, delay, compression, etc.—for at-
tachment directly to the console, where
they can be used most conveniently.
Suppose, for example, that your mixer
has only a single send/return and that
you own a multi-effects unit and an ex-
tra reverb unit. A good method for dis-
posing of this equipment would be to
hook the multi-effects box to the mixer
(so that you could use it with any instru-
ment being mixed) and put the extra
reverb in line between the drum ma-
chine and its mixer input. (Having a
dedicated reverb for drums can go a
long way towards achieving that “stu-
dio” sound.) Whatever effects-routing
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scheme you hit on, remember that it is
subject to change! Keep patch-bays ac-
cessible, and have patch-cords on hand.

Sequencing

Now that your studio is wired (see
Part 1 for a basic wiring diagram) and
ready to make music, let’s take a look at
some techniques you can use to create
interesting music with a computer-
based sequencer.

Let’s assume, for the moment, that
you have no musical ideas in mind; you
are searching for inspiration. One ap-
proach I have found extremely helpful
is to start building up a song from a
rhythmic drum/percussion pattern.
Since one aspect of what makes modern
music great is its “groove,” rhythm is
not a bad place to begin. Moreover, it is
easier and more natural to record me-
lodic parts over a drum pattern than to
rely on a mechanical metronome click.

If your drum machine produces
MIDI data (and has touch pads), the
easiest way to begin is simply to fire up



the sequencer, set its metronome to an
acceptable tempo, and start banging
(or, actually, touching) away. If not,
you will need a way to trigger the drums
from your master keyboard or other
playable MIDI data source, interposing
the sequencer so that data can be cap-
tured en route.

Normally, each instrument on a
MIDI drum machine (tom-tom, hi-hat
cymbal, etc.) is triggered when the ma-
chine receives a MIDI NOTE ON event
corresponding to a particular note, so
start by checking your drum machine
manual for this note table. When you
find it, it is a good idea to label the
keyboard keys that correspond to each
drum sound.

Then, hook the MIDIOUT port of your
master keyboard to MIDI IN on the ST,
and link the ST MIDIOUT/THRU port to
MIDI IN on the drum machine. This will
permit data to flow from the keyboard
to the ST sequencer (where it can be
recorded), thence from the ST to the
drum machine. Alternatively, if the
drum machine supports MIDI THRU, you
can hook the MIDI OUT of the keyboard
to MIDI IN on the drum machine and
link the drum machine MIDI THRU to
the ST MIDI IN, making the sequencer
the last unit in the chain.

Finally, turn down the sound on the
keyboard (or engage MIDI LOCAL OFF
so that the master keyboard isn’t pro-
ducing sound—just sending MIDI
data). Voila! Each time you press a key-
board key, the corresponding drum
should sound, and the event should be
recorded by the sequencer. If you can’t
get up to the tempo you want (hey, it's
hard to play drums from a keyboard)
you can turn down the sequencer metro-
nome when recording, then speed it up
to hear your patterns at full speed. Al-
ternatively, try using the “step time™
note-entry features of the sequencer to
enter rhythmic patterns precisely.

When I don’t have any ideas for pat-
terns, | start experimenting with some
of the factory presets on my drum ma-
chine or the large library of patterns I
have assembled from various books and
magazines. These include beats from
popular songs and a variety of typical
patterns in different styles, all painfully
entered into my computer using step-
entry.

My sequencer has 64 tracks, and |
organize my library by recording a dif-
ferent pattern on each track and saving
the whole sequence with all tracks mut-
ed. All I have to do is load a drum
library sequence, and I can compare 64

patterns merely by turning tracks on.
Having notes with each track is also
helpful, both musically and for purposes
of organization.

Working this way allows me to ex-
periment using proven, professional
patterns that [ can quickly adapt to my
own style. I can add a few tom fills or
crash cymbals for a different accent, or
even slow down a busy part and erase a
few notes to create a totally different

_

sound is to use a sequencer that includes
functions designed to put some human
feel back into a quantized track by in-
troducing very brief random delays and
accelerations. These minute tempo
shifts average out, producing a metro-
nomically-correct track that still sounds
as if it were played by a human being.
Beyond quantization, other global se-
quencer editing functions (search-and-
replace, copy, time-shift, etc.) can help

The screen should be at eye ievel when siting at
the master keyboard and close enough for the smallest icons and
numbers to be visible without straining your back, eyes, or neck.

feel. A few modifications let me rapidly
create a solid beat and free me to con-
centrate on other musical material.
Also, the step-entry functions and
mouse-based user interface of most ST
sequencers make pattern development
far easier than by direct drum machine
programming.

To Quantize Or Not . . .

Now that you have a drum pattern in
place, you can start on your first melod-
i¢ track, a piano accompaniment. Re-
hearse the track a few times before re-
cording. Then record it without
quantization (automatic time-correc-
tion), getting down all the subtle synco-
pation and expressiveness inherent in
your performance. Once you have a
take (or several takes) down, use the
editing features of the sequencer to cor-
rect any small errors. Or, combine sec-
tions from several takes into one, more
or less perfect, final basic track.

Next, decide if you want to quantize
the basic track or not. While quantized
tracks are more metronomic, hence eas-
ier to play against, they tend to lack
“human feel”—something that may or
may not be important to you. If you
want a more human feel, just make a
copy of the basic track and save it before
quantizing. Additional tracks can then
be recorded against the quantized ver-
sion of the base track. Later on, you can
discard the quantized base track and
substitute the original, provided it was
played at metronome speed (i.e., with-
out rubato).

Another way to avoid a mechanical

impose order on unruly aspects of mu-
sic-making. For example, if your syn-
thesizer responds to MIDI velocity in-
formation (data indicating how fast
keys are being pressed down) a “too
bright™ track can be made less promi-
nent by using global search-and-replace
to lower all velocity values.

Another example: my MIDI guitar
controller imposes a short, but audible
delay between the time I pluck a string
and the time MIDI data arrives at the
sequencer. I can correct this by shifting
the guitar track forward a few clocks.

Time-shifting, in combination with
track-copy functions, can also be used
to create subtle delay effects. For exam-
ple, you can really enrich a thin-sound-
ing part by copying it to a new sequenc-
er track, shifting the copy a little bit so
that it is slightly out of phase with the
original, and playing both tracks back
through separate synthesizer voices set
to the same patch.

Copying and auto-transposition can
be used to create tracks that harmonize
with an original single line. When dou-
bling or multiplying tracks, however, it
is important to keep track of the number
of sound sources you have at your dis-
posal to play the additional “reinforce-
ment” tracks that you create. Eight syn-
thesizer voices can be used up very
quickly this way.

Interesting effects can also be
achieved by using the MIDI data pro-
duced by one instrument to trigger an-
other. For example, you can add extra
punch to a rhythm section by making a
copy of the bass track, then using global
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Figure 2. Track sheets for versions A and B of the song discussed in the text.

replace to set all NOTE ON and OFF
events in the copy to the note value that
triggers the kick drum. Combine this
new data with your existing drum track
to achieve a rock-steady lock between
bass and drums that will reinforce each
bass note played.

A few more useful techniques are
worth mentioning. Many sequencers
have a “strip note data™ feature that
allows you to take all the notes within a
certain range and place them into an-
other track. You might use this feature
to take the bass line out of the piano
accompaniment, put it on its own track,
and have a string bass play it. Most
sequencers also have some kind of
punch-in ability, which lets you record
into part of a track without re-recording
the whole thing.

Yet another useful feature is auto-
matic program change. Have one of the
doubled piano tracks change to an or-
gan sound after measure 4. Substitute a
string patch after measure 8, and so on.
Keeping performance data and patch-
change data separate can help turn sim-
ple arrangements into interesting or-
chestrations. Program changes can also
be used to change presets on your MIDI
controllable effects processors.

Effects

Most good effects units these days
have stereo capability. Using them in
stereo can add a lot to your sound, espe-
cially when chorus and delay are the
effects in question. No matter what
kind of effects you have, the key to get-
ting the most out of your gear is experi-
mentation: avoid always using the same
presets; try using effects developed for
one instrument on a completely differ-
ent instrument.

For example, I recently tried apply-
ing my Alesis Quadraverb’s gated-re-
verb combination (normally used for
drums) to a rhythm guitar part, and it
sounded great! Putting an old fuzz box
in-line with your synthesizer might be
just what you need to make that lead
part scream.

Equalization—the controlled muting
and/or enhancement of different fre-
quency ranges—is often used to change
the character of a part or affect the way
it combines with other parts. For exam-
ple, acoustic guitar tracks often sound
fine when played solo. In combination
with other tracks, however, the acoustic
guitar tends to get “boomy,” overem-
phasizing the bass frequencies and
muddying the low end of a mix. Equal-
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ization can be used to strip the bass
frequencies out of a guitar part, while
leaving the brighter high frequencies in
place.

Because the recording process itself
normally mutes certain frequency
ranges, it is a good idea to put off using
equalization until the final mix. In gen-
eral, high frequencies tend to suffer, so
set tone controls so that parts sound a
little brighter than you will ultimately
want to hear them. Then use EQ on
playback to stop down the treble, as
required.

Compression, which forces the differ-
ent volume levels of a track into a specif-
ic dynamic range (making loud parts
softer and soft parts louder), can make
the difference between distorted and
dense recordings and usable, transpar-
ent results. Use lower compression ra-
tios (2:1, 3:1) for parts that need a wider
dynamic range, such as lead vocals and
solos. For rhythm guitars, bass, and
background vocals, try 4:1 or 8:1 ratios
to yield solid-sounding tracks without
much dynamic variance.

Multi-effects processing, by which
several effects can be hooked together
to affect a single track, is an economical
way to spice up musical material with-




out excessive re-recording. As you work
with a multi-effects processor, you will
begin to develop favorite combinations
of effects appropriate for different in-
struments and musical settings.

One of my favorite lead guitar combi-
nations, for example, combines medium

-chorus, clean distortion, 500ms. delay,
and a medium hall reverb. Remove the
distortion, and you have a very effective
vocal patch (set the delay to a few bare-
ly audible repeats). A slight flanging
coupled with long delay can give a great
sound for sustained string section
chords.

Whatever combinations you come up
with, it is important to remember that
multi-processing many tracks or instru-
ments can lead to a big mess. Maintain-
ing subtlety is critical, as you try to fit
all your favorite sounds into the record-
ing process.

Recording

The best way to start the recording
process for a new song is to prepare a
track sheet (see Figure 2). This plan-
ning stage is necessary if you are to get
the most out of your 4-track recorder.

Suppose you want to record a song
which needs an acoustic guitar, electric
lead, bass guitar, piano, strings, percus-
sion, and lead and background vocals,
and you even want the drum machine to
be in stereo. You have a big problem:
how to record that many different
tracks on the 4-track? Obviously, you
can't record each instrument on its own
track and then combine all tracks into a
final mix.

One way to handle the problem is to
pre-mix using the MIDI sequencer, put-
ting as much music as you can under
machine control, then recording groups
of instruments together on single tracks.
For the above example, you might begin
by using MIDI and sequencing to polish
the drum, percussion, bass, piano, and
string lines into final form.

Then, you might employ the sequenc-
er to play a synchronized “take” from
all three instruments, running each
through a different channel of the mix-
er. An acoustic guitar part—played “li-
ve” against the sequenced lines via mi-
crophone or pickup—might be added at
this point, the mix carefully verified as
being acoustically correct.

Finally, you would take only one out-
put from the mixer and record this mix
onto track 1 of the 4-track, making sure
the recording level was set as high as
possible without distorting, so that the
greatest amount of signal is recorded.

Remember, with each successive re-re-
cording, fidelity is reduced, particularly
in the high frequency range. Don’t for-
get to use noise reduction and the high-
est possible recording speed.

Doing this kind of pre-mixdown will
leave three tracks for lead vocals, back-
ground vocals, and the guitar solo. Add-
ing these will give you a complete 4-
track recording of your song, but no
stereo image on the percussion.

ple. For starters, record the drums, per-
cussion, strings, piano, and acoustic gui-
tar (your original group, minus the
bass—most of which is produced under
sequencer control) using a stereo reverb
for processing and taking the left output
from the mixer to track 1 and the right
output to track 2 of the 4-track. The two
tracks are identical, each containing a
balanced recording of the basic ensem-
ble.

Because the recording process iseit normaiy
mutes certain frequency ranges, it is a good idea to put off using

equalization until the final mix.

Having gotten this far, you may real-
ize that the bass track—originally a
synthesizer line played by the ST—
should actually be played by a real bass.
An electric guitar rhythm track might
also enrich the sound. Hmmm . . . time
to start recording version two.

Since you will clearly need more than
four tracks, you have to change your
approach to recording the new version.
There are several methods for increas-
ing the number of “tracks™ available.
These include “internal bouncing,”
which means recording two or three
tracks then re-recording a mix of these
(a live track can also be added in at this
point) onto the fourth track, leaving the
other three open for further recording,
and “external bouncing,” which uses
the left and right channels of a second
stereo recorder to record a stereo mix of
the four original tracks of the 4-track.
The left and right channels of the stereo
recording are then sent back to two of
the 4-track channels, freeing up two
tracks. The advantage of external
bouncing is that it permits a stereo re-
cording to be built up incrementally.

Both methods require recording parts
more than once, and quality is degraded
with every pass. Internal bouncing is
reliable for combining up to ten individ-
ual tracks into a single track, while ex-
ternal bouncing may be good for com-
bining up to 12 or even 14 original
tracks into two sterco tracks, depending
on the quality of the second recorder.

Let’s see how external and internal
bouncing can be combined in practice to
produce version two of the above exam-

Mext, record a live bass part on track
3 and a rhythm guitar part on track 4 of
the 4-track. Now that you have four
tracks, you can proceed with your first
external bounce. Connecting the left
and right outputs of the 4-track to the
appropriate inputs on the stereo record-
er, record your four tracks onto the left
and right channels of the second record-
er. To create a proper stereo image, pan
tracks 1 and 2 hard left and right, re-
spectively, while giving the bass track a
little pan toward the left and the rhythm
guitar track an equivalent pan toward
the right.

The left track of the stereo recorder
now contains an image of your basic
ensemble, plus a lot of bass and a little
rhythm guitar. The right track contains
the same image, but with a lot of guitar
and only a little bass. So far, so good.

To complete your external bounce,
reverse the process, re-recording the left
track of the stereo recorder on track 1 of
the 4-track, and the right track on track
2. Now, you can record backing vocals
on track 3 and then use internal bounc-
ing to copy track 3 to track 4 while
adding the guitar solo.

Finally, you can record lead vocals on
track 3. Your four tracks now contain 1)
left and 2) right images of the basic
ensemble (along with bass and rhythm
guitar, panned left and right), 3) lead
vocals, and 4) backing vocals along with
the guitar solo. Recording the tracks in
this way provides the cleanest possible
lead vocal while retaining the stereo im-
age in a way not possible using only
internal bouncing.
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Mixing

There are several things you should
do to prepare for the final mix. Make
notes on your track sheet, listing
counter settings for such things as mis-
takes, fades, and quiet passages that
need some emphasis. Buy metal tape for
your master to ensure the best dynamic
range and saturation. Finally, come to
the mix with fresh ears; listener fatigue
tends to produce unbalanced mixes.

Try several different monitoring ar-
rangements to see what works best for
you—headphones, regular home stereo
speakers, or small near-field speakers.

This is the time to make final process-
ing decisions for individual tracks, per-
haps adding a new reverb setting for all
tracks. You should probably take the
four individual track outputs from the
4-track back into the mixer (adding in-
dividual effects on the way) then take
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the stereo outputs from the mixer into
the second recorder or mastering deck.

Begin by getting the right sound on
individual tracks, starting with the sim-
plest—Ilead vocal, guitar solo, backing
vocals, ete. EQ should start out flat;
then correct settings should be found.
Next, you can introduce signal process-
ing (if any) and finally “pan” the track
Lo produce the proper stereo image.

Once each track has been optimized,
the whole mix must be fine-tuned, espe-
cially the EQ. Remember that EQ is
interactive and that while one instru-
ment may sound great on its own, when
it is added to the whole mix it may get
too muddled. Not everything belongs up
front.

One of the most common problems
with home recordings is a deep woof and
rumble that can be avoided by rolling
off the unnecessary low end on all
tracks.

If the tracks were poorly recorded in
the first place, no amount of EQ, pro-
cessing, or begging can save the mix.
Re-recording only the offending tracks
is usually impossible at this point, since
everything has been bounced around
and combined. This points up one of the
inherent weaknesses in the bouncing
process, which should be kept in mind
during initial recording: it is better to
re-record a track at an early stage than
be disappointed later on.

Because recording with a limited
number of tracks means that you are
submixing at every stage of the record-
Ing process, you must remain very criti-
cal of the sound, throughout. Assuming
you like the balance among all the
tracks you can proceed to record the
mix, making sure to watch the track
sheet for trouble spots. I usually record
at least several takes, sometimes experi-
menting with different processing on so-
los and vocals.

Take a break, listen to the mix(es),
and then decide whether to move on. It
can be frustrating to find out later that
you have to repeat the mixing process
because you forgot to fade that annoy-
ing guitar noise at the end of your solo.

The home studio can be a source of
fun and inspiration for musicians at all
levels. I have often been surprised by the
high quality of playing and recording
that my home studio has fostered. As
with other aspects of music, the more
time you spend learning and practicing
the art of recording, the greater your
enjoyment and the more sophisticated
the results. |



Understanding

GDOS

The first step is getting acquainted with the ASSIGN.SYS file

Easy Draw or Neocept’s WordUp,

you have already encountered
GDOS. It is supplied with these and
other, similar programs and must be
available for the application to be able
to go about doing all the nifty things it
has been programmed to do.

So maybe you have used GDOS.
Whether or not you actually understood
exactly what it was doing or why it was
there in the first place is probably a
different story. And you are not alone,
which is why | have attempted to elimi-
nate some of the mystery surrounding
GDOS in this article,

Probably the first step in understand-
ing GDOS is knowing what those four
initials stand for: GDOS is an acronym
for Graphics Device Operating System.
GDOS works in conjunction with the
ST operating system (TOS); the
GDOS.PRG (GDOS program) itself is
run from an AUTO folder. Once it is
loaded, it behaves much like a program
“patch,” latching onto GEM and per-
forming as if it were actually a part of
the operating system.

The ASSIGN.SYS File

Certain conditions must be met be-
fore GDOS can perform properly. The
ASSIGN.SYS [ile is the first requirement.
When GDOS is loaded, it looks in the
root directory of the boot disk (or hard
drive partition) for this batch file. (See
sidebar for a sample ASSIGN.SYS file.)
GDOS follows the roadmap-style set of
instructions found in the ASSIGN.SYS
file as it searches for the different soft-
ware components—fonts, device drivers

If you have ever used Migraph’s

for different printers and plotters,
etc.—necessary to its work.

The ASSIGN.SYS file itself is nothing
more than an ASCII file, so0 you can
modify and save it using almost any
word processor. This ASCII file oper-
ates like an uncompiled piece of pro-
gramming code. Anything written to
the right of a semi-colon is simply a
comment or a reminder and is, there-
fore, ignored by GDOS.

Every time you add a new output de-
vice to your system, or a new font to
your font folder, you must modify your
ASSIGN.SYS file so that GDOS knows
about these new additions. So many
commercial and public domain fonts
and drivers are now available that all
GDOS users would do well to learn a
little about the structure of the AS-
SIGN.SYS file, making modifications
easier.

The first order of business is defining
a path to the folder in which you keep
your fonts, drivers, and other GDOS
ancillary files. The example shown in
the sidebar is a modified version of the
ASSIGN.SYS file that comes with Mi-
graph’s DesklJet printer driver. The
PATH = instruction tells GDOS that |
keep my font ((FNT) and driver (.SYS)
files within an embedded GEMSYS fold-
er on partition E of my hard drive.

The actual name of that folder 1s im-
material. In the more recent versions of
GDOS, Atari has taken to naming that
folder GDOSSYS. GEMSYS was the
name of the folder that held the fonts in
an earlier version. 1 have simply chosen
to continue to use that folder name.

Those font and driver files can be

kept anywhere as long as their location
is indicated in the PATH = line and
that location is present when an applica-
tion accesses any of the devices. For
example, if you have only floppy disk
drives, you probably won’t have room
on your application boot disk for the
program files and all the font files,
which can be quite large. The GEMSYS
folder will probably then reside on the
disk in drive B.

To avoid getting an irritating error
message from an application when it
looks for the GEMSYS folder and can't
find it, it is good practice to leave the
GEMSYS folder disk in place and use
your other drive as your data drive—the
drive that holds the disk on which you
save your files.

The next set of instructions is a list of
device drivers and their associated
fonts. Device drivers are the programs
that translate the information provided
by an application into the format used
by the output device. Certain device
driver numbers are associated with spe-
cific device types. They are:

01-10 Screen drivers

11-20 Plotter drivers

21-30 Printer drivers

31-40 Metafile drivers

41-50 Camera drivers

51-60 Tablet drivers
Numbers 01 through 04 are the built-in
device drivers of the ST. They are la-
beled accordingly in the sample AS-
SIGN.SYS file. The p following those ini-
tial four device numbers signifies that,
because those drivers are built into
ROM, they are a permanent part of the
0S.

GDOS Fonts

If, by now, you have taken the time to
study the sample ASSIGN.SYS, you have
probably noticed that it lists font (.FNT)
file names for screen fonts as well as
printer fonts.

This is one of the reasons that GDOS
fonts consume s0 much memory.
GDOS requires screen font files specifi-
cally configured to correspond to the
screen resolution. To take full advan-
tage of each style printer, separate
printer fonts are also required.

Laser, 24-pin, and 9-pin printers all
print at different resolutions, so each
has its own optimized printer fonts.

Also, unlike vector fonts, such as
those used in Calamus, GDOS can gen-
erate different point sizes but doesn’t
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always do it too well. If your application
shows a Swiss font in 24 point and 48
point, you can probably assume that the
48-point font is simply a doubled ver-
sion of the smaller one. GDOS applica-
tions generally use a pixel-doubling al-
gorithm, which explains why most
larger GDOS fonts have what is often
referred to as the “jaggies.” Doubling
the font size simply doesn’t maintain
the smooth, professional appearance of
the original font.

GDOS doesn’t load the fonts listed in
the ASSIGN.SYS file on boot-up; it waits
until an application calls for them. Once
you exit the application, that memory is
freed up and available for other things.
GDOS waits unobtrusively in the back-
ground until it is called and doesn’t
(usually) interfere with other opera-
tions.

The only way you can tell that GDOS
15 in place, if you are not using an appli-
cation that calls for it, is that GDOS
sometimes causes a slight slowing down
in the drawing of windows and other
screen objects. This is most noticeable

A Sample ASSIGN.SYS File

on older STs and seems to be caused by
the way in which GDOS monitors the
TRAP # 2 vector, which lets applications
call the GEM windowing routines.

The ST system and printer you are
using determine the extent to which you
will need to modify your ASSIGN.SYS
file. When I added a DesklJet printer to
my system, | found that I had to coordi-
nate the number of fonts in my AS-
SIGN.SYS file with the application | was
using. The DeskJet 300 dpi fonts are
huge memory hogs.

Using the sample ASSIGN.SYS file
with WordUp on a | Mb ST was impos-
sible; it didn’t leave me enough room to
create a page. Because of differences in
the programs, | was, however, able to
use Easy Draw with that ASSIGN.SYS
file and still have room for two pages
with a number of large .IMG or .GEM file
graphics in memory simultaneously.

The Uniform Font Filename Format

With the first official release of
GDOS in 1987, Atari adopted a stan-
dard way of naming font files. For ex-

ample, take a look at the first of the
DeskJet printer fonts in the sample file:
ATSSOTDJ.FNT. The first two letters
identify the computer for which the font
was created, in this case Atari.

(Doug Wheeler, in an explanation of
GDOS included with Neocept's Fontz,
reviewed elsewhere in this issue, argues
that a more practical use of the first two
letters would be to identify the creator
of the font, i.e. MI for Migraph. He
maintains that if you are using a GDOS
font, you are working with an ST pro-
gram and thus already know it was cre-
ated for an Atari computer. Makes
sense to me.)

Be that as it may . . . the second set of
two letters indicates the type style—in
this case, sans serif. The numerals indi-
cate the point size—7-point—and the
last two characters specify the device—
DeskJet.

Metafiles

The last line of the sample AS-
SIGNSYS file displays the METASYS
driver. This driver is used to create a

: HP DESKJET 21=150DPI, 23=300DPI ATTR12.FNT
PATH = E:'EASYDRAW'GEMSYS' ATTR18.FNT
: Change C: to drive w/GEMSYS folder ATTR24.FNT
00p screen.sys ; default screen used when an application : TYPEWRITER

; doesn't care about the screen resolution ATTP10.FNT
; —START OF SCREEN FONTS— ; — START OF PRINTER FONTS —
01p screen.sys ; low resolution 21 DJET150.8YS ; 150 dpi DeskJet printer driver
02p screen.sys ; medium resolution ATSSO07DJ.FNT
03p screen.sys ; high resolution ATSS10DJ.FNT
; SWISS ATSS12DJ.FNT
MIGLSS07.FNT ATSS18DJ.FNT
ATSS10CG.FNT ATSS24DJ.FNT
ATSS12CG.FNT : DUTCH
MIGLSS 14.FNT ATTR10DJFNT
ATSS18CG.FNT ATTR12DJ.FNT
ATSS24CG.FNT ATTR18DJ.FNT
‘MIGLSS36.FNT ATTR24DJ.FNT
: DUTCH ATTR10CG.FNT : TYPEWRITER
ATTR12CG.FNT ATTP10DJ.FNT
ATTR18CG.FNT 23 DJET300.5YS ; 300 dpi DeskJet printer driver
ATTR24CG.FNT ; SWISS
; TYPEWRITER HPLHSSO7.FNT
ATTP10CG.FNT ATSS10LS.FNT
04p screen.sys ATSS12LS.FNT
; SWISS ATSS18LS.FNT
MIGHSSO07 FNT ATSS24LS.FNT
ATSS10.FNT ; DUTCH
ATSS12.FNT ATTR10LS.FNT
MIGHSS 14.FNT ATTR12LS.FNT
ATSS18.FNT ATTR18LS.FNT
ATSS24 FNT ATTR24LS.FNT
:MIGHSS36.FNT : TYPEWRITER
s DUTCH ATTP10LS.FNT
ATTR10.FNT 31r META.SYS ; metafile driver
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GDOS follows the roadmap-style set or
instructions found in the ASSIGN.SYS file as it searches for the
different software components necessary to do its work.

metafile—a kind of resolution-indepen-
dent, ideal graphics file. These GEM-
extender metafiles save the instructions
for recreating a document page at the
highest possible resolution on any out-
put device.

Because text is also represented
graphically, this may ultimately do
away with the hassle of maintaining
GDOS printer fonts for each kind of
printer. Unfortunately, the metafile
standard is not yet consistently used.
Migraph’s Easy Draw version 2.3 is the
best of the lot at deciphering the option-
al parameters used in other programs
and accurately reading a .GEM file. Re-
gardless of how an application handles
the metafile standard, if you want to
save your GDOS application creation,
you must have this (META.SYS) driver
in your ASSIGN .SYS file.

This seems as good a place as any to
mention a fact about GDOS that has
caused some confusion. When an image
(.IMG) file is loaded into a document,
GDOS does not actually maintain a
copy of that image within the resultant
.GEM file; rather, it stores the instruc-
tions that tell the program where to find
that file. In other words, it records the
path it took to find the .IMG file when it
was loaded into the document.

If you, then, remove that disk from
your drive or move the .IMG file to an-
other partition on your hard drive prior
to printing that page, GDOS will be
unable to find the image and will leave
that portion of the page blank.

Because Migraph’s Easy Draw and
A& D’s Universal Item Selector I work
s0 well together, I have solved this prob-
lem by creating a folder for each series
of documents and moving or copying
the .IMG file to that folder prior to load-
ing it into Easy Draw. This way my
.GEM file pages and the .IMG files I used
to illustrate them are always within the
same path.

This method keeps everything to-
gether, so that when I want to reprint a
document at a later date, I don't have to
remember exactly which .IMG files 1

used—which | probably wouldn’t be
able to do anyway.

Summing Up

The function of GDOS is to handle
all the output functions of a program,
making certain they are accomplished
at the highest possible resolution. Be-
cause both text and graphics within a
GDOS application are represented by a
certain number of pixels arranged in a
specified order, different device drivers
are necessary to tell the computer how
toarrange the display, whetheritisona
monitor screen or at 300 dots per inch
on a printed page.

GDOS has gone through several revi-
sions. When it was initially introduced,
the screen would display a GEMVDI
Installed message as the program boot-
ed. This was followed by a GDOS Ver-
sion 1.x message. The most recent ver-
sions display GDOS RELEASE 1.x.

As | have attempted to explain
GDOS, it has occurred to me that it is
much easier to use GDOS than to tell

about 1t. This is true, because for the
most part unless you want to modify an
ASSIGN.SYS file to accommodate more,
fewer, or different fonts, a GDOS pro-
gram is pretty much ready-to-go out of
the box.

G+Plus, The GDOS Alternative

G+Plus is a handy new program
from Codehead Software that makes
coping with GDOS easier. The program
itself is run from the boot disk AUTO
folder and, working in conjunction with
a G+Plus desk accessory, performs all
the tasks ordinarily handled by GDOS.
The manner in which it handles them is
the bonus.

G+ Plus will accept ASSIGN.SYS files
by any name, as long as they have the
SYS extender. For example, I have the
sample ASSIGN.SYS file shown in the
sidebar saved as AASEZDDJ.SYS, my
own personal code that tells me which
fonts I have included—in this case, the
ones supplied with the printer driver.

(As an aside, | have tried several 300
dpi printer driver packages and have
found the fonts supplied with Migraph’s
DesklJet driver superior to all of the oth-
ers | have used.)

G+ Plus users can maintain any num-
ber of individually selectable files. Be-
cause the ASSIGN.SYS file isn't actually
chosen until an application is run, font
selection doesn’t have to be made until
you have decided which program you
want to use and what you want to use it
for. [

\

"What do you have that's machine readable?"
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Untangling The Rat’s Nest

Achieving ac-cord between 8-bit and ST

t had to happen. . . I fought a delay-

ing action by replacing my first

computer—a trusty Atari 800—
with a new 130XE. But finally, one of
the local stores slipped through my de-
fenses by offering a monochrome ST
system with two single-sided drives for
the price of one. So, all of a sudden, I
find myself in the 16-bit world.

And a crowded world it is—four disk
drives, two computers, two monitors, an
850 interface box, a modem, a printer,
and even a 410 cassette recorder. And
that's just what’s on fop of my desk.

What goes on under the desk is not to
be believed—cables, wires, little gray
and black power supplies . . . My long-
suffering wife suggests a neater hobby:
“How about ballroom dancing?" she
asks plaintively.

But I just can’t bring myself to retire
a working computer, especially one for
which | have three big boxes of soft-
ware. “INo,” I say, “we shall bring order
out of chaos.”

There are 12 items in this electronic
200 that demand electricity. The obvi-
ous solution to this minor problem is a
power strip—or three—which leads to
my second problem: not every piece of
equipment is used every time I power
up.

To avoid turning on equipment un-
necessarily, the first thing to do is dis-
tribute the plugs and power strips in a
logical way. Here is the breakdown:

Five plugs are 8-bit-related:
| 130XE computer
2 1050 disk drives
1 850 interface
1 410 program recorder

Four plugs are ST-related:
1 520 STM computer
2 5F354 disk drives
| SM 124 monochrome monitor

Three plugs are for shared devices
| Commodore 1754 color monitor
1 1200 bps modem
1 Star Gemini 10 printer

The color monitor is shared via a
Practical Solutions Monitor Master, a
device that permits an ST containing an
RF modulator to drive a composite dis-
play. The display is not quite as clear as
that of a dedicated Atari SC1224 RGB
monitor, but the monitor does double
duty, so I don’t complain.

To make things even more practical,
the monitor has separate audio/video
inputs, front and back, with a small
slide switch in the rear that selects
which to use. The rear set includes sepa-
rate inputs for luma and chroma (plus a
third for audio). This arrangement can
be exploited very effectively by the XE,
outfitted with a special cable—so it is
connected there. The Monitor Master
feeds composite video from the ST into
the front jacks, which are set up as a
more conventional audio/video pair.

My first impulse was to use two six-
outlet power strips. But the above anal-
ysis made it clear that a third strip for
the shared devices would be well worth
the added expense. With three strips, 1
can turn on either or both systems at
will, and the cords run a bit more neatly.

To share the printer, I still have to
swap a parallel cable back and forth. |
may eventually install an A /B switch to
eliminate this inconvenience, but until
then I have to deal with the fact that the
Gemini 10 (not 10X) has an awkward-
ly-placed Centronics port—right in the
paper path at the rear of the printer—
which makes cable swaps difficult.

To solve this problem, I made a short
“extender” with about a foot of ribbon
cable and a pair of Centronics connec-
tors. I leave this attached to the printer
and run it around the side to keep it out
of the paper path. When I do get that

A /B switch, installing it will simply be a
matter of plugging in the three cables
already in place. Until then, the extend-
er is easier to reach than the printer
port.

Sharing the modem is a little tricker.
The ST is my main “terminal,” so the
modem cable runs from the ST to the
modem. This is another ribbon cable
and includes an extra male and female
connector pair crimped on in the mid-
dle. These extra connectors let me plug
in the 850 interface without reaching
behind the modem or ST to unplug the
cable. I can connect the 850 via a null
modem plug, so I can pass files between
the XE and ST (a null modem plug is
just a short extender that swaps the lines
running from pins 2 (transmit) and 3
(receive) on the RS-232 interface, mak-
ing each computer think that it is talk-
ing to a modem), or I can attach it
directly, so that the XE can use the
modem. Having both male and female
connectors on the main serial cable is
also handy in that it lets me hook up a
visiting portable computer without us-
ing an adapter or gender changer.

The only catch is that if the ST, the
850, and the modem are all powered up
at once, they get confused and refuse to
talk to the others. To prevent this, |
simply turn off the device that isn’t in
use. For example, if I want to pass files
between the two computers, | leave the
modem off and plug in the XE via the
null modem adapter.

So, you see, it is possible to to untan-
gle the rat’s nest on, under, and around
your computer desk. If your system isn’t
exactly like mine, start by analyzing
how and in what combinations you use
your hardware. After that, it is just a
matter of adding a power strip or two
and, perhaps, buying or making a cou-
ple of cables.

Now, if I could just find a place for all
those 54" disks . . . i

By KEVIN MARTIN
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A
XE
Figure 1. Sharing a Commodore 1754 color composite monitor
between an XE and an ST (via the Practical Solutions Monitor
Master). Note the use of a three-conductor “octopus’™ cable with the
XE to take advantage of the separate rear-mounted luma and chroma
jacks on the 1754. A conventional, two-conductor video cable is

usad to send the signals from the ST to the froni-mounted audio/
video jacks.

Figure 2. Using a composite RS-232 cable to share a modem
between an XE (with 850 interface) and an ST. Plugs on either end of
the cable are male and female, while auxiliary male and female
connectors, wired in series, are crimped onto the middie of the cable.
A 9-pin to 25-pin adapter cable is used to make the connection
between one of the 850 serial ports and one of the auxiliary

connectors. A commercially-available null modem adapter can also be |

placed at this point, permitting direct communication between the
two computers.
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PRODUCT REVIEW

Migraph Han

A clever new device

makes it easy and convenient

fo add images
to your documents

reating, capturing, and modify-

ing “computer artwork™ is now

much simpler thanks to a new
device from Migraph. The Migraph
Hand Scanner is, as the name implies, a
small hand-held device that literally al-
lows an image to be scanned into the
memory of your ST. Bundled with
Touch-Up, Migraph’s image-editing
software (reviewed in the July/August
1989 issue of Explorer), the Hand
Scanner digitizes images in a choice of
four resolutions— 100, 200, 300, or 400
dots per inch.

The scanner system includes an ST
cartridge interface, a power supply for
the scanner, and the scanner itself. In-
stallation is simple. (I'll repeat Mi-
graph’s warning: Installation of any
cartridge interface should be done when
the computer power is off. Failure to do
s0 can damage both the computer and
the interface!) In my case, it meant re-
moving my clock card from the car-
tridge slot on the left side of the ST and
inserting the scanner cartridge with the
label facing up in its place. The power
supply and the scanner plug into the
cartridge. I then plugged the power sup-
ply into a surge-protected outlet, and
when I powered-up my computer, the
green indicator light on the scanner
flashed once to show that it was con-

Figure 1. The Touch-Up icon menu has been modified to include the
new Migraph Hand Scanner scan mode. Once the scan icon is
selected, the icons below it change to correspond to the options
available in that mode.

Figure 2. The Scan Area dialog
box reveals information about

the height and width of the

nected.

The Touch-Up icon menu has been
modified to include a new Hand Scan-
ner scan mode. (See Figure 1.) Once
you select the scan icon, the icons below
it change to correspond to the options
available in that mode. You then set the
Touch-Up capture resolution to match
the scan resolution of the scanner,
which is, in turn, set by positioning a
switch on the right side of the scanner.

By PAMELA RICE HAHN
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The last bit of setup involves choosing
the scan area icon and using the dialog
box (shown in Figure 2) to modify the
scan height and width if necessary. The
Hand Scanner can scananarea upto4”
wide and up to 14” long.

A panel on the left side of the scanner
provides the setting choices for line
drawings or halftones (photographs).
Halftones can be scanned at any of
three dot-size settings—small, medium,
or large. A light/dark contrast control
wheel is next to the scanning choice
selector,
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Figure 3. A promotional photo of Atari’s new Stacy laptop computer was scanned using the Line Drawing setting.

scanned in halftone mode using the Small Dot satting.

Most line drawings can be optimally
scanned by simply leaving the contrast
set at the mid-point; halftones require
some experimentation with both dot-
size and contrast level. I found that half-
tone images print out much darker on
my Hewlett-Packard DesklJet printer
than they appear on the screen. There-
fore, I now set the contrast as low as |
possibly can to capture the halftone im-
age and then capture and save it in all
three dot-size resolutions. Once I have
printed all three sample images, I
choose the best one and then do any
necessary cropping or modification of
the image in Touch-Up. Figure 3 illus-
trates a halftone scan; Figure 4 shows a
line drawing scan.

When a scan is saved in the Clip
mode, the name displayed on the image
window bar doesn’t change to reflect
the change. Clip mode is a convenient
way to crop out unnecessary portions of
a picture, but once I have done a save, |

Migraph Hand Scanner

System: Atari ST
Required equipment: 1Mb RAM
Summary: A convenient, easy-to-use
device for capturing and converting
artwork
Price: $499; $299 with Touch-Up
upgrade
Manufacturer:
Migraph
200 S. 333rd St. (220)
Federal Way, WA 98003
(216) B38-4677
(800) 223-3729

feel more secure knowing the exact
name of the image | am modifying. So,
after I had saved the image shown in
Figure 3, I loaded it back into Touch-

Up. Then I did a screen snapshot of the
screen displaying STACYSD2.IMG—a
scan of Atari’s Stacy laptop done in
Small Dot mode—to illustrate this re-
view.

I now edit the MVACE News, the
newsletter for the Miami Valley Atari
Computer Enthusiasts, an Ohio Atar
user group. I scanned a drawing from a
Practical Solutions ad for their Tweety
Board stereo sound enhancement de-
vice, knowing | would want to use it to
illustrate a review of the product in the
newsletter. Figure 4 shows that draw-
ing. It also sull displays the image
name, SNAPSTAC.IMG—the name |
gave the Degas snapshot after | convert-
ed it into an .IMG file in Touch-Up.
Using the scanner clears the previous
image from the screen display, replac-
ing it with the newly-scanned image,
but doesn’t clear the filename of the
previous image.

Capturing the image is accomplished

Figure 5. These examples of clip art are taken from the popular

Dover series of black-and-white illustrations.
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PRODUCT REVIEW

in the time it takes to roll the scanner
slowly across the picture. A green indi-
cator dot signals when the Hand Scan-
ner is ready to scan; it flickers when the
device 15 moved too fast and goes off
when any portion of the image is lost.
The higher the scan resolution you
choose, the slower you should move the
scanner.

Migraph recommends using a
straight edge, such as a book, to guide
the scanner. For most smaller images,
however, | found | was able to complete
the scan without a guide.

My computer desk isn’t really wide
enough to accommodate my mouse and
the scanner. So, I purchased a lap
desk—one of those beanbag-style bot-
tom and hard surface top contraptions.
| place the beanbag on my lap and se-
cure the page I want to scan with peel-
able labels—the kind you can remove
with less-than-industrial-strength sol-
vents. That way 1 can leave the mouse in
its normal place on my desk.

The Hand Scanner is real boon for

Those who can draw wii find it easier to scan a pen
and ink drawing than to render the same image on the computer

screen using a paint program or graphics tablet.

ST desktop publishers. Those who can
draw will find it easier to scan a pen and
ink drawing than to render the same
image on the computer screen using a
paint program or graphics tablet. Those
who are less artistically inclined can
scan public domain clip art illustrations
for their documents.

Mast libraries have volumes of public
domain illustrations, and for very little
money, you can start a clipart library of
your own. Figure 5 shows some exam-
ples of clip art from the popular Dover
series of black-and-white illustrations.

Available from Dover Publications,
Inc., 31 East 2nd St., Mineola, NY
11501, these 64-page books sell for
$3.95. A complete Dover pictorial ar-
chive catalog is available from the com-
pany upon request.

Whether you are a regular desktop
publishing program user or need a way
to move your artwork from paper to
computer-compatible format for modi-
fication within an art or animation pro-
gram, you need Migraph’s Hand Scan-
ner. I know this newsletter editor
does! |

Keeping Out Of Court

rtwork, like books, magazines,

and computer software often

carries a copyright, which
means that whoever owns the copyright
on the image owns the right to use, or
say who uses, that picture. The rules are
the same as those that apply to text and
program code, but because pictures are
often small or cute or, in the case of
trademarks, ubiquitous, desktop pub-
lishers and others sometimes fail to seek
the required permission before reprint-
ing them.

Some uses of artwork are said to be
“fair.” The use of an illustration in a
review of a product, for example, isin an
entirely different realm, legally, from
the use of that same image to add piz-
zazz to your company brochure, which
is why the pages of Atari Explorer are
not peppered with ® and ™ symbols,
while many of the ads you read here are.

We are entitled to use the word Atari,
for example, as often as necessary to
convey information about the company
and its products to our readers. If, how-
ever, we were to take advantage of your
familiarity with that name to try to sell
you one of our own products, we would
have to acknowledge ownership of the
trademark.

And don’t make the mistake of think-
ing that just because you found a pic-

ture of Snoopy or Superman on some
“public domain™ disk in your local user
group’s libary you won’t be hearing
from the lawyers who represent United
Features Syndicate or DC Comics
(some of whom get paid handsomely to
do nothing but scan publications for in-

reprinted in a newsletter? We have. If
those editors had asked us for permis-
sion to use those cartoons, we would
have referred them to the cartoonists
from whom we purchased only one-time
rights. The cartoonists would then have
agreed to let the editors use the cartoon

Don't let the Migraph Hand Scanner or any

other piece of hardware or software turn you into a picture pirate.

fringements) two days after your publi-
cation hits the streets.

Cartoons are another form of
artwork that suffers frequent abuse.
How many Far Side cartoons have you
seen in user group newsletters? How
many of those editors do you think re-
ceived permission (probably for a fee)
from the copyright holder, Universal
Press Syndicate, to reprint those car-
toons?

And what about Atari Explorer?
Have you ever seen one of our cartoons

for a very small fee.

This is not the place for a detailed
discussion of copyright, trademarks, li-
censes, or related topics. Let it suffice to
say, “when in doubt, check it out.” If
you can’t pin down the source of a car-
toon, article, or program and get per-
mission to use it, don’t print it in your
publication. Don’t let the Migraph
Hand Scanner or any other piece of
hardware or software turn you into a
picture pirate. [
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Touch-Up
Update

oupled with the introduction of

the Migraph Hand Scanner is

the release of an upgraded ver-
sion of Touch-Up, which boasts new
and enhanced features that make it even
better than the original.

As you may recall, Touch-Up is a
GEM-based virtual-page image cre-
ation and editing program. In other
words, the program provides the means
for creating images that are not limited
to the screen display area. This flexibili-
ty makes it possible to optimize the
number of pixels per image to corre-
spond to the maximum output of your
printer.

Touch-Up can also display (load)
and save images in a wide variety of
formats, even those commonly used on
other computer systems such as the
IBM PCX and Apple MacPaint for-
mats. For my example I chose to load
the commercial .PCX format image
from Stephens & Associates shown in
Figure 6. Using Touch-Up, | wasableto
resize the image and convert it to a for-
mat that was both compatible with the
DTP program I was using and able to
take advantage of the 300 dpi capabili-
ties of my printer.

The format wversatility offered by
Touch-Up opens up an entire new arena
of clip art selections for the ST user. In
addition to the popular ST-format files,
most bulletin boards and user group li-
braries contain countless public domain
clip art images in formats used by other
computer systems.

Hard Drive Caching

When 1 did my original review of
Touch-Up, 1 was working with a 1Mb
520 ST. Since that time, 1 have pur-
chased an EasyRam II upgrade, which
gives me 2.5Mb of memory.

My newsletter duties include using
and evaluating desktop publishing
(DTP) programs, which are notorious
memory hogs. But I don’t need the addi-

By PAMELA RICE HAHN
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Figure 6. IBM's .pcX format is one of the many computer graphics
formats that can be saved and modified within Touch-Up.
Desk File Viem Edit Clip Text
L T THABGE W
________________ Cadgets @
by Small, Ine.
IIIII (a1 ] g E [i1]
by Scoall, Ins.
s : —4

Figure 7. The Bolding feature in Clip mode adds dots to the image in
the clip box in the direction you choose— horizontal, vertical, or
both.

Figure 8. Lightning mode now has an On-Screen Locator for
repositioning an image.
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PRODUCT REVIEW

Touch-Up

System: Atari ST

Version reviewed: 1.52

Required equipment: 1IMb RAM; 720K
drive

Copy protection: None

Summary: This powerful, feature-laden
bug-free graphics utility has gotten
even better

Price: $179.95; upgrade, $20 plus PSK

Manufacturer:
Migraph
200 S. 333rd St. (220)
Federal Way, WA 98003
(216) 838-4677
(800) 223-3729

tional memory for Touch-Up anymore.
The original version of the program lim-
ited the space available to you for image
creation to the space available in memo-
ry. One of the version 1.52 enhance-
ments increases image creation space to

whatever is available on your hard
drive. A 1040 5T can now hold a 300 dpi
815" X11" page with room to spare.

Other Goodies

An On-Screen Magnification option
now speeds up the image editing pro-
cess. Because it usually isn’t necessary
to magnify the entire image to get a
closer look at the portion of the graphic
you are working on, you can now get a
2X magnification of the area surround-
ing your cursor simply by pressing a
function key.

A new time-saving option is the Bold-
ing feature in Clip mode. This selection
adds dots to the image in the clip box in
the direction you choose—horizontal,
vertical, or both. The company logo in
Figure 7 was scanned from a photocopy
of a Gadgets by Small ad. Setting the
scanner light /dark contrast selectortoa
darker scan would have resulted in a
muddier image with too many mis-
placed pixels. It was easier simply to
draw a clip box around the logo and
then Bold that image in both directions.
The image at the top of the screen shows
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The format versatiiy
offered by Touch-Up opens up
an entire new arena of clip art
selections for the ST user.

the logo as scanned; below it you can see
the same logo after Bolding. This pro-
cess completed filling out the letters
much quicker than I could have done by
going to Lightning mode and manually
adding dot-by-tiny-dot.

Not that Lightning mode is without
its merits. I use it often, preferring to
erase unwanted areas or experiment
with changes in that setting, secure in
the knowledge that I can Undo any al-
terations I don’t like. In the initial
Touch-Up release, Lightning mode
could be used only on the portion of the
image displayed on the screen at the
time the mode was entered. This meant
that you had to exit Lightning mode,
reposition the image, and then re-enter
Lightning mode to move from one part
of your image to another. An On-
Screen Locator, shown in Figure 8, now
allows you to do this repositioning from
within Lightning mode—a real time-
saver and a much-used option.

Another Clip mode feature is the Ro-
tation by Degree option, an enhance-
ment that permits an image within a
Clip box to be rotated by degree incre-
ments, selectable up to '), of a degree.

Dong, Dong, Dongle Goodbye

That’s right. Migraph has completely
done away with copy protection on
Touch-Up. The initial release required
a Program Security Key (PSK), or
“dongle,” and purchasers of the earlier
version can now receive a $15 credit
when they return the PSK after upgrad-
ing to the new program version.

onclusions

I ended my initial review of this pro-
gram by asserting that all ST desktop
publishers need Touch-Up. I can’t think
of a stronger recommendation for end-
ing this update: If you use your ST for
desktop publishing, you NEED Touch-

Up. o



System: Atari ST
Copy protection: None

Summary: A versatile
GDOS font editor

Price: $34.95

Manufacturer:
MNeocept
547 Constitution #A
Camarillo, CA 93010
(805) 482-4446
(B05) 482-0313
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Fontz

Create your own GDOS fonts

ont editors—8-bitters call them
character set editors—have al-
ways been popular with Atari us-

ers. Now, however, with the advent of
desktop publishing, these creativity
tools can offer a level of sophistication
and utility previously available only on
very high-end typography systems.

Foniz is a font editor designed for use
with GDOS and GEM.

Using the Program

With a font file loaded, Fontz dis-
plays the font in a horizontally scrolla-
ble window at the top of the screen. A
larger horizontally and vertically scrol-
lable window below the font display
shows the character to be edited on a
grid called the character cell.

At the top of the edit window is a
status display, which shows the ASCII
character number, offset (the equiva-
lent of the kerning adjustment of the
character), and the width and height of
the character cell in pixels.

All of these options and commands
can be accessed via either mouse or key-
board.

The basic functions available in
Fontz are creating, converting, scaling,
and editing fonts. The easiest way to
create a font is to start with either a font
similar to the one you want to create or
the sample font provided for this pur-
pose.

After the base font is loaded, the pa-
rameters, including name, line place-
ment, point size, and ASCII character
range, for the new font are set. New
characters are created either by draw-
ing them in the character cell or by
copying them from another font file. If
you want to modify or add only a few
characters in the font, you need not
copy the entire font.

By GARRY JONES

VOLUME 9 NUMBER 6 ATARI EXPLORER

Conversely, if the new font file con-
tains more characters than you need,
you can enter a narrower range of char-
acters in the Change Hi/Lo Characters
dialog box, and the superfluous charac-
ters will be eliminated.

Along with the ability to copy entire
characters, Fontz offers several block
editing commands, which allow you to
paste or merge sections of other charac-
ters into the character cell.

If you decide to create a new charac-

Desk File Edit Draw Character Global Scale Options
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ter from scratch, you will appreciate the
commands found in the Draw menu,
which allow you to draw lines, boxes,
filled boxes, two-point circles, three-
point circles, three-point arcs, two-point
disks, three-point disks, and three-point
pie slices.

As an alternative to creating a new
font from scratch, Fontz can generate
new GEM fonts by converting Hippo,
Degas, Amiga, and Macintosh fonts to
the GEM format.

Font conversion is almost automatic.
All you have to do is check the informa-
tion in the Font Name /1D /Pointsize di-

18
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Figure 1. A typical screen display. A font has just been loaded.
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Figure 2. A typical editing screen. The small window displays as
much of the entire font as possible, and the large window is used

for editing.

alog box and alter anything that needs
to be changed, then set the conversion
parameters in the Font Conversion Op-
tions dialog box. Saving the file finishes
the conversion.

Fontz also makes it relatively easy to
scale a font to a different point size or
for a different output device (high-, me-
dium-, or low-resolution display or
printer). Enlarged fonts tend to appear
blocky, but enlarging usually produces
better results than reducing a font, be-
cause reduction typically causes a loss
of character detail, sometimes to the
extent that significant portions of the
characters are lost, rendering them il-
legible.

After you have generated a new font
file, using the editing functions of the
program to clean up the characters is
fairly straightforward. To edit a charac-
ter, you place the mouse pointer on one
of the pixels in the character cell and
click on the right or left mouse button to
turn it on or off.

The Character menu offers com-
mands to clear, fill, or reverse the colors
in the character cell. The character can
also be flipped horizontally or vertical-
ly; shifted up, down, left or right; and
rotated clockwise or counterclockwise
in 90° increments.

Even though this wealth of com-
mands makes it relatively easy to edit
fonts, do not assume that the work can
be done quickly. Creating attractive,
professional-looking fonts takes a great
deal of time and effort, and there is
probably no way to speed the process;
pixel-by-pixel editing is still very much
hand work.

After editing a few fonts with Fontz,
I tested them in both WordUp and
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Microsoft Write. I ran into a couple of
problems, one caused by a bug in the
program; the other by what I'll call a
“programmer’s oversight.”

The bug allows you to place the de-
scent line of a character—the line that
determines how far below the baseline
the descenders of characters can fall—
below the character cell. For example, a

Scale Font To uhat New !liﬁtii:l'h r

Current pointsize: 022
s 3] [CIE] (i1 (3]
L1e] [20] [24] (28] [37]
*@ (48] [56]
[72] (86 (3] (%] (1]
[ Tuston | Custon Pointsize: 827

[Cancel] [ ]

Figurs 4. This dialog box allows you to scale
the current font to a new size.

1 2-point high-resolution font will typi-
cally be displayed in a character cell 15
pixels high. When the font lines are
placed, the descent line should be no
lower than the bottom line of pixels in
the cell. But Fontz will allow you place
the descent line a line below the charac-
ter cell, where no pixel can or should go.

This bug is significant, because
GDOS has the ability to double the size
of a font as a means of providing multi-
ple character sizes without having to
consume memory with extra font files.
When a font with a misplaced descent
line is loaded into a program, such as
Write, which supports this GDOS func-
tion, the dangling descent line tricks
GDOS into recognizing the font as
twice its actual size (a 10-point font
becomes a 20-point font, for example).
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Figure 3. By increasing the size of the grid and the size of the
window, you can zoom in on the character and make small changes.

In a program such as WordUp, which
doesn’t support the GDOS font size
doubling capability, characters in a font
with a dangling descent line are dis-
played in their correct size but appear to
be double spaced. As a result, printouts
of WordUp and Write end up a mess.

To appreciate the “programmer’s
oversight,” you must understand that
the GEM font specification includes a
table for character offset or kerning in-
formation. This table, according to the
manual, “contains an entry for each
character in the font which specifies
how many pixel spaces to add to the
character position before actually print-
ing the character.” A flag stored in each
GEM font indicates whether or not the
offset table is to be used in calculating
the printing position for each character.
Fontz includes a command to set this
flag.

The “programmer’s oversight” in
Fontz allows you to save a font with the
offset table enabled even though all
character offsets have a zero value.
While this has no effect on Microsoft
Write, which apparently ignores the off-
set table, it causes WordUp to overlap
all the characters when printing out a
document, creating a hideous mess.

The manual contains no warning
about this possibility. I think the pro-
gram should check for fonts being saved
with all character offsets equal to zero
and the offset table enabled and should
display a warning message.

Documentation

The Fontz package includes an 86-
page perfect-bound manual, complete
with table of contents and index. It is
divided into three chapters with a pref-
ace and an appendix. The only really
important information in the preface is
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resolution used by one device to the resolution used by another.

that after 60 days, technical support is
available by phone during limited hours
for $25 a year.

Chapter One provides an overview of
the program and an explanation of key
typographic terms. It also offers an in-
troduction to GEM and GDOS and in-
structions for installing Fontz on a hard
disk.

Chapter Two presents the program in
more detail, with a menu-by-menu de-
scription of every command, operation,
dialog box, alert box, and error mes-
sage. This section is quite thorough,
making it easy to understand the work-
ings of Fontz, particularly if you experi-
ment with the sample font, while follow-
ing along in the manual.

Chapter Three discusses applications
for Fontz, such as converting fonts, cre-
ating new fonts, and creating logos.

Finally, the appendix contains infor-
mation on using fonts, creating AS-
SIGN.SYS files, and the GEM font defi-
nition. Unfortunately, there is no
discussion of the GEMSYS folder, which
contains the GEM fonts themselves.

Negative Notes

While Fontz is a powerful and well
thought out tool for converting, editing,
and creating GEM fonts, it does have a
few limitations, which should be ad-
dressed in future revisions,

The first problems which should be
corrected are the descent line bug and
the “programmer’s oversight.”

Following that, the author should
consider several limitations that affect
the usefulness of Fontz in converting
Macintosh fonts to GEM fonts. While
the Fontz conversion routines work
flawlessly, Macintosh fonts must be
stored in individual files before they can
be loaded into Fontz.

This is contrary to standard Macin-
tosh practice, which allows several point
sizes of the same type style to be stored
together. Nor does Fontz provide any
way to separate these Macintosh font
groups into individual files for conver-
sion. As a result, if you want to convert
Macintosh fonts for use on the ST, you
must either have access to a Macintosh

Figure 6. The sample fonts included with the Fontz package.

supported decimal entry of these values
and provided a preview display, it would
be much easier to tailor these effects to
match a particular type style.

The manual could also be improved
with the addition of a discussion of the
range of acceptable values for these text
effects and the inclusion of illustrations
to show the corresponding appearance

Fontz has a rich command set accessivie viz
both mouse and keyboard commands and operates with more than

acceptable speed.

computer or a Macintosh emulator for
the ST, so you can split the Mac fonts
into individual files with the Macintosh
font mover utility.

In addition, most Foniz users would
probably appreciate the inclusion of
utilities to uncompress Macintosh .PIT
and SIT files (the Macintosh equivalent
of .ARC files) and separate bundled
Macintosh fonts into single files. This
would make it much easier for Fontz
owners to take advantage of the numer-
ous Macintosh fonts available in the
public domain.

While the Fontz command set allows
you to enter values for Boldface Factor,
Underline Size, Light Text Mask (for
lightened text), and Skewed Text Mask
(for italicized text), all values must be
entered in hexadecimal notation, and
there is no preview mode for these ef-
fects. Fontz automatically enters a set
of default values, but if the program

of the font.

Printout functions for printer fonts
would be an additional plus, making it
possible for you to examine special ef-
fects and character kerning. With the
inclusion of filenames, font names,
point sizes, [.D. numbers, printer types,
and resolutions, font data sheets and
sample books could be easily created.

In conclusion, Fontz is a well-done,
nearly bug-free program. It has a rich
command set accessible via both mouse
and keyboard commands and operates
with more than acceptable speed. The
font conversion functions provided with
the program are a real plus and work
perfectly, the only limitation being a
lack of utilities to ease the importation
of Macintosh fonts.

Overall, Fontz is an excellent value,
For anyone who uses software that sup-
ports GDOS and multiple fonts, Fontz
is very nearly essential. u
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PRODUCT REVIEW

El Cal

An elementary calculator
that is far from elementary

System: Atari ST
Version reviewed: 1.10
Copy protection: None

Summary: Elementary calculator with
lots of sophisticated extras

Price: $44

Manufacturer:
Debonair Software
P.O. Box 521156
Salt Lake City, UT 84152

42

ven though E! Cal is described
Eas an elementary calculator, it

bears no resemblance to the sim-
ple desk accessory calculators that are
s0 prevalent in the public domain. In
fact, E1_Cal is not an accessory at all: it
is a stand-alone module that can use up
to 330K of the 350K of RAM reserved
ina 5205T for programs and associated
data.

El_Cal requires a minimum of 270K
just to start up. It then checks for avail-
able space and intelligently puts it to
good use. It may decide to disable cer-
tain options, such as the on-line help
function or screen buffering—used to
speed up the drawing of the main panel
by storing its image in memory—which
by itself occupies 28K of RAM.

Once the program is up and running,
memory allocation is entirely user-con-
figurable. You can give up the help
function in favor of screen buffering. Or
you might decide to give up both to
allow room for large data sets. You can
increase or decrease the size of the buff-
ers.

To validate the original files on the
El _Cal disk, Debonair Software has
provided a diagnostic program, which
determines whether EI_Cal or its asso-
ciated data files have become corru pt-
ed.

The only phone support for the pro-
gram is provided by the author, via
CompuServe: 70611,2552 or Genie:
J.Wrotniak. The cost of one update,
within nine months of purchase, is in-
cluded in the price of EI_Cal. Addition-
al updates cost $5.

Documentation consists of extensive
on-line help and a 60-page user manual.

El_Cal offers not only the functions
you would expect to find on an electron-
ic calculator, but the following sophisti-
cated capabilities: hyperbolic and Euler
functions; statistical distribution func-
tions; numerical integration, differenti-
ation, and equation solving; real roots of
linear, square, and cubic equations;
minimization and maximization of
functions of up to nine arguments: one-
or two-dimensional buffers for statisti-
cal data; polynomial regression to the
6th degree. It will also perform statisti-
cal processing of the buffered data.
computing mean and standard devi-
ation, linear regression and correlation
coefficients with histogram, scatter-

plot, and regression line graphic capa-
bilities.

In addition, you can fit a histogram
with any user-defined distribution; fit a
series of x-y points with almost any
user-defined function; and use least
squares and least absolute deviation
methods to find up to nine function pa-
rameters.

El_Cal has the same built-in elemen-
tary function plotting capabilities you
would expect to find on an elementary
calculator. The Plot panel allows rapid
access to all 20 expression lines, any and
all of which can be plotted together in a
single frame.

Plotting to a printer is not directly
supported, but can be accomplished by
pressing the Alternate-Help key combi-
nation. Plots are usually drawn in a
small window in the main screen, but a
full-screen plotting mode is also provid-
ed, and the screen image can be saved to
a disk file for a touch-up with a paint
program.

El_Cal also boasts an arithmetic ex-
pression parser, which performs a com-
putation only after an entire expression
has been entered. Expressions are en-
tered on a long, LCD-like display line
either by clicking on the digit and oper-
ator buttons or directly from the key-
board. A Variables panel provides room
for displaying ten variables, and three
Function panels—Standard, Statisti-
cal, and Defined—are stacked at the far
left side of the Main panel. The Defined
Function panel allows you to define,
modify, delete, and insert user-defined
functions into expressions.

A July update of the program in-
cludes linear algebra, operations on vee-
tors and square matrices, and the ability
to solve systems of up to 10 linear equa-
tions.

Of course, some functions are not
supported, including calculations on
complex numbers; symbolic algebra:
plotting of 2-, 3-, and n-dimensional
surfaces; loops and conditional branch-
ing; teaching calculus or numerical
analysis; and solving sets of non-linear
equations. Nor can El Cal manage
your home security system or brew your
morning coffee . . . disgraceful!

One of the advantages of El Cal over
traditional calculators is that El Cal
continues to display the expression after
the result is computed, so it can be mod-

By FRANK EVA
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:_. _ROOTS | - mal digits. The Print function allows

echoing of all operations and their re-
sults to a printer.

Figure 1. The main screen. Advanced functions remain inactive. El_Cal makes good use of the GEM
- el user interface. The Main panel occupies

il an entire screen and offers access to 200
objects, either directly or via submenus.
You can store up to 20 expression
""""""""""""""""""""""""""""""""" lines, switching from one to another
with the click of the mouse button. All
expression lines can be stored to or read
from a disk file. If the auto-scroll func-
[ L3INJ5| POL 3| Gan [ BET Iy : tion is enabled, computing an expres-
a7 E-][lnl ST : - ! sion automatically causes stepping to
| ] ' | the next expression line, a feature that
| s s~ B can be used to chain expression lines
| |I:EmII IIEII]IIEI[I : 1;,::::;::: into mini-programs for fapst, repetitive
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B — —— The choice of statistical distribution
RS e, functions offered by El_Cal is purport-
Figure 2. Statistical distribution functions are accessible at the left, | ed to belarger than than that offered by
and the panel grouping statistical operations appears at the bottom of | any other software package currently
the screen. available. A total of 44 functions is ac-
cessible from the Statistical Function
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% :::E:::: quun 4. The panel used to perform linear
a6 | | algebra operations.
: panel. Factorial, combinations, and Eu-
n}nﬂﬂm ler functions, useful in applications
; 4 | dealing with probability, are also sup-
- ' : % | ported.

A Figure 3. An example of the “quick and dirty” plotting option In addition to the pre-defined func-
available in El_Cal. tions, El_Cal allows up to 12 user-de-

fined functions to be declared, edited,
and modified. Mini-libraries of useful
formulas can easily be created, saved,
and loaded from disk.

In conclusion, El_Cal is an excellent-
ly programmed GEM application—a
fully functional calculator that will
please the vast majority of power users
just as it is. If, however, you need a
function that the program lacks, don't
hesitate to leave a message for author
J.Andrzej Wrotniak on Genie or Com-
puserve. He says that he answers all
mail he receives, and since he has al-
ready released two updates to the origi-

] = nal version of El Cal, he may already
Figure 5 l plﬂi I‘rnm the on-line manual. have included the feature you seeck. m

F_IHI.':T LM PLOT TG

HACHOE: FERD, IWIEGRAL, 4F Fdf
Haitron are applied T8 the curcentiv  displaged
FEprEsRion trevated an FLE) ., Thee result wWill be
atored in the dwrrent deitinatian varishles, I
& [EERD] - famd a fginple) rere of Fitdl withins a
siven interval fbigection Aethod s aued)
# [IMTEGHALY - compute imtegrsl of FOu) aver a @i
venm interval [Roaberd aldoc i thml
& [dF 7dt] = compute OF ivdAdy a1t wiven & 2 walue
fauadratic approsimation @ith Siven emite atepl
® The progrsan will ask fer any persmetiers pecded
|ﬂ fan .9, interval limits ahd adéurdcw in JTHEY

= The limits (or argument @6 @F 411 cam  Be alwe
copied from variables Oh, B or E, vesmEed e is

Bistrabuied by Pelisdeeii 7wl Tw.sn

To wisw & mawge, s laock mE s iy saie b aoplad & dvi jnep
e &« hanaw '\ll'lllur“ TS I R PR T g F [P e el
elhapk @dy The gt meer e s psirines

VOLUME 9 NUMBER 6 ATARI EXPLORER 43




A truly professional computer-aided design program for the ST

ynaCADD is a new computer-

aided design program that sets

new standards of professional-
ism for the Atari line of computers. As
with many of the other offerings of ISD
Marketing, innovation is the key word
in this product.

DynaCADD has several features not
found in any other CADD program, in-
cluding those for IBM PCs. With its
unigue user interface and seamless use
of 2D/3D and the largest set of com-
mands available on any Atari CADD
program, DynaCADD is the most pow-
erful and flexible CADD program 1
have seen for the Atari ST to date.

The program comes on three floppies
with a manual in a loose-leaf binder.
Copy-protection is effected with a car-
tridge port lock (dongle). I would rather
it not have any copy protection, but with
the current state of software piracy, it is
certainly warranted. However | would
prefer a printer port lock like the one
Migraph originally distributed with
Touch-Up.

The program uses a system of parts
and drawings for its database. As you
might have surmised, a part is a kind of
“sub-drawing” used to complete the
whole. You can assign a sheet size and
scale to a drawing when you start it, or
you can start drawing right away and
worry about size and scale later. A dia-
log box prompts you for these values in
any common English or metric size.

Layers of Menus

CADD programs are notorious for
being difficult to program, because the
complexity of most packages requires
an enormous number of commands.
Therefore, the designers of any CADD
program worth its salt must find a way
to make commands available quickly
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DynaCADD

System: Atari ST

Version reviewed: 1.45

Required equipment: 1Mb RAM: hard
disk and math coprocessor
recommended

Copy protection: Cartridge key

Summary: Full-featured professional
computer-aided design program

Price: $695

Manufacturer:
ISD Marketing
2651 John St.

Markham, ON L3R 2W5
(416) 479-1990

and easily.

Icon-driven programs offer speed and
easy access, but create another problem
in the process—so many icons are re-
quired that displaying them all leaves
no room on the screen for your drawing.
The designers of DynaCADD have ad-
dressed this problem and created a
workable solution in the form of an icon
menu system that really sets the pro-
gram apart from its competitors.

On the left side of the screen are four
icon pads that form the roots of a com-
plex hierarchical structure. When an
icon is chosen from one of the upper
pads, a new subordinate set of icons
appears on the screen. This scheme lim-
its the amount of space the icons occu-
py, keeping them nicely off on their own
side of the screen, and gives you access
to an unlimited number of them. As far
as I know, this design is unique in the

CADD world, and it deserves all the
praise that can be awarded.

Other parts of the screen include the
View commands across the top and the
command line interpreter below. Every
time you select an icon, the program is
actually keying in a command. You can
eliminate the interpreter by keying in
the commands yourself, but the icons
are much easier to use.

Options also exist for turning parts of
the screen off. If, for example, you don’t
want to see the command lines, you can
press a key and turn them off.

DynaCADD uses standard GEM
pulldown menus for program switch
settings and other operations such. as
load and save. Because speed is impor-
tant, this is the perfect use of these
menus.

There is also a pop-up calculator that
appears whenever the program asks for
a number to be input. It has many stan-
dard trig functions and even several
memories. However, one big shortcom-
ing of DynaCADD becomes apparent
when you look closely at the calcula-
tor—there is no way to key in feet and
inches, which means that all values
must be entered in decimal format. I
don’t know too many architects or engi-
neers who want to work in decimal feet.
In the U.S. market, the ability to enter
values in feet and inches is essential, and
[ hope that feature will be added soon.

Using the Program

In addition to the usual “point and
shoot™ technique offered by other pro-
grams, DynaCADD offers a complete
set of options for keying in coordinate
locations and for snapping objects to a
grid. Input options include Absolute,
Relative, and Polar modes.

Objects to be manipulated can be
chosen in a variety of ways—individual
selection, window, layer, pen number,
style, and object type. These controls
become very important as your drawing
Zrows,

Modern CADD drafting uses layer-
ing systems to keep track of the objects
in different categories. In a set of build-
ing plans, for example, each of the ma-
jor systems that comprise the build-
ing—electrical, plumbing, HVAC, and
50 on—would have its own level. Given
the ability to turn levels on and off
(which DynaCADD has) you can pro-
duce several plots from the same file.

Also, because you can manipulate ob-
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jects as a group, you can take advantage
of advanced editing features. Say, for
example, you needed to change all the
columns in your building. Instead of
selecting and changing them one at a
time, you could delete and replace them
all at once, if they were on the same
layer.

With DynaCADD all these opera-
tions and more, for a total number of
options that you would expect to find
only in the most professional of pro-
grams, are possible.

Each object in your drawing can have
its own layer number, pen number, and
screen color. Pen numbers are very im-
portant in professional applications be-
cause they allow the use of multiple-pen
plotters.

The different object types are as fol-
lows: Points; Lines—ortho, vertical,
horizontal, perpendicular, parallel, tan-
gent, and at angle; Circles—two points,
center-radius, diameter, and three
points; Arcs—center-two points, three
points, and semi-circle; Fillets-radius,
diameter, and corner by radius; Ellip-
ses—three points and major/minor
axis; Elliptical Arcs—five points and
major/minor axis; Rectangles; Poly-
gons—sides, rotation, radius, and diam-
eter; Text—height, width, rotation,
slant, and left/center/right justifica-
tion; Polyfigures/subfigures; Dimen-
sioning—open/filled arrowheads, auto
tolerance, horizontal/vertical, radial,
diametric, chain, baseline, centerlines,
angular, and leaders.

Every option—and there are more
than enough to make the mind boggle—
is easy to find and use, because each is
represented by an icon. The dimension-
ing options alone are absolutely incredi-
ble, offering many built-in options that
are missing from other programs.
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Once you place an object in a draw-
ing, DynaCADD supplies a great many
transformation options with which you
can edit them. These include Trim,
Move, Copy, Delete, Rotate, Mirror,
Array Copy, and Divide into Equal Di-
visions. Other editing options include
Change Radius, Endpoints, Line Style,
Layer, Pen Number, Text Width/
Height /Rotation/Slant/Font, Stretch,
and Scale.

The real joy of using CADD is that
“you never have to draw anything twi-
ce.” Using the complete set of editing
features offered by DynaCADD, you
can easily take parts of existing draw-
ings and incorporate them into new
ones. And, as most draftsmen know,
changes are inevitable, and CADD
makes 1t possible to make major
changes that would require hours of
erasing and redrawing if done manual-
ly.
I lack space in this article to describe
all the options of DynaCADD in detail,
50 I will simply reiterate that there are a
great many of them and remind you
that with a program of this type the
more ways you have to perform any
given operation, the better. If your ap-
plication requires a certain feature or
function, a quick call to ISD marketing
should reveal whether DynaCADD can
meet your needs. In general, I am very
impressed with the completeness of the
command set; the programmers have
done their homework, and it shows.

Output and 3D Options

Output can be to a pen plotter, dot
matrix printer, or laser printer. To use a
laser printer, however, your system
must have at least ZMb of RAM. Using
a pen plotter with several different pen
sizes produces professional looking

Desk File Set-Up

1.91667 ¥ 0.58128

Tools

plots as good as any | have seen from a
CADD package.

You can set such output parameters
as port, pen speed, and orientation, and
save them for use in future drawings.
Most other Atari ST CADD packages
assume dot matrix output, the Dyna-
CADD approach to output, however, is
much more in keeping with that of pro-
fessional packages. Having a pen num-
ber assigned to each element makes
drawings look less stiff and results in
greater readability.

DynaCADD also features 3D options,
which are done in a “solids modeling™
fashion as opposed the standard “sur-
face modeling™ used by other systems.
With solids, there are true curved ob-
jects rather than just a series of flat
sides that appear to be curved.

Three-dimensional objects are creat-
ed in much the same way as 2D objects
by using a set of viewing commands.
When you look ata 2D CADD drawing,
you normally look down on a plan that
has a Z value of 0. With DynaCADD, if
you want to place 3D objects in space,
you simply define a new viewing plane
in three-space and give your object a
value for depth.

These viewing planes, once defined,
can be saved and recalled for later use.
This system is widely used and has
proved to be one of the easiest ways to
learn and understand the complexities
of 3D drawing. In fact, the system used
in DynaCADD is very similar to that
used in AutoCAD Release 10,

DynaCADD 15 the first Atari CADD
program I have seen that succeeds in
integrating 2D and 3D in an easy-to-use
and -understand package. 1 believe the
future of CADD isin 3D, and I am glad
to see it on the Atari ST.

The current version of DynaCADD

Set Rbsolute ¥ Location.

:- lect a ID Location...

Figure 1. The familiar Columbia drawing transiated from AutoCad.
Note the basic DynaCADD menu system at the left.

Fiurl 2. The DynaCADD pop-up calculator shown at the left of this
screen is used when numeric input is reqired.
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does not have shading, but hidden lines
can be removed. The resulting image
can be sent to a 2D drawing for further
editing or plotting. For most CADD
users, shading is not nearly so important
as being able to plot a hidden line file.
In the normal 3D viewing mode,
(wireframe) objects are transparent, so
you can see through to the back of the
object you have drawn. To give the ob-
ject a more realistic appearance, you
can have the program remove the hid-
den lines, which causes it to appear solid
(or opaque). | particularly enjoyed us-
ing the 3D functions of DynaCADD, so
[ hope ISD continues to improve them.

Sharing Files

DynaCADD comes with several utili-
ties that add even more value and pro-
fessionalism to the package. The most
important is one that is offered by most
of the popular PC CADD programs.
The DXF, Drawing Exchange Format,
translator is an ASCII form of the Au-
10CAD database that allows you to
transfer drawings from one CADD pro-
gram to another.

I tried the DynaCADD translator on
several DXF files, and most ported over
very nicely. I also took some Dyna-
CADD files and transferred them to
AutoCAD with equally good results.

This ability to read and write DXF
files is important for current CADD
users, Let’s say, for example, that an
architect who uses AutoCAD wants a
mechanical engineer to design a heating
system for a building. The engineer,
however, being an intelligent fellow, has
an ST on which he runs DynaCADD.
No problem. . . the architect has only to
output his file in DXF format, and the
DynaCADD-using engineer will be able
to work with it on his system. This is a
very strong point in favor of Dyna-

CADD and one that will solve many of
the compatibility problems that are
bound to arise in the future as more
people realize the value of CADD.

DynaCADD also has its own ASCII
format, called DEF. Using this format,
you can produce programs to write files
that contain drawing information that
can be read by DynaCADD, or you can
easily extract information from these
files.

Another nice feature saves macros,
recording a series of commands for later
or frequent use. And you can use the
font editor to create your own text
styles—which may not be necessary if
ISD makes good on its promise to in-
clude Calamus fonts in future versions
of DynaCADD.

The manual is well done and very
logical in its presentation of the myriad
commands the program offers. 1 would,
however, like to see an expanded tutori-
al section or, even better, a separate
workbook to help users become familiar
with the program.
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Figure 4. Dialog box used for selection of
plotter pen parameters.
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Summary

I certainly hope that you can tell by
now that I think this program is great! It
is about time that a package of this
calabre was released for the ST. The
only limitations of the package are im-
posed by the ST itself. The only thing
that could improve it would be a
16MHz machine with 256 colors at
640X480 pixels. But in the mean time
DynaCADD supports the Moniterm
large monitors and the newly added
math coprocessors, All CADD pro-
grams need a math coprocessor to run at
full speed, so 1 would like to see ISD
change their copy-protection scheme to
allow 1040 users to use a coprocessor in
the cartridge slot.

Much has been made of the price of
DynaCADD, but for a program of this
complexity and capability, it is definite-
ly not out of line.

Be looking for a major new release of
DynaCADD soon. The pre-release in-
formation shows some impressive new
features, which should send Dyna-
CADD to the top of the CADD system
charts. Promised additions include
cross hatching, a detail window, entity
tagging, element statistics, and up to
256 colors.

That the new release will feature a
programmer’s shell is one of the most
exciting pieces of CADD news to come
along in a while. This shell will allow
you to use compiled macros, change the
user interface, and even create your own
icons—terrific for creating custom
CADD applications. The new release
should be available by the time you read
this.

In summary, then, if you are in the
market for a serious, high-end CADD
program and are willing to pay for the
luxury of real professionalism, get
DynaCADD. [

11.44584 ¥: 16,3363
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Figure 3. The Dimension Set-Up dialog box.

=

Figure 5. A close-up of the stair detail drawing shown in Figure 2.
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Figure 1. Selecting file conversion options from the Main Menu,

ntil now, I have used my Atari

XEP-80 80-column board ex-

clusively with a public domain
terminal program and an earlier Micro-
Miser release, Turboword+, an 80-col-
umn word processor, which 1 reviewed
in the March/April 1989 issue of Ex-
plorer.

Turboword+ alone justified, for me,
the purchase of the XEP-80, so I was
quite eager to test drive MicroMiser’s
latest release for the 8-bit Atari com-
puters, Turbofile, a file manager de-
signed specifically to take advantage of
the XEP-80.

Turbofile comes on two disks. The
distribution disk contains all the neces-
sary program files on two disk sides; the
tutorial disk fills two sides with tutori-
als. The spiral-bound 122-page manual
includes both a table of contents and an
index—if only all software manufactur-
ers WEre as generous,

My normal inclination when faced
with a new program is to set aside the
documentation and just boot the disk.
Tutorial disks receive the same short
shrift. So, | was about to place the dis-
tribution disk in my drive when the
words “not a boot disk™ flashed before
my eyes . .. well, Noyes, I guess you'll
have to peek at the docs.

And it was good thing that I did.
There is absolutely no way that Turbo-
file can be used without the documenta-
tion. You donot have todigest the entire
122 pages, but you must familiarize
yourself with the manual. Taking ad-
vantage of the Quick Course tutorial
isn't a bad idea either.

Another prerequisite is the XEP-80. |
also recommend a monochrome moni-

tor, but that is not a necessity.

Turbaofile can be run under almost
any DOS you are likely to have—Spar-
ta DOS, Sparta DOS-X, DOS XL,
DOS 2.5, or MYDOS—in single-, en-
hanced-, or double-density, which
means that it will run on almost any disk
drive you are likely to have, including a
hard drive or RAMdisk. DOS opera-
tions can be performed from within the
program.

Features

Now that you know the ground rules,
let’s look at what the program has to
offer.

The question most serious users of
database managers ask first is, “How
much data can the program handle?”
The answer in this case is: a great deal.
Maximum practical data storage for a
single account (database) on a floppy
disk system .is about 2.5Mb (Micro-
Miser says that this is equivalent to
about 7TMb in a fixed field-length envi-
ronment). This capacity more than dou-
bles if you use the'Sparta DOS-X car-
tridge and triples if you have a hard
disk.

Another important consideration is
that Turbofile allows you to import .DIF
files from spreadsheet and other data-
base programs. This means, among oth-
er things, that if you already have a
sizeable database set up under another
program, you need not re-type the data.

In addition, files created with Turbo-
file can be used with Turboword+ files
to create form letters. Turboword+ can
also be used as the screen editor for
Turbofile.

Basically, Turbofile is a full-featured
file management system (in 80 col-
umns), that can store, retrieve, and sort
large amounts of data. Let’s look at it in
operation.

Getting Started

As mentioned above, although the
Turbofile distribution disk contains all
the necessary programs and files, it is
not a boot disk. Before you can run the
program, you must configure your sys-
tem, a process that involves transferring
specified files from the distribution disk
to a DOS disk.

Although this procedure may seem
inconvenient, it is actually beneficial,
because it allows you to customize the
program to your system.

My system, for example, includes a
256K XL, a IMb MIO, two 1050 drives
(one Happy, the other a U.S. Doubler),
an XEP-80, a monochrome monitor,
and a Star-Micronics NX-1000 printer.
| chose to use the public domain MY -
DOS 4.5 in conjuction with the appro-

By DAVID NOYES
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Turbofile

A versatile 80-column

file manager for
Atari 8-bit computers

Turbofile

System: Atari 8-bit computer

Required equipment: XEP-80,
monochrome monitor
recommended '

Copy protection: None

Summary: A versatile, flexible
80-column file manager

Price: $49

Manufacturer:
MicroMiser Software
31413 Westward Ho
Sorrento, FL 32776
(904) 383-0745
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Figure 2. The Input Screen. The user selects and locates fields, Figure 3. Choosing among user-created formats for printout.

titles, and comments,

priate Turbofile files to create my dou-
ble-density Turbofile boot disk.

| used about three-quarters of the 24
files on the distribution disk. You could
get by with fewer, as some are infre-
quently used, but with double density,
there is plenty of room. If you have a
RAMdisk, you can have all program
files load automatically into the RAM-
disk, which makes switching from one
operation to another quite a bit faster.

Once the boot disk has been created,
you must create a Setup file, which tells
the computer how many drives you
have, where the programs will reside,
where the data will reside, whether a
RAMdisk will be used for data, and
which printer port will be used.

That done, you can finally get to the
business of managing data by establish-
ing an account. Right away, I realized
that this program was different from
the other file managers I have used—
there were no fancy pulldown menus, no
pop-up entry screens, and no fill-in-the-
blank fields or pre-defining of field
lengths.

Nope, to set up an account, you go to
Turboword+, if you have it, or the spe-
cial version of Turboword+ editor that
comes with Turbofile. There you speci-
fy field names and any other text you
want on the entry screen.

Design-Your-Own Entry Screen

Yes, you design your own entry
screen. Sounded like work to me, but it
turned out to be easy—after I stopped
trying to second guess the documenta-
tion and followed the instructions. I
originally thought that this extra work
was a drawback, but I now see that
customizing your data entry screen al-
lows you to arrange things for maxi-

mum efficiency.

I also found that not having to define
field length was a big plus. For my trial
of Turbofile, I set up a database of pro-
gram names, disk numbers, and disk
sides. I never know how many charac-
ters to allow for program names, and
with Turbofile, 1didn’t have to make an
arbitrary decision. Furthermore, if your
fields are not pre-defined, you save
space, because you have no allocated-
but-unused bytes lying around. Turbo-
file can also use calculated fields, but |
have never had occasion to use them.

Once configuration, setup, and entry
screen design are history, data entry can
become a reality. The input screen ap-
pears just as you have designed it, along
with any explanatory text you have in-
cluded and a menu across the bottom of
the screen. Selecting N, for new, begins
the data entry process. As you fill in one
field, the cursor automatically advances
to the next, and when the form is com-
pleted, pressing K, for keep, stores the
record on disk,

Additional entry screen functions in-
clude the handy Restore command,
which, when used during editing, recalls
the unedited version of the record you
are working on. Delete, deletes a record,
and Print does just that to the currently
displayed record. Find, the standard
search command, is augmented by
Step, which allows you to step through
the records brought up by Find.

Sorting and Reporting

After the data have been entered and
before you generate your first report,
you will probably want to do some sort-
ing. To do this, the manual says, you
must create a sort file . .. I felt an an-
noying chore coming on. But it was
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easy.

I selected a major field (it could have
been a minor one), a word, a number of
characters, a type of data (there are
other parameters specific to addresses,
numbers, etc), and a sort disk. Before [
knew it the program had sorted my data
and produced a sort file that I could
print or display.

I decided to print and again found
that a preliminary step was required:; |
had to create a format for a columnar or
label type report. Again, the task was
trivial; the format, which tells the print-
er what to print where, was quite easy to
create,

Finally, I was ready to test the ability
of the program to carry out my wishes
and my own ability to follow directions.
I turned my printer on and instructed
Turbofile to print my sorted data in the
format I had previously specified.

My patience was rewarded: the print-
out was just what I wanted. Turbofile
had done everything I wanted it to do.

Conclusion

Beyond the fact that Turbofile had
performed as advertised, doing my bid-
ding at every turn, what had I learned
about it? For openers, it is unforgiving
of failure to read its documentation. It is
different and, as such, takes some get-
ting used to. It is powerful and a bit
complex, but by no means too complex.

It requires steps that are not required
by other file managers. Again, however,
these steps are not difficult or time-
consuming, and I suspect that they are
at the heart of the unusual power and
flexibility the program boasts.

Were there any glitches? Not really,
[ discovered a minor bug that prevented
the uppermost left-hand character on
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IF (CAR)="Toyota™ (PRICE_GAL)=EMTER 98.9 FD Utilities 036 A
IF (CAR)="Buick" (PRICE_GAL)=SELECT 183.9 PD Ukilitias 035 B
(GAS)=SELECT S(GALLONS)*(PRICE_GAL) Solitaire 083 A
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Figure 4. Setting up the Input Screen, calculated fields, and Figure 5. Sample printout of the author’s database, sorted

immediate print format using the special Turboword+ editor. The alphabetically.

Input Screen appears above the dotted line; entry instructions are
listed below. powerful file manager | have seen for

the 8-bit Atari line. And MicroMiser’s
the entry screen editor from showing in | ognize either. The documentation now | track record of updates and response to
the field name on the entry screen, but | warns against that situation. There are | users’ questions, problems, and require-
MicroMiser has already fixed that. no real negatives, ments, leaves no room for qualms about

I also discovered that if an applica- All things considered, I highly rec- | on-going support for the product. If you
tion setup file is on two disk drives, the | ommend Turbofile toany XEP-80 own- | need a serious file manager for your 8-
program goes crazy and refuses to rec- | er. It is definitely the most versatile and | bit Atari system, get Turbofile. ]

SERIOUS BUSINESS WITH ATARIS! 8-bit and ST

Turbobase™ (8-bit) and Ultrabase™ (ST) offer full business capability to
end-users (not programmers) in general database format for ultimate
flexibility/power and end-user customization without programming
required. All business functions fully supported including payroll, billing,
tax accounts, mailing, all reports/forms, inventory, scheduling,
estimating, etc.

TURBOBASE™ for 800/XL/XE $159 (80 col. version $179)
600 pages of documentation. Need we say more?!!

“IEM power withoul the price "-ANTIC
“True powerful business software"-COMPUTER SHOPPER

ULTRABASE ST™ for Atari ST including 520 ST $139

requires B/'W monitor, 2 drives or hard drive

Can't get what you want with Data Manager ™ /Superbase ™ 7 Dbman™ too complicated?
You need Ultrabase! Easiest and fastest full business setups anywhere! Don't be fooled
by the low price due to complete but “bare bones® 110 page manual. Save over $100
before new documentation is finished. Or if you don't have the time. .. custom setups FOR
ANY BUSINESS to your specifications for as low as $200'-Call Futures (201) 753-2416.

ATHENA II

"Overall, with its power and
price, Athena II is a worthy
competitor to the better known
CAD packages AutoCAD and
VersaCAD"

MicroCAD News, November 1987

8-BIT 80 COLUMN SCREEN (requires XEP80 )

TURBOWORD +™ word processor $49 (XEP80 req.)
DOS 2.5™ and SpartaD0S™ supported/documented allowing use of XF551 hard
drives, any ramdisks. Full screen "WYSIWYG" editor with resetable margins. Integrated
file manager available (see below).

“Greal.. capable, full-featured . .. justifies purchase of XEPBD, . -ATARI EXPLORER

TURBOFILE ™ data/file manager $49 (XEP80 req.)

Overcomes limitations of Synfile +™ : save formats, high capacity, high speed, use any
upgrades, auto subdirectones/ramdisks, any drives. Fully integrated with Turboword.
Impart DIF files.

— R TS S O S e e e e e mEe e ma mmm . ommm omms s

For info and ordering call (904) 383-0745
technical support 1-5 pm EST
Dealers please call Horizon Computers al (303) 777-B0B0

Traderarks: DOS 2.5, KEPBO, XF551™= Alar Corp. SpartalS = ICD, Coep. Synilile™ Synapse Software. Data Manager™
Timewarks, Cofp. Supérbase™ Procesion Softwane

Computer Aided Design for the
Atari ST is now available at a
price that anyone can afford, and
features that rival systems costing
much more!!

5005 N

Software Inc.

P.O. Box 1144, Orem, Urah 84058, (801) 226-3270

MICROMISER SOFTWARE, 31413 WESTWARD HO, SORRENTO, FL 32776
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Figure 1. One of 14 online help screens. This one shows the List, a
spreadsheet-style record-viewing and processing screen.

Informer 11

2
Figure 2. This help screen shows the Form, which is used for data
entry. By assigning an image to the background and adjusting the

input boxes, the onscreen Form can be made to look like hardcopy.
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An exceptionally competent database manager

at an exceptionally reasonable price

Atari Explorer, Publisher Dave

Ahlevaluated The Informera data-
base manager from Regent Software.
He concluded that the program was “a
serious product; in fact, one of the most
versatile and—dare I say it?—powerful
databases available for the Atari ST.”
He criticized the program for its inabil-
ity to print labels and the manual for its
style and organization.

Well, The Informer is back in a new
improved version called Informer 11,
which prints labels and boasts a com-
pletely re-written manual. The updated
version is marketed by Soft-Aware, a
California-based company headed by
the program’s author, Dick Skraly.

The Informer is an excellent data
base manager; Informer 11 is even bet-
ter, offering many features that are not

By EDMUND D. MANN

In the May/June 1988 edition of
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“lonore_JPrevious o] hext o | o

Figure 3. This dialog box is used to specify column attributes.
Columns can be added, changed, or deleted at any time.

System: Atari ST
Version reviewed: 1.0

Copy protection: None; Fareware
Summary: A full-featured database
manager worth ten times the price
Price: $50
Manufacturer:
Soft-Aware
334 "B" N. Euclid

Upland, CA 91786
(714) 982-8409

available in competitive software. And
when it comes to features that overlap
those offered by other database manag-
ers, Informer Il outperforms its com-
petitors.

Whether you need to crunch num-
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bers, store and retrieve records, or
merge a mailing list with computer-
generated letters, Informer II is better
than any other database program cur-
rently available for the Atari ST.

The package comes with three single-
sided disks—a program disk, a tutorial
disk, and a help disk—so you can run
the program from an SF314, SF354, or
third-party disk drive. The well-written
tutorial-style manual completes the
package.

Informer II will run on Atari 520,
1040, and Mega ST systems with TOS
in ROM in either medium or high reso-
lution. For serious applications, a hard
disk drive is strongly recommended.

Each database you create can hold up
to four independent or semi-relational
Tables, each of which contains key-in-
dexed records that may consist of up to
36 Columns or fields. Columns, in turn,
may contain up to 256 characters. Each
record, therefore, may consist of up to
9216 characters. Records and columns
are variable in length.

Because Informer Il is memory-
based, the size of your database is limit-
ed by the amount of RAM available in
your computer. When the program is
run on a two-drive Atari 520ST without
accessories, for example, approximate-
ly 150,000 characters remain available
for data storage.

Each record occupies only the space
required by actual characters entered
plus 1 extra character for each Column
and 16 characters for the record index.

An average record size of 74 characters
and ten Columns would, thus, occupy
100 characters (74+10+16). A 520ST,
then, can handle 1500 records of that
size, a 1040 or Mega ST can handle
6500, and the largest Mega can handle
36,500,

Delimited ASCII text files can be
read and written by Informer I, which
means that you can transfer data creat-
ed on other databases and other com-
puters into Informer Il and vice versa.
Databases created on color and mono-
chrome systems can be used inter-
changeably.

In addition to the normal sorts of
data—text and numbers—you would
expect a database to handle, Informer
II retrieves and displays graphics (im-
ages) in Degas or NeoChrome format,
It can also handle “screen dump” im-
ages captured with utilities such as
Snapshot.

Informer II can do so many things
that I invested more than 60 hours read-
ing and re-reading the manual and an-
other 30 hours learning to input, cor-
rect, manipulate, and print the data
using my color-monitor-equipped
520ST and 1040ST.

The manual suggests that it will take
you about three hours to master Prac-
tice Session 1, an hour and a half for
Practice Session 2, and an hour for
Practice Session 3, but I found those
times inadequate for real mastery. With
90 hours invested in learning to use the
program, I still have a long way to go

until I can consider myself proficient,
1.e. until [ can use the program without
referring to the manual.

The manual, rather than printing in-
structions and leaving you to figure out
what the author meant to say, is keyed
to eight practice Tables stored on the
tutorial disk. The manual and tutorial
disk literally take you by the hand, lead-
ing you through each step and explain-
ing what you must do to accomplish
each task.

The various tasks associated with
building and using your database are
accomplished via commands that can
be invoked using either the mouse or
keyboard commands—or a convenient
combination of the two. 1 found the
GEM menus easy to use and the learn-
Ing process quite intuitive.

Background

In the course of preparing this review,
I spoke with the program author and
learned that he has many years of expe-
rience with mainframe and personal
computers and has written other data-
base programs for the Atari ST, most
notably, The Informer. His objective
was to make Informer Il perform the
way massive databases perform on
mainframes.

When I asked him about his relation-
ship with Regent Software, which mar-
kets The Informer, Dick told me that
because Regent was already selling two
database programs, Regent Base and
The Informer, he did not think the com-
pany could give the marketing emphasis
to Informer Il that he wanted to see.
Therefore, he decided to market In-
Jformer Il directly to Atari dealers and
by mail order to end users. The conse-
quences of that decision now allow re-
tailers to sell Informer I1 for $50, which
I believe is much less than it is actually
worth.

About Fareware

The marketing method Dick has de-
vised is unique. As an author and pub-
lisher of business programs, he knows
how difficult it is for a programmer to
find a publisher who is both willing and
able to invest the money required to
bring a high-quality program to mar-
ket. He also knows that retailers are
limited in terms of both available funds
and space in which to store and mer-
chandise the software packages they
buy.

Recognizing that retail shelf space is
expensive and that manuals take up
most of the space devoted to software
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packages, Dick developed the market-
ing concept he has named “Fareware.”
Explorer does not usually devote much
space in its reviews to the marketing
schemes of individual companies, but
Fareware is so unusual that it merits a
closer look.

Most software authors work in their
homes. The lucky ones find publishers
who like their efforts enough to pay
them for the right to market their soft-
ware. Among the responsibilities that
the publisher assumes under this ar-

spending money on advertising and on
fancy boxes, to which the retailer must
allot expensive shelf space, Soft-Aware
ships to the dealer only a disk in a space-
saving package. The dealer has only one
copy of the manual, which is, of course,
available for the prospective buyer to
inspect.

When a user purchases the disk, he
mails in the registration card that is
included in the package. When the folks
at Soft-Aware receive the registration
card, they do two things: They mail a

| predict that you will have e same experience
with Informer Il that my wife had with our microwave oven.

rangement is the publication of a man-
ual and the design and production of
appropriate packaging—both of which
can be very costly.

Once the manuals and packages are
produced, the publisher must store
them until they are sold. And sales are
dependent on marketing—either to
dealers through a sales force or to deal-
ers and end users through advertising.

The author receives a royalty on each
package sold, and the rest of the pro-
ceeds from the sale go to the publisher,
who has assumed all the financial risk.

Some software authors give their
products away as “freeware” or public
domain software; others market their
software as “shareware,” requesting a
donation from those who try and like
the programs. With Fareware the au-
thor gets his royalty, and the retailer
and the user share the profit.

Here's how it works. Instead of

manual to the purchaser and they send a
commission check to the retailer.

To obviate the desire to pirate soft-
ware, Soft-Aware rewards the user for
not making illegal copies. The company
encourages its customers to let their
friends try the software. Those who like
it can send a registration card to Soft-
Aware along with payment for the man-
ual. Soft-Aware then sends a commis-
sion check to the original purchaser.

Fareware allows the software author
to be paid for his work and the user to be
paid for his role in marketing a product
that he uses, thus eliminating piracy.

In theory, the concept is great. The
problem Fareware does not address,
however, is the low cost and availability
of photocopies. I think the concept must
be taken one step further to include a
technique to prevent users from copying
the manuals as well as the disks, since
business software is virtually without

likely to be harmless.

Publishing
(515) 472-2293.

VN ST HELP KEY

Copy Without Warning

If you are annoyed by the prompts that appear every
time you try to copy something from the GEM desktop,
you can tell GEM not to post these warnings. Just choose
Set Preferences from the Options menu and change Con-
firm Copies from Yes to No. Doing the same thing for
Confirm Deletes is not advised, however, because a mis-
taken delete can be disastrous; a mistaken copy is more

From The Atari ST Book of Tips, Instructions, Secrets
and Hints, © 1988 by Ralph C. Turner, Index Legalis
Co., P.O. Box 1822-20, Fairfield, 1A 52556,
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value unless the manual is available.

One successful anti-piracy scheme is
being used by Logical Design Works,
the publisher of Vegas Gambler. The
“key card,” which lists the key you must
enter to be allowed access to the game is
printed in maroon ink on black paper, 50
it cannot be photocopied. The card is
difficult to read, but the scheme cer-
tainly deters would-be pirates.

I suggest that piracy exists only be-
cause publishers expect unrealistic—
even usurous—profits. They have man-
aged to convince millions of otherwise
intelligent people that paying $250 for
software that is nationally advertised at
$495 is a good deal. Buyers never seem
to ask, “How much is it really worth?”

Dick Skraly has chosen to charge a
fair price for his software. He would
rather sell 100,000 copies of Informer I1
to Atari ST users at $50 each than try to
sell 1000 copies at $500 each, even
though the software is, in my opinion,
worth at least $500.,

Because Dick is willing to take a risk
and try an innovative marketing con-
cept, you can buy Informer Il for $50
from your favorite Atari retailer or di-
rectly from Soft-Aware. If you have the
original version of The Informer from
Regent Software, you can get the up-
dated version from Soft-Aware for the
same modest $50.

Conclusion

After spending more than 90 hours
with Informer I, 1 suggest that if you
already own a database program and
are happy with it, there is no need to buy
and learn to use Informer II. If, howev-
er, you do not already own a database
program or want more than the pro-
gram you are now using can deliver, I
you urge to invest in Informer Il. Re-
member, you can port whatever files
you already have on disk, provided they
are in ASCII format, to Informer I1, so
you need not worry about having to re-
key all your valuable data.

Thinking about buying and using a
new database program reminds me of
what my wife said when I bought our
first microwave oven for her. She said,
“I could live a lifetime without it.” To-
day she could not live a day without it.

| predict that if you are an ST user
with a need for a full-featured database
management program, you will have
the same experience with Informer II
that my wife had with our microwave
oven-—once you learn to use it, you will
wonder how you ever got along without
it. m
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A wide range of entertaining and useful programs for holiday giving and getting

Battle Chess

ne of my favorite scenes in the

movie “Star Wars” is the one in

which Chewbacca and the robot

C3PO play a three-dimensional holo-
graphic game. When I first saw it |
thought, “Wow, wouldn’t it be great if
that were really possible!” Well, Battle
Chess comes as close to satisfying that
desire as any game | have seen to date.
In Battle Chess the chess pieces are
represented by animated three-dimen-
sional characters. When you move the
knight at the start of a game, for exam-
ple, the armored soldier representing it

KIS s
P L

shoulders his way out from the back of
the board and walks to his new square.
His movement is accompanied by the
digitized sound of footsteps and clank-
ing armor. This is definitely a new and
interesting approach to a very old and
venerable game.

If you know how to play chess, you
know how to play Bartle Chess. The
normal rules apply; castling is permit-
ted, as is capturing a pawn en passant.
If, on the other hand, you have never
played chess, that’s OK, too; Interplay
includes a well-illustrated manual that

::r -:_ ¢ _:
T

.. ‘I-uh' . ! - \
My ‘h‘, -_.n._i-.- h
_" I‘h._ | = l,

oL

will help you learn.

The computer plays a good game of
chess, as far as I can tell. I know all the
moves and a little strategy, and it beat
me consistently on the second level. |
did considerably better on the novice
level.

More advanced players can adjust
the competition to a level they find sat-
isfying; Battle Chess has a library of
30,000 opening moves and ten levels of
ability. The higher the level, of course,
the longer it thinks. You can force the

Continued on next page
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computer to make a move—to take the
best move it has found up to that
point—if you get tired of waiting, but
that seems like cheating.

When you load Battle Chess you see
the chess board in front of you with the
pieces arranged on it. The game starts
upin three-dimensional mode, but there
is a two-dimensional board if you want
to play it that way. Y ou move a piece by
clicking on it and the square to which
you want to move it. You cannot make
illegal moves.

Among the special features available
from the menu bar are options to take
back a move, restore a move you have
taken back, and have the computer sug-
gest a move for you. In addition, you can
play long distance chess, if both you and
your opponent have Hayes-compatible
modems.

The real attraction of Battle Chess is
the 3D animation. When you take a
knight with a knight, for example, the
attacking piece approaches the other
with his sword drawn. They fight it out
for a moment with swords clanging. The
rest of the scene then becomes like
something from “Monty Python and
the Holy Grail.” The attacking knight
cuts the enemy down, a limb at a time,
and assumes control of the square.

I was so fascinated with the anima-
tion in Bartle Chess that | used the setup
option to try every combination of at-
tacking and defending pieces 1 could
think of, just to see what would happen.
Two of the best confrontations were the
rook (castle) taking the queen and the
pawn taking the king.

When moved, the rook changes from
a brick tower into a stone behemoth that
looks very much like The Thing from
Fantastic Four comics. He steps slowly
over to the queen, his heavy steps rever-
berating, picks her up, and stuffs her
into his mouth. The bishops and the
queens often use magic when taking an
enemy piece, while the King has lots of
tricks up his sleeve.

Battle Chess is a good chess game in
its own right, even without its fantastic
graphics. You can play alone or chal-
lenge a friend. You can have the com-
puter take over either side at any point,
or have it play itself. I also like the idea
of playing over the modem.

Battle Chess is a joy for both chess
players and computer graphics aficio-
nados, and those are the two groups to
whom I recommend this game most
heartily. —John S. Manor

Tomahawk

omahawk is a helicopter simula-

I tion that combines the realism of

a flight simulator with the action

of a shoot-em-up. It is not a new release,

but one that is still available and defi-

nitely merits consideration by 8-bit
gamers.

While the program lacks the com-
plexity of SubLogic’s popular Flight
Simulator, the graphics are very simi-
lar. The horizon is represented by a line
across the middle of the screen. Objects
such as trees, mountains, buildings, and
assorted targets appear as three-dimen-
sional line drawings. This graphics
technique works well in creating a 3D
world in which to set the simulation, but
the overall effect is unimpressive to
those who have become accustomed to
the superior graphics usually offered by
Atari computers.

Tomahawk offers four different mis-
sions, the first of which is strictly for
training; there are no enemy forces with
which to contend. In this mode, you
have time to learn to control your AH-
64A Apache Advanced Attack Heli-
copter.

Modeled on the real thing, your craft
is equipped with three separate weapons
systems, including three-mile guided

missiles and rockets with a range of
4000 feet. The instrument panel, which
provides all the information you need to
complete your missions, occupies the
lower half of the screen.

Tomahawk allows you to adjust
weather conditions and level of difficul-
ty for each mission. Once the mission

Swiftar

he evil Cyborgs have taken over

the planet Akaron, and it is up to

you, as Captain of a Warp Fight-
er, to dispose of these pesky aliens. As
you penetrate wave after wave of Cy-
borgs, you begin to notice crystals float-
ing by. Grab ten of these—one from
each wave—and you will restore the
planetary force field that once protect-
ed Akaron.

For each wave, the Cyborgs use dif-
ferent weapons. By far the most potent
alien weapons are the mines, spiked
grey balls, which when hit explode,
sending forth a cloud of mini-mines that
home in on your ship.

The first wave of aliens is the easiest
to defeat. Cannons shoot at you, rotat-
ing balls roll down the screen, and some
of those dangerous mines show up. The
next wave is reminiscent of the old Atari
game Caverns of Mars. You ascend
through a cave, dodging the fire of wall-
mounted cannons and lasers. It is tough
to get through the cave, and there is a
surpise waiting for you at the top.

In the third wave, things really start

to get interesting. Tanks firing guided
missiles at you appear. Squadrons of
Jets also swoop at you as you try to avoid
the numerous rotating cannons. This
game 1s no walk in the park.
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hcgms, you control the chopper with
your joystick.

In the combat missions, you must
avoid attacks from both helicopters and
ground-based enemy installations. If
your craft sustains more than three hits
or four equipment failures, it will crash.
You can, however, have damage re-
paired if you can find and land at one of
the four friendly bases located in each
sector.
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In addition to dodging enemy fire,
you must attempt to destroy the sources
of the attacks. Although you can use
one of eight on-board laser-guided mis-
siles to hit distant targets, you get more
points if you use rockets or a chain gun
at closer range. It is quite gratifying to
watch your targets explode, particular-
ly if you can avoid being hit yourself.

Landing the chopper is perhaps the
most difficult part of the game. You

must constantly adjust the torque of the
engines by pressing the Q and A keys to
achieve the proper rate of descent.

The pilot’s handbook that comes with
the program is quite comprehensive and
very detailed. A quick reference guide is
included to help you learn the keyboard
commands.

The single tragic flaw of Tomahawk
is the inability to save a game in pro-
gress. Missions three and four require
significant amounts of playing time to
complete, and there is no provision to
pick up where you left off, except by
pausing the game and leaving the com-
puter on.

By my reckoning, it would require
about 24 hours of continuous play to
complete mission three, which requires
you to clear 128 sectors, each of which
contains eight targets, for a total of
1024 targets. This is simply too much
time to devote to any game in one sit-
ting.

My only other complaint about the
game is that the drudgery of clearing
sector after sector of enemy targets can
become monotonous.

Overall, however, Tomahawk is an
intriguing game and one that deserves a
spot in most 8-bit gamers’ libraries. Asa
flight simulator alone, the program is a
worthwhile buy. —George Hulseman

s

The remaining seven waves assault
you with even more impressive military
hardware. There are bombers, helicop-
ters, laser satellites, battleships, fast at-
tack boats, and even a mother ship.

Some of the waves present special
tactical problems, such as narrow val-
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leys and tall buildings in the cities. The
fourth wave is my favorite. There you
face the battleships, firing volley after
volley of shells at your ship. If you touch
an icon as it floats down the screen, you
acquire guided missiles to fire at the

ships.

Occasionally, messages appear in a
window at the side of the screen during
battle. These messages offer important
tips, such as reminding you to grab a
crystal.

This is important, because, if you
miss a crystal, you are doomed to repeat
that wave when you reach the force field
at the end of the game. You need all ten

jewels to reactivate the force field.

Swiftar can be played at any of three
difficulty levels—easy, medium or
hard. In this game, easy is hard, medi-
um is harder, and hard is as fast and as

difficult as any stand-up arcade game |

have ever played.

To get practice on difficult waves,
hold the Control key down and type
ACS at the screen on which you are
asked to choose a difficulty level. A new
screen lets you choose the wave on
which you want to start playing. To
finish the game you still have to play all
the waves and gather all ten crystals,

Swiftaris a high quality shoot-em-up
arcade game with sharp graphics and
lots of interesting surprises and chal-
lenges. The game is very playable, as

each wave is a satisfying game in it-
self.

—John S, Manor
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hose poor aliens ... everyone
picks on them. But they asked for
it: they have invaded every fic-
tional planet in the universe and be-

yond, and they never seem to learn that

theirs is a lost cause—particularly with
an ace fighter pilot like you in the cast.

In Zynaps, you get toshow a bunch of
the toughest green-blooded antennae
wigglers you've ever come up against

just what you are made of.

Zynaps is another in the long tradi-
tion of Scramble-type games. You fly
your fighter through horizontally
scrolling caverns as waves of alien

S treet fighting games are currently
enjoying enormous popularity
among both arcade and computer
game enthusiasts. The genre is not new,
however; as long ago as 1986 (three
years is a long time in this industry),
Renegade was a hit in the arcades. Now
Sega has released a home version of this
trendsetter.

As the ST version of the game begins,
you find yourself surrounded first by a
gang of vicious subway thugs. Then, by
a gang of bikers on the waterfront.
Next, by a group of female marauders
wielding whips and clubs on a sleezy
downtown street.

You then move on to Mean Street,
where the thugs are equipped with ra-
zors. And finally, a confrontation with
Mr. Big and his henchmen rounds out
the action. Each level is timed, and a life
is lost if the leader of each succeeding
gang is not disabled in the allotted time.

Joystick control is easy to master, be-
cause the number of possible moves is
limited. By holding the fire button down
and pressing the stick to the left or right,
you can, for example, throw a punch at
your adversary. Moves cannot be made
in rapid succession; one must be com-
pleted before another can be selected.
Consequently, the joystick often seems

unresponsive.

From the very beginning, your rene-
gade character is assaulted from all
sides, and the odds seem almost insur-
mountable. On the first level, for exam-
ple, four weaponless toughs are accom-
panied by two masked marauders
wielding whips, all of whom must be
decked twice before they vanish. In the
background skulks a seemingly inde-
structible karate expert, the leader of
the pack, who must be decked at least
four times before he gives up the ghost.

It is best to go after the weapon-
equipped gang members first. In the
case of those wielding whips, it is disap-
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spacecraft do their best to collide with
you, hit you with mines, or force your
ship into a wall.

You start out firing lasers at the
aliens, but you have several other weap-
ons to call upon, including plasma bomb
throwers, homing missiles, and seeker
missiles. You select weapons by collect-
ing the energy “stars” left behind by
zapped aliens; your Weapon Activation
Indicator changes every time you hit a
star, cycling through your list of weap-
ons. When you see the weapon you
want, you hold the joystick button down
and scoop up one more star, activating
the weapon. This system is about as easy
to use as it is to describe; sometimes I
select missiles and get bombs or vice
versa—it is difficult to predict.

You are supposed to be able to in-
crease the power of your weapons and
the speed of your ship, but in hours of
play, 1 have yet to see this happen. I
blame all this on the manual, which is
blatently inaccurate in its description of

several commands. Nevertheless, Zyn-
aps is quite playable.

Fighting your way through to the
alien base is a difficult task; you could
spend days practicing just to get
through to the next area. The alien ships
look like rubbery balls and flying birds,
which fly erratically toward your fight-
er, making it difficult to hit them with
your lasers. Missiles make things a little
easier, because you get to fire both la-
sers and missiles at the same time.

Bombs are meant more for ground
installations, but they also help in the
air. There isn’t too much resistance
from the ground, but the guided missiles
the aliens occasionally launch at you are
tough to avoid. First they hover until
you get close; then they move toward
you slowly, either hitting you or forcing
you against a cavern wall. And they are
not affected by laser fire; you must ei-
ther avoid them or wait until they ex-
plode on their own.

Zynaps appears to be divided into

distinct sections. When you get shot
down, you return to the beginning of the
section you were working on—if you
still have one of your three lives left. The
caverns disappear after a while, and if
you are really good at the game, you
find yourself flying through space to an
encounter with an alien Command Ship
or, even worse, a Mother Ship.

Doing well in Zynaps requires the
reflexes of an F-14 fighter pilot and the
eye of an eagle. If you somehow manage
to get to the end of the game, you must
use your lasers, missiles, and bombs to
blast the alien base to smithereens.

Zynaps is a simple, straightforward
shoot-em-up arcade game that is very
difficult to beat. The aliens fight you for
every foot of ground you gain in the
caverns, and the game provides all that
a good arcade game should—satisfying
graphics, plenty of action, and a real
challenge. If you are looking for some
serious arcade action, Zynaps is a game
to consider. —John S. Manor

pointing to see how quickly they recover
from your assault. You will find it very
difficult to inflict a second knockout on
these opponents, because they recover
instantly—this in contrast to the weap-
onless thugs, who recover much more
naturally. This is such an obvious fault,
that it can only be attributed to an error
In programming.

The inconsistent recovery pattern is
just one of several examples of careless
programming that detract from the
game and make it something less than
fun to play. The opponents are too good
at what they do; the level of difficulty is
too great for all but the most experi-
enced players; and the frustration fac-
tor is all but intolerable.

And if play value alone were not
enough to consign Renegade to the
ranks of the second rate, there would
still be the matter of graphics: Rene-
gade is over the technological hill in the
graphics department. Taito used the
original graphic files for the ST release,
but remember, those files are more than
three years old. The characters are
poorly drawn, with dots for eyes and
dashes for mouths—Iless realistic than
we have come to expect from even 8-bit
software.

I congratulate Taito for entering the
ST market with home versions of its
most popular coin-ops, but Renegade is
no great shakes for ST owners—better
quality products have been around for a
long time. —Frank Eva

Ynu are flying your combat jet
over enemy territory when sud-
denly a blip appears on your ra-
dar. It's an enemy aircraft, coming right
at you, and he’s not there to play games.
You accelerate to your top speed, arm
your missiles, and hope to get off the
first shot. In a duel to the death, you roll
and dive through the skies as you play
Top Gun.

Top Gun can be played against a
computer opponent or another human
pilot. The display is a spit-screen that
shows the instruments and cockpit view
of both aircraft. Both pilots have an
altimeter, air speed indicator, weapons
indicator, enemy above/below indica-
tor, and game-related instruments that
Continued on next page
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indicate damage, cannon temperature,
and thrust level. An artificial horizon
and climb/dive indicator guide you in
flight, and radar shows the position of
the enemy. When you get close enough
to fire a missile, a Missile Lock-on indi-
cator counts down three seconds from
the time you get the enemy jet in your
sights to the time you can fire.

You can useany of three weaponsina
dogfight—a cannon, missiles, or flares,
You must hit the enemy jet with 25
shots before it will succumb, but a single
hit with a missile will obliterate him.
When one of his missiles comes at you,
you can avoid it by shooting off a flare at
just the right moment. If, however, your
timing is off, your military career is
Over.

Each pilot starts the game with three
lives. Your goal is to advance through as
many combat missions as possible be-
fore losing all your lives. You must
shoot down your opponent three times
in a given mission before he does the
same to you. If you are playing against
the computer, you then advance to the
next mission and receive three new lives.

The computer opponent starts get-
ting really tough to beat around the
third mission, so you need not fear that
the game will lose its challenge.

The animation and graphics in Top
Gun are limited to the wild blue yonder:;
there is no scenery. The planes appear
as wire-frame objects that are nonethe-
less well animated. When a plane is shot
down, the explosion is a simple expand-
ing star-like figure. You also see the
view from his cockpit as your opponent
twists and turns on his way to earth. The

opening graphics are nice, with a cool
Top Gun logo and a launch sequence
from two carriers, neither of which has
anything to do with the game.

The only complaint I have about Top
Gun is the documentation. The manual
describes the game adequately, but lists
the wrong commands for the ST ver-
sion. It took me only about five minutes
of experimentation to figure this out,
but I expect more consideration from
the publishers of any game—even one
from budget line.

Documentation notwithstanding,
Top Gun is a pretty good game at the
budget price of $14.95. You can buy
similar games, with more aircraft func-
tions and better missions, but they cost
two or three times as much. Top Gun
will give you a taste of air combat and a
good deal more than $14.95 worth of

playability. —John S. Manor

Thc first video game I ever played
was Atari's Breakout. It was col-
orful, easy to play, and lots of
fun. Now, quite a few years down the
technological road, Taito has taken
brick-breaking a few steps further in
Arkanoid.

The silly sci-fi scenario that accom-
panies Arkanoid claims that you are
controlling some kind of escape pod, but
in reality you are in control of nothing
more than a good old-fashioned paddle.
Using your paddle, you must make your
way through 33 brickstrewn screens,
each of which sports a different and
more challenging pattern of bricks.

Some of the bricks must be hit twice
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to be eliminated, while others can’t be
destroyed at all. And then there are the
strange creatures that pop out of the top
of the screen and interfere with your
shots.

To help even the odds, the game de-
signers have included bonus capsules in
some of the bricks. When a brick that
contains one is struck, the capsule falls
out; to claim the special ability it be-
stows, you must grab the capsule before
it gets to the bottom of the screen.

The bonuses bestow the following
abilities: advance to the next level, catch
the ball and release it in another posi-
tion, divide the ball into three balls, dou-
ble the size of the paddle, add laser guns
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tothe paddle, add an extra life, and slow
down the ball.

Your paddle is controlled by the
mouse, a system that works very well.

The graphics in the ST version of
Arkanoid are not spectacular, but they
are true to the coin-op version. Sound
effects are limited to the usual boops
and beeps, you expect to hear in this
type of game and, perhaps because of
their familiarity, complement game-
play effectively.

Arkanoid offers the kind of addictive
fun that will have you saying, *“Just one
more time’ ... for the next five
hours. —Clinton Smith
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and assumed many roles over the

years, but I think | am safe in saying
that Populous is the first game that has
ever cast me as a divine being.

As the divine being, your goal is to
ensure that your followers survive and
flourish, while those of the other (obvi-
ously false) god disappear from the face
of the Earth.

The screen is split into several sec-
tions. The Book of Worlds, lying open in
the upper left-hand corner of the screen,
displays a map of the world in which you
currently find yourself. The Closeup
Map, which occupies most of the screen,
is a 3D closeup of that world, showing
your people and the landscape in detail.
You can move around and see other
parts of the world by clicking on either
the direction arrows or a spot on the
Book of Worlds map.

The Command Icons, located in the
bottom left-hand corner of the screen,
let you choose which of your divine pow-
ers to use. The Manna Bar keeps track
of your magical powers. As the number
of your followers grows, so does your
Manna, and an arrow on the bar shows
you which powers are currently avail-
able to you. The Shield Summary re-
veals the strength of your followers and
that of the enemy.

You do not have direct control over
the actions of your followers; they go
about their business unaware that you
are looking on. When they find a flat
parcel of land, they build a house, and
after a while, the house yields more fol-
lowers, who build more houses, and so
on. The more houses there are, the more
followers you have, and the greater your
power becomes.

The power you use most in Populous

Ihav: played many computer games

is the one that allows you to change the
contours of the land to provide your
followers with nice flat places on which
to build. The size of the flat space deter-
mines the size of the house your follow-
ers can build; bigger houses produce
greater numbers of followers and in-
crease your Manna proportionately.
Your people are also affected by the
kind of world in which they live. Grass-

lands provide a nice climate with plenty
to eat. Deserts spell a quick demise for
those who wander through them for ex-
tended periods. And ice and snow se-
verely impede population expansion.

While you are busy creating flat-
lands, the followers of the other god are
also busy building and proliferating. As
your Manna increases, however, you ac-
quire the ability to slow their progress
by inflicting on them disasters of vari-
ous sorts.

An earthquake causes a section of
land to shake violently, destroying most
of the houses that have been built there.
Using a less direct method, you can cre-
ate a swamp, which will swallow up any-
one who walks on it.

Choosing the Knight command turns
your people’s leader into a destructive
knight who heads for enemy land, where

he kills any followers of the enemy he
meets and sets fire to their houses. In-
voking a volcano causes the land to rise
violently, destroying any houses in the
vicinity.

A flood covers all low land with sea
water, washing away buildings and
drowning the inhabitants. Floods can
also affect your people, so be sure to
build on high land if you plan to rely on
the flood to keep the enemy’s followers
under control.

Your ultimate weapon is Armaged-
don, a command that compels both pop-
ulations to head toward the center of the
world and engage in a final battle. If
your population outnumbers your op-
ponent’s, you will probably win control
of the world.

In addition to the single-player game,
which requires you to take on the com-
puter, you have the option of playing
another person via modem.

The great graphics are enhanced by a
lot of neat digitized sound effects—the
voice of the evil entity when you win a
game, for example. If you use a double-
sided drive, you get to hear the digitized
theme song, but it isn’t so great that you
have to worry about running right out to
buy a new drive if yours isn’t double-
sided.

Populous should appeal to Atarians
who don’t often find much of interest in
the Software Survey section of Explor-
er, Atarians who want to do more than
move back and forth and shoot or rescue
the sacred orb from the powers of evil,
Atarians who appreciate an intellectual
challenge. If you are looking for some-
thing completely different that will,
nonetheless, keep you entertained for
hours on end, try Populous.

—Clinton Smith

Populous
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SW475 fighter over the planet | start out with a simple gun that shoots | the ability to increase the size and range
Orac. You are humanity’s last best | bullets. By gathering gold stars left be- | of the craft.
hope to defeat the alien race that has | hind by the aliens you destroy, however, Also after touching a star, you have
taken over the planet. The aliens are you can earn the energy necessary to | the option of speeding your ship up con- ]
waiting for you though, with their most | make use of some of the advanced sys- siderably, which is almost a necessity if
sophisticated weapons at the ready. tems your fighter has to offer. These | you are tosurvive for any length of time.
Fortunately, your fighter is equipped systems include bombs, lasers, shields, | You can do this five times. If you need a

In Alcon you pilot a sophisticated | to deal with this perilous situation. You | homing missiles, sideways firing, and
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rest, you can pause the game with the
Esc key.

Alien ships always target your cur-
rent position, so it is important to keep
moving. If you have earned enough ex-
tra speed, you should be able to dodge
most of their shots. The homing missiles
are your best weapon at the beginning
of the game. It takes time to earn them,
but they are well worth the effort. You
can fire missiles in eight directions at
once, and they will hit their targets
without fail.

Some of your other weapons are use-
ful in special situations; the shield helps
in areas of heavy alien fire, while the
bombs are come in handy against strong
fortifications. The aliens always come
at you from the same places, so you can
study the game and devise effective pat-
terns of attack and defense.

You start out with five fighters, and
an extra is awarded after 50,000 points.

What I like most about 4lcon is the
flexibility if offers in the ways you can

use your weapons. You can switch to
any weapon at any time, as long as you
have earned sufficient energy stars for
it. There is sup to be a way, undoc-
umented in the manual, to h}"]}ﬂl"'-'-’ﬂ rpto
any area on the planet by saving your
energy and applying it to the engines of
the fighter instead of the weapons. |
haven't figured out how this happens
yet, but I'm still working on it.

I also like the variety of terrain and
weapons the aliens send against you. At
the beginning of the game, you encoun-
ter two main types of ships, but ground
installations and dreadnaughts show up
as you cover more of the planet surface.

One thing I don’t like about Alcon is
the way you fire your weapons; you have
to press the fire button for every shot. |
like to be able to hold the button down
for automatic fire.

My only other minor criticism is that
you cannot store your high scores to
disk. After playing a long game, I like to
have something to show for my effort.

These are minor criticisms, however,
and won't detract significantly from
your enjoyment of the game.

The graphics in Alcon are sharp, col-
orful, and appealing, though the anima-
tion seems to slow down when many
ships are on the screen. At the start of
the game you can choose to hear sound
effects or music while playing. The
sound effects are good, with realistic
zaps and explosions. The music is excel-
lent, adding excitement to the game
without becoming annoying.

Alcon comes with an instruction
booklet. A cartoon inside the disk folder
describes humanity’s struggle against
the aliens. The program uses a keydisk
copy protection scheme, so it can be
played from a hard disk.

Alconis a well-designed arcade game
with plenty of playability. The variety
of weapons and aliens to shoot them at,
along with the ever-changing terrain of
Orac, promise to deliver many hours of
shoot-em-up fun. —John S. Manor

Bubble Bobble

ravel with Bub and Bob, minia-

I ture Brontosauri, as they try to

rescue their friends from the evil

Baron von Blubba. That’s the scenario

of Taito’s hit arcade game, which has
Just been converted to ST format.

The arcade version of Bubble Bobble
was voted one of the top money-makers
of 1987-88 by U.S. arcade operators.
And even though I can not comment on
the accuracy of the conversion, I believe
Bubble Bobble is good enough to rate a
high score as a computer game, regard-
less of its roots.

Bubble Bobble combines the play me-
chanics of several groundbreaking ar-
cade games to arrive at an enjoyable
and refreshingly non-violent game.
Your job is to make Bub and/or Bob
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blow bubbles to encase villains. You
then attempt to burst these bubbles,
which causes the encapsulated beasties
to be magically transformed into special
rewards, which can be collected for bo-
nus points.

The simultaneous two-player mode is
especially enjoyable for parents to play
with young children. A single-player
mode is also available. The joystick is
used to move Bub or Bob left, right, and
up with rewarding precision.

Your little dinosaur can leap to a
platform above him and suffers no ill
effects if he falls off. Consequently, the
frustration factor is negligible.

Pressing the fire button causes a bub-
ble to be blown. If the bubble is close
enough to a baddie, it will surround him

and start to float him away. Bursting a
water bubble acts as a sort of smart
bomb, knocking out many beasties at
one time.

There are 100 levels of progressive
difficulty and numerous rewards to be
collected. Although a game can be re-
started with the joystick, no provision is
made for restarting at the level on which
your last life was lost. There is a high
score screen, but this, like other Taito
conversions, lacks the ability to save
scores to disk.

The graphics are very cute, and each
on-screen hero and villain is uniquely
animated. All in all, Bubble Bobble is a
wonderful romp. —Frank Eva
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outerspace have constructed a stu-
pidity machine designed to reduce
the 1Q of Earth’s population and enable
the bad guys to conquer the planet with-
out a fight. Your mission is to guide

It is the year 1997, and aliens from

Zak McKracken and the Alien Mindbenders

hero Zak McKracken in a solar system-
wide quest for a way to end this wanton
waste of brainpower.

Zak is a freelance reporter for The
National Inquisitor, a hint-packed copy
of which is included with the software.

" L

You start your quest in the bedroom of
Zak’s apartment in San Francisco. Sur-
rounding you are a bed, a dresser, a fish
named Susi, a telephone, an answering
machine, a desk, a lamp, a plant, a cat
clock, a window shade, a rug, a tear in

specially equipped ship, the Thun-
der Cloud II, are pitted against a
group of rebels out to take over the local
star group. Your mission is two-fold—
you must protect the Stellar League’s
base and stop the rebel advance. You fly
your ship around the galaxy, attacking
the rebels wherever they show them-
selves. If they reach the base, all is lost
and the era of peace enjoyed by the
Galaxy will end, along with the game.
The Thunder Cloud I1 is a neat-look-
ing needle-nosed fighter armed with
powerful lasers. You can blast away
dozens of enemy ships before even one
of them can get through to fire at you.

In Galactic Conqueror you and your

Galactic Conqueror

To protect you against enemy fire, you
have a shield, the condition of which is
displayed in glowing blue in the upper
left corner of the screen. When the
shield is gone, the next enemy hit on
your ship destroys it. Don’t worry
though, because you will just be tele-
ported back to your mother ship where
you can launch another fighter. You
never run out of fighters. The shield is
re-energized when you return to your
mother ship before each new stage of
the game.

Galactic Conqueror is played in three
stages. You start the game after your
mother ship deposits you on the surface
of a planet. You must blow away rebel

missile silos, mines, robots, and even
meteorites with your powerful lasers.
The second stage is an aerial dogfight
with the rebel Space Army, composed
of one of four kinds of fighters inter-
mixed with mines, missiles, and meteor-
ites.

The third stage is set in space. You
meet the rest of the rebel army in a duel
to the death. In this stage you have to
watch out for the Imperial Enemy Ship,
which delivers rebel troops to the plan-
ets. Blast it, and you get bonus points.

After you clear all three stages on the
planet, you return to the mother ship,
where you see a strategic map of the
galaxy with the Stellar League base in

62 ATARI EXPLORER NOVEMBER/DECEMBER 1989

B R i




the wallpaper, and a door.

A hint to get you started: Under the
rug are some loose boards, which can be
removed with a monkey wrench.
Squeezing into the resulting hole in the
floor is a good way to start the game.
The usual adventure game conventions,
such as the need for a source of illumi-
nation in a dark place, are in effect
throughout the game.

You control Zak entirely with the
mouse, 1ssuing commands by clicking
on any of 20 verbs displayed at the bot-
tom of the screen in combination with
any object on the screen or in your un-
limited inventory. The inventory, too, is
displayed at the bottom of the screen.

When a character speaks to you, his
lips move convincingly, while his words
appear in a two-line message box at the
top of the screen.

During the early stages of the game,
Zak is invulnerable; no amount of stu-
pidity on your part can kill him. As
things progress, this changes. The pro-

gram does, however, warn you of im-
pending danger, telling you, for exam-
ple, that Zak has only two minutes
worth of air left in his space suit.

In Zak McKracken, the key to suc-
cess is the solution of clever puzzles,
rather than the avoidance of capricious
fatality, and if you get stuck on one, you
are free to try another. Often solving
one puzzle either provides or leads to
the solution of another. In general, |
think many players will find this ratio-
nal, logical approach to gameplay much
more satisfying and less frustrating
than the deus ex machina approach.

The detailed graphics are excellent
and often helpful in solving the puzzles.
In addition, I found that my interest in
the graphic scenes motivated me to in-
vestigate. There are 15 cities to which
you can travel, and each city has be-
tween one and thirty screens for you to
explore. Animated sequences are fre-
quently used to complete a character’s
action and to show what the aliens are

up to. Pressing the Esc key halts an
animated sequence.

There is no copy protection on the
three disks that are included in the
package, so you can make backup
copies or run the game from your hard
drive. You can save 16 games—or
more, if you copy the saved game files to
another disk or directory. A hint book is
available directly from Lucasfilm
Games for $7.95.

At first $44.95 seemed like a lot of
money to pay for a game, but so far |
have spent 40 hours playing Zak
McKracken and the Alien Mind-
benders, and | expect to spend another
20 hours before | finish it. Sixty hours of
entertainment comes out to 75 cents per
hour, which doesn’t strike me as a bad
value at all—especially given the high
quality of the gameplay.

If you like clever, puzzle-oriented ad-
venture games, don’t miss Lucasfilms’
Zak McKracken and the Alien Mind -
benders. —Darryl May
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the center of the screen. Red dots repre-
sent the advancing enemy, blue dots are
friendly worlds, and four moons at the
corners of the screen give you early
warning of rebel attacks. You must pro-
tect them as well as the main base.

You can examine a planet by moving
a cursor over it and hitting the joystick
button or the spacebar, which causes a
digitized picture of the planet to appear
along with a drawing of the kind of rebel
fighter you will find there. Some of the
fighters are more destructive than oth-
ers, so this information can be impor-
tant.

The rebels continue to advance while
you are studying the map, sodon’t waste
too much time planning your next move;
select the most strategic rebel-occupied
planet and warp your ship on over to it.

I like some of the special functions
built into Galactic Congueror. Using
the ST function keys, you can save or
load a map, stop a game and go to the
map, pause, or quit the game and see
high scores. Another function key pro-
vides a close-up digitized view of your
fighter during the battle, and yet anoth-
er allows you to speed up the already
furious action by accelerating your ship.

The graphics, animation, and sound
in Galactic Congueror are good. Your
ship spins through space while dogfight-
ing, and rebel ships make kamikaze
dives at you. My only complaint is that
everything comes at you from the center
of the screen, making it hard to see the
detailed graphics and judge who to blast

first. The action is so fast I just held
down the fire button and moved the ship
to spread my laser fire and blast (al-
most) everything in my path. The
sounds of the lasers and the explosions,
which seem to have been digitized, add
to the enjoyment of the arcade action.
Galactic Congueror comes with the
disk and a manual. The manual was
adequate, though I noticed some errors.
The F6 and F7 keys don’t perform as
advertised; use Help and Undo instead.
And F9 moves your score and shield
indicator to the bottom or top of the

screen—something the manual doesn’t
mention.

Galactic Congueror is quite addic-
tive, even though the action doesn’t
change much from planet to planet.
This sameness detracts from the overall
play value of the program and keeps
Galactic Congueror from being one of
the all-time greats.

Nevertheless, I recommend the game
for shoot-em-up lovers, because it held
my attention long after I had seen all it
had to offer. —John S. Manor

"Don't anybody move or I'll digitize you with my scanner!"
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played on or more of the good golf

simulations currently available for
the ST. But have you ever had the urge
to apply your golfing skills to something
a little more whimsical? Something
that would take full advantage of the
color and graphics potential of your
powerful Atari ST?

II" you like golf, you have probably

Well, now you can with Zany Golf, a
game that lets up to four players com-
pete on a whacky ten-hole miniature
golf course,

In addition to its own rules and obsta-
cles, each hole has its own par—the
number of strokes you have in which to
complete it. If you run out of strokes the
game is over. When all players have run

wound/Par

out of strokes, a score screen shows how
many holes each player has completed,
the number of strokes each used on each
hole, and the total number of strokes
racked up by each.

The game gives you some general ad-
vice and an overall picture of the hole
before you start playing it. You use the
mouse to set your ball on one of three

Strokes left
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hunder Blade is one of Sega's
smash hit coin-op games and one
of only a few that have truly cap-
tured my heart. Its popularity was
somewhat eclipsed by the hugely suc-
cessful co-release, After Burner. Never-
theless, Thunder Blade was on the cut-
ting edge of arcade technology and to
this day has not been surpassed by any
similar product.
Some reviewers would pan a coin-op

conversion that didn’t improve on the
original, but I'm not one of them. Give
me a computer version that faithfully
mirrors the original, and I am usually
satisfied. Thunder Blade for the ST is,
unfortunately, not faithful enough to
satisfy me.

Thunder Blade combines vertical
and full perspective scrolling in a heli-
copter attack scenario that features re-
alistic 3D effects. In the first scene, for

HIT

example, the chopper moves toward and
away from the screen as you change
altitude; the cityscape below is contin-
ually redrawn to give you the feeling of
plunging in and out of open areas be-
tween huge skyscrapers.

The graphic rendition of Thunder
Blade for the ST has some definite plus-
ses. While much of the detail in the
original game had to be sacrificed to
allow blitterless STs to keep pace,
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starting spots on the green. Then you
hold down the left button, leaving be-
hind a line that extends from the ball
away from the hole; the longer the line,
the harder the putt. Let go of the mouse
button to putt.

I have never seen a real putt-putt golf
course without a windmill, and sure
enough, Zany Golf has one on the very
first hole. If you hit the ball through the
door of the windmill, you earn an extra
stroke. If you miss, the ball rolls down a
ramp and reappears at the bottom of the
hill. When you get close to the hole, you
see a flag marking your target. The flag
disappears into the hole when the ball
gets close.

The second hole, the Hamburger
hole, has to be my favorite. The green is
U-shaped green, and vou have to
bounce your ball off a squirting catsup
bottle and roll it under a bouncing ham-
burger, complete with tomatoes, pickles
and onions. Clicking the mouse button
makes the burger bounce higher. The
animation throughout Zany Golf is
amusing and takes good advantage of
the graphic capabilities of the ST.

Some of the courses in Zany Golf
have ingenious ways of getting the ball

where you want it to go. On one hole,
you have to blow the ball around with
electric fans; on another you can control
the ball with the mouse when it rolls
onto colored tiles. One of my favorites is
the pinball hole, which is set up like a
pinball machine with bumpers, targets,
and flashing lights. You must keep your
ball in play with flippers at the bottom
of the screen until it bounces into the
hole at the top left of the machine.

I found Zany Golf refereshingly
playable. You have no manual nor sys-
tem of controls to memorize; it's just
you and the golf course. The learning
curve is about 30 seconds long.

Even though Zany Golf is a simple
game, it should provide enough chal-
lenge and relaxation to keep any gamer
happy for a long time. You will find
yourself clicking for just one more
game, because there are always new
tricks to master. And you can always
improve your score and try to break
par—just as in regular golf.

Zany Golf is a good entertainment
value. It combines the fun of a real min-
iature golf course with the imaginative
bells and whistles a good programmer
can conjure up. —John S. Manor

enough remains to save the conversion
from also-ran status. In fact, I know of
no other game for any home computer
that simulates the feel of a helicopter
ride as well as this one does.

Simulation aside, there are some
flaws that detracted greatly from my
enjoyment of the game—among them,
the wasteful title bar, which occupies
the top quarter of the screen, obscuring
much of playfield. The practical effect
of this is that the shots of enemy heli-
copters and tanks are frequently seen
before the vehicles themselves appear
on the screen.

Also, enemy bullets look the same
onscreen as your own, making it diffi-
cult to know which ones to avoid. The
only way to tell which is which is some-
how to determine which get larger (as
they approach your chopper) and which
diminish in size (as they move away).

A feature of questionable value that
has been added to the ST version is the
ability to reverse the vertical scroll,
making it possible for the helicopter to
reverse directions without turning. In
the scenario in which a naval vessel
must be attacked, this ability actually
becomes a hindrance, for no matter how
you try to maintain your airspeed, the
chopper seems to just crawl forward.
That may be more realistic, if the ship is

under full forward power, but it is cer-
tainly not the way the coin-op played.

The arcade game placed you in the
cockpit of the aircraft with a helicopter-
style joystick in your hands. A lever at
your left controlled your speed, and sep-
arate trigger buttons controlled missiles
and machine guns. Obviously, no one
expects to find this elaborate systemina
home version, but the translation to sin-
gle-joystick control leaves a lot to be
desired.

In the ST version of Thunder Blade
you increase the speed of the chopper by
holding down the fire button while
pushing the stick forward. But because
the trigger button also fires your weap-
ons, the potential for confusion and
frustration is great.

Thank goodness the programmers
decided to include a mouse routine! As
in Starglider, the mouse becomes the
controller of choice. The buttons keep
speed separate from firing, and control
of the movement of your aircraft is intu-
itive and smoothly executed.

Even though I found the ST version
of Thunder Blade disappointing, it is
still better in quite a few respects than
the other conversion 1 have played, and
it is still the best of its kind currently on
the market, so it will have to do for
now. —Frank Eva
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puter owner who has not, at some

time or other, played an adventure
game. And most of us who have set off
on an adventure more than once have at
least wondered how they are made.

Now owners of Atari ST computers
can now only find out how they are
made, but make up their own adven-
tures—simple or complex, graphic or
text-only—with the ST Adventure Cre-
ator by Sean Ellis, author of the similar
Graphic Adventure Creator for 8-bit
systems,

The first thing an adventure author
must do is create a setting in which the
game can take place, so S.T.A4.C. pro-
vides a powerful set of commands and
utilities with which you can create your
own fantasy world governed by your
own rules.

| have done some Basic program-
ming, and when [ saw the number and
complexity of the commands offered by
5.T.A.C., my first thought was that I
might as well attempt to program my
game in Basic. But as I became more
familiar with the package, my opinion
changed.

S.T.A.C. 15 menu-driven, and the
menus are basically similar, so they are
easy to understand and use. Your ad-
venture begins to take shape as you map
out the rooms (or locations) in which
your adventure is to be set. Then you list
the objects that will be found in the
rooms. All this is done by entering infor-
mation on forms accessed via menus.

The next step is more complex: you
enter commands, many of which have to
do with *“conditions,” in sentence form.
A condition tells the program what todo
when a player enters a room or picks up
an object. A typical condition might
have a form like this: “If you are in room
6 and have a gold coin and give it to the
ogre, then the ogre leaves you alone.”
An alternative condition, which might
be the next sentence, would be: “If you
are in room 6, but you don't have the
gold coin, the ogre attacks you. You die.
The game is over.” Conditions govern
the action of the game.

All commands and conditions are en-
tered using the S.T.A.C. language. A
simple condition entered in S.T.A.C.
might look like this: if verb “give” and
noun “coin’ and carried 3 then message
8 20 +count. In other words, having
enocuntered the ogre, you should enter
GIVE COIN. The program checks to see
that you have object number 3 (a gold
coin) on the list of objects, which you
have entered from one of the menus. If

Il is hard to imagine an Atari com-
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you do, message 8, which you have also
entered from a menu, is printed. The
message might say, “The ogre thanks
you and moves aside to let you pass.”
You then get 20 points for being smart
enough to bribe the ogre.

This looks complicated, and it can be,
if you try to write a complicated adven-
ture. However, §.7.4.C. comes with a
set of standard adventure commands
and conditions, called the QSTART file,
already created for you. You can load
this file from the disk into the program
and build on it. You can also change it
or start from scratch.

T'he QSTART file offers pre-pro-
grammed ways to handle such things as

what happens when a player dies, listing
an inventory of what you are carrying,
and basic functions like turning graph-
ics on and off.

Unfortunately, the user manual just
doesn’t stack up to the rest of the pro-
gram. | found it vague in some impor-
tant areas—the way rooms are connect-
ed, for example.

The thing that saves the manual from
virtual uselessness is the step-by-step
description of the creation of a simple
adventure. This careful walkthrough,
along with the easy-to-use menus and
forms, does a good job of negating the
other shortcomings of the manual.

S8.T.A.C. includes a small collection
of utilities that make the process of cre-
ating your own adventure even more
enjoyable than it might otherwise be.
You can paint your rooms and draw
your objects with the built-in paint pro-
gram and add sound effects (bells, whis-
tles, beeps) and original music with the
sound utility. There is also a font editor
that lets you customize the text that
appears on the screen.

To close with a cliche, what you get
out of §.T.A4.C. will depend on what you
putintoit. §.7.4.C. makes designing an
adventure easy and a lot of fun. Your
imagination can run wild as you paint
rooms, choose objects, write messages,
and design traps and puzzles.

If you are a novice programmer, it
may take some time for you to feel com-
fortable with such programming con-
cepts as conditions, but if you know Ba-
sic, or any other computer language,
you should have no trouble getting
started.

5.T.A.C. impressed me with its ver-
satility. It is a very powerful program,
and you can even sell the adventures you
create, as long as you give credit to cre-
ators of S.T.A4.C.. If you love adventur-
ing and have the persistence to work
your way through the manual, you will
find S.T.A.C. an exciting new approach
to a time-honored form of computer re-
creation. —dJohn S. Manor

Back To A:\ *."

2. Press the Esc key.
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(515) 472-2293.

To change the directory line of the GEM file selector to
AN®*, regardless of what is already there:
I. Click on the directory line.

3. Click on the Move bar in the directory window.
AN** will appear on the directory line.

From The Atari ST Book of Tips, Instructions, Secrets
and Hints, © 1988 by Ralph C. Turner, Index Legalis
Publishing Co., P.O. Box 1822-20, Fairfield, IA 52556,
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PRODUCT REVIEW

Reallime

A high-end MIDI sequencer packed with features

whole new generation of MIDI
A sequencers for the Atari is now
making its way into the hands of
musicians eager to be on the leading
edge of computer-controlled music.
Among them is RealTime, a program
that combines the features of a solid
sequencer with a mult-tasking environ-
ment to create one of the best all-around
MIDI recording packages on the mar-
ket.

Part of the charm of RealTime is that
it was designed to be conducive to ex-
perimentation and creativity; part that
it offers many levels of complexity. The
price you pay for all this charm is that,
whether you are new to MIDI or a vet-
eran user, you will have to budget some
time to learn RealTime. Don’t expect to
assimilate it all within a few days; it
might be months before you are pushing
the limits.

Organizing Music

Unlike most sequencers, which orga-
nize musical information more or less
rigidly according to a multi-track tape
recorder model, RealTime offers a
more musicianly approach, which is
well-suited to those who compose their
music through improvisation and ex-
perimentation.

Under RealTime, music data are re-
corded (or entered via note-painting or
other editing features) on tracks per-
taining to different sections of a compo-
sition—verse, chorus, bridge, etc. Once
music data have been entered in a sec-
tion, the section is automatically placed
in the RealTime workspace library,

By MIHAI MANOLIU

from which it can be accessed to form
part of a more complex structure, called
a song.

Once a song is assembled (a click-
and-drag process that involves moving
sections from the Library window into
the Song window and specifying repeats
as necessary), it too becomes part of the
workspace library, where it remains
available to produce other, more com-
plex songs (see Figure 1). A section can
contain up to 256 tracks; a song, an
effectively unlimited number of sec-
tions and repeats—up to 999 bars of
music in all. :

The process of recording and arrang-
ing—of moving from track to composi-
tion and back again—is vertically inte-
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grated and completely interactive. New
tracks can be added to a section at any
time, and a variety of views (see below)
make it easy to examine and edit differ-
ent aspects of a track or section without
losing touch with how a composition as
a whole is evolving. Songs and sections
can be saved separate from other work-
space data.

Devices

RealTime also offers a useful ab-
straction called the Device, which helps
you organize the mechanical aspects of
your studio setup and automate certain
parts of the music-making process. De-
vices come in two types, drum and
synth.

Drum Devices store the names of the
sounds made by your drum machines or
samplers and the pitches associated
with them, providing a way of vectoring
rhythm track information through one
or another drum sound as if each drum
were an independent mechanism (see
Figure 2).

Synth Devices are more complex.
They are essentially automata used to
store collections of notes, chords, and
other musical figures for triggering
from within a composition. Sophisticat-
ed algorithms can be brought in-line to
activate synth devices in a wide variety
of ways—in specific orders, at random,
or according to a range of probabilities.

Devices can be loaded and saved sep-
arately or combined in files called De-
vice Lists. A particular Device List can
be set to load automatically when you
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Figure 1. The RealTime main screen. The workspace/file is called
BigBass, a name is reflected in the Library window in the upper left
corner. To its right is the Song window, Main A, and below is the
Main View window, opened to show the Section Main Thm. The
Event Area contains the notes for the two tracks. The toolbox
window appears at the bottom of the Event Area.

VOLUME 9 NUMBER 6 ATARI EXPLORER 6T




PRODUCT REVIEW

/h File Librar
_BIGBASS
(]

iiS!l!L_t 8 Regiome

e )

Figure 2. The Device window for a drum setup. MIDI equivalent

notes are being assigned for Tom 2.

boot RealTime, simplifying the process
of setting up devices for an established
studio arrangement.

Event Editing Tools

RealTime offers a variety of iconic
tools for editing different kinds of MIDI
data. You open the Toolbox by moving
the cursor into the Event Area and
clicking with the right mouse button. A
small window containing eight icons ap-
pears (see Figure 1). Among these, the
most powerful is probably the Monkey-
wrench, which, in combination with the
Shift key, allows you to change the
pitch, velocity, and /or duration of indi-
vidual notes.

Other powerful tools include the
Eraser, used to excise notes individually
or in small groups, and the Selector,
used to define regions of notes for fur-
ther algorithmic editing or modifica-
Lion.

Tocreate global changes in a particu-
lar type of MIDI data, various “smart
editing™ features can be employed (see
Figure 3). Events to be altered can be
selected according to source (i.e., re-
corded data, data generated by Devices,
data entered manually, etc.); type (i.e.,
MI1DI controller data, pitch wheel data,
etc.); pitch range, velocity, and/or du-
ration (for note data); or other vari-
ables.

Values can be transformed by abso-
lute or relative amounts, scaled by per-
centage, quantized into a range of mul-
tiples, etc. If you know the MIDI
protocol well, these features can be used
to do a wide variety of useful tinkering
on raw data—from quantization and
transposition to note and controller
thinning.

(el R T [
(T

¥ FT Ty s
Ll

Nl

tions 0171811835

Special I Channel I

|1k
L
£ 3] @
[1.1]
s§ > | D? *
Hithin § ™ ]
"Dl
L] ]
=== f§ NSEL ===! J it
ize T ]
Cancel Feplace
__ﬁ
ol K

Figure 3. The Smart Edit window. The operation shown is about to

scale all notes with pitch higher than D2 and velocity greater than
60 to 75% of their original values. The selected edit area is shown
darkened in the background.

System: Atari ST
Version reviewed: 1.11

Copy protection: Yes

Summary: One of the most versatile
new sequencing programs on the
market

Price: $350

Manufacturer:
Intelligent Music
116 North Lake Ave.
Albany, NY 122086
(518) 434-4110

Views

RealTime also offers a variety of
more abstract views on your recorded
data that let you establish relationships
between tracks, control ranges of ef-
fects, and perform other types of editing
and arrangement without handling
MIDI data directly. The Velocity/Ve-
locity percentage and Articulation/Ar-
ticulation percentage views allow you to
control the velocity and duration of note
data for each track.

Controls associated with this view
also allow you to set absolute values for
velocity and articulation for up to five
predetermined velocity/articulation
Strike symbols, plus probabilistic limits
used to restrain the behavior of the ran-
dom Strike symbol. (Strike symbols are
used in note-painting.)

Other controls allow you to set per-
missible deviations in velocity and artic-
ulation, which is useful for re-establish-
ing a human feel in pre-quantized
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MIDI track data.

The Track Bondage view slaves (so to
speak) one track to another and creates
variations of the master track, which is
useful for orchestration, rhythmic em-
phasis, unusual doubling effects, and
algorithmic variations. A variety of
controls determine which aspects of the
master and slave tracks are preserved.

The Pitch View gives you control over
transposition and lets you specify what
percentage of the notes on a track are
played (note density). It also offers a
way to control the Note Order feature,
which is used in conjunction with synth
Devices. The Time View is used for both
shifting the time location of a track and
blurring the timing slightly through
time deviation control.

The Fills View provides access to a
whole range of controls used to generate
extra notes between already existing
notes. For example, the Fill With option
can generate [ills using sound from an-
other track. Divisions define the spacing
between events, and Density selects a
percentage of fill occurrences. Fill fil-
ters limit the placement of events be-
tween certain boundaries.

Note Painting

RealTime permits the entry and edit-
ing of note data by hand through a so-
phisticated graphic interface. Notes
can be painted into a track for later
replay or added while the track is play-
ing—a very useful feature that aids in
experimentation,

The Striker is icon used for note-
painting moves in quantized steps, fa-
cilitating the accurate rendition of vari-
ous durations. However, the process of
note-painting can become cumbersome
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when a wide variety of velocity and ar-
ticulation values must be represented,
because only five Striker velocity/artic-
ulation values can be preset at one time.

In sum, though the note-painting fea-
ture is awkward when employed for
step-entry, it works fine for editing—
particularly when it is used to add or
remove material from pre-recorded
tracks.

Other Features

RealTime will produce standard
MIDI files, but in a somewhat peculiar
fashion, requiring that you start by
making a copy (Movie) of the Song or
Section you want saved in MIDI file
format by playing it when the Movie
icon is highlighted.

Importing MIDI files is easier, and
Real Time automatically assigns differ-
ent channels to different tracks in the
process of translating MIDI files to its
own internal format,

The internal timing of RealTime re-
solves to an adequate 192 pulses per
quarter note, and quantization can be
applied either during recording or after-

wards. RealTime can synchronize to
MIDI Time Code, MIDI Song Position
Pointer, and even SMPTE (using Phan-
tom hardware, available from Dr. T’s
Music Software).

Further useful features revolve
around RealTime support of multitask-
ing, both internally and externally. You
can edit and save files, and even load
and operate certain external applica-
tions—all while your music is playing.

Conclusion

RealTime is a great program for the
creative musician. It may take you a
while to get used to its unique approach,
but it will be time well spent. The man-
ual 15 adequate (though it does leave
some important questions unanswered),
and the tutorial is particularly good.
Extras such as the detailed index and
profuse illustrations definitely help to
make this dense program much more
accessible.

However, Real Time is still limited in
certain ways worth mentioning. For one
example, it provides no way to record or
edit MIDI system exclusive data,

though this feature is expected in the
next revision. For another, the program
offers no *note-taking™ feature that
would help document the tracks and
sections it is used to produce.

MNor is Real Time compatible with ex-
isting hardware enhancements used to
expand the number of MIDI channels
that can be addressed by the ST,

Large files seem to load and save fair-
ly slowly. And the program uses memo-
ry in such a way that owners of older
STs may need to remove accessories in
order to get it to boot. Moreover, Real-
Time is copy-protected, and cannot im-
mediately be installed on a hard disk—
instead, registration of your purchase
entitles you to a free backup copy and a
hard disk installation utility, both of
which are supposed to be sent by return
mail.

Finally, although the $350 price tag
may be reasonable for such a powerful
program, not many musicians are likely
to be able to afford RealTime if they
have already invested heavily in earlier
sequencers. A simpler version at a much
reduced price could be a major seller.m

Turn your Atari ST into a

4 MEGABYTE MONSTER!
with the New "FRANKENSTEIN”

solderless memory upgrade board

* Ram upgrade for Atari ST computers.
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Atari board. Requires NO SOLDERING

* Step by step instructions make installing the "FRAWENSTEIN” as

easy as playing with LEGD

« Ramdisk. Printer buffer. and Ramcheck software included
o Allows 5205Tim. and 10405T owners to use the

Atari Laser Printer.
* Fully compatible with pc ditto 1.
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EI¥ the ONLY RELIABLE 5T memory upgrade
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* Order your "FRAMENSTEIN Today!

"FrRAMENSTEIN” Prices:

zero k
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- $149.95 (U.S)
- $439.95 (US)
4 MEGS -

$689.95 (US)

Quality, Reliability, Service, Future Systems’ standards con-
tinue with the economical GTS-100X disk drive for your
ATARI-ST. The GTS-100X has design and engineering
standards that have been optimized for performance value,
Pilot light power switch on front panel. Plug compatible with

THE ECONOMICAL
CHOICE

GTS-100X

Add $4.50 for shipping and handling Note: Due to fhuctuating ram chip prices
some users may find it less expensive to order a FrankenSTein” with zero k' and
acquire the ram chips from another source. Call us for details
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| WISA

EAHHE SOMPUTER 11006 - 155 Street —
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“22« Phone (403) 437-4619
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By DAVID NOYES

or a brief change of pace, my col-

umn for this issue centers not on

newsletters, but on two of my
most recent Atari computing experi-
ences,

Being a true Atari 24-bitter (owner
and operator of both 8- and 16-bit ma-
chines), I am always on the lookout for
ways to integrate both into my comput-
ing. 1 was, therefore, quite pleased to
discover a public domain Print Shop-to-
Printmaster conversion program in my
local user group’s 16-bit PD library.
The utility, which came from the Cryp-
tic Wizard, Wizard’s Corner, CHQ
BBS (216-758-0284), is actually two
programs. The first is an 8-bit graphics
compilation program; the second con-
verts the compiled files from Print Shop
to Printmaster format.

I have an extensive collection of Print
Shop icons, so | was eager to test the
program.

As | read the documentation, howev-
er, | began to realize that testing the

70

program was going to take some doing.
The instructions told me to port the 8-
bit Basic compilation program over to
the 8-bit machine, compile the icons on
it, and then port the compiled file(s)
over to the ST, at which time the 16-bit
conversion program could be run. The
medium for accomplishing all this port-
ing was a null modem, an item I didn’t
happen to have handy.

I had some instructions kicking
around the house on how to make a null
modem cable, but no instructions on
how to use one. Instructions in hand, I
went to my local Radio Shack to buy
cable and connectors and, in my brows-
ing, discovered that all that I really
needed (in addition to my modem and
the cable currently in use) was Radio
Shack part number 26-1496, Null Mo-
dem Adapter, male DB25 to female
DB25, which sells for $7.95.

I rushed home, attached the connec-
tor to the modem connection at the rear
of my ST, and then attached the cable

coming from the modem (RS-232) out-
put on my MIO board—after discon-
necting it from my modem, of course—
to the adapter. I then had a cable run-
ning from my 800XL to my 1040ST
passing through my MIO board to the
adapter along the way. I had not, to that
point, applied power to any portion of
either system, because I was still feeling
rather tentative about the entire experi-
ment,

Keeping my fingers crossed, I turned
on both machines, loaded shareware
terminal programs (Vanterm on the ST
and Bobterm on the XL), put both ma-
chines in half duplex, so I could see what
I was typing on one (in terminal mode)
on the other. Because both Vanterm
and Bobterm can function at 19,200
baud, I set my parameters to reflect that
transmission rate.

Using telecommunications as a mod-
el, 1 transferred the 8-bit program,
which was currently resident on a disk
in the floppy drive of my ST, to the
formatted disk waiting in the 1050 at-
tached to the XL. My logic? That I
operate one machine—the ST—as if |
were uploading to a BBS and the oth-
er—the XL—as if | were downloading
from a BBS.

In aninstant, both screens indicated a
successful transmission, but it all hap-
pened very quickly, and at first |
thought I had been unsuccessful—until
I checked the directory of the disk in the
1050 and the filename and sector size.
The speed of completion was simply a
function of the 19,200 baud rate. What
a treat for someone weaned on a 300
baud modem!

I ran the B-bit program and trans-
ferred the compiled files back to the ST
just as | had done before in reverse; |
uploaded from the XL and downloaded
to the ST. No problem . . . and no need
to hurry; the ST waits for the file to be
sent, just as the XL waits when the ST is
sending. The whole process is just like
accessing a BBS via a modem, except
that no modem is involved, and the baud
rate is considerably higher,

Atari Computing: A Contact Sport

Living as I do on the top of a small
mountain in New Jersey, 1 have always
been concerned with providing not only
surge protection for my computer
equipment, but protection from light-
ning strikes as well.

I know that surge protection is not
lightning protection, so my standard
procedure is to unplug everything, in-
cluding the phone line to the modem,
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when I am not actually using my sys-
tem. Bear this in mind as | set the stage.

My computer desk is shaped like a
letter L that has fallen to the left; the
keyboard of the 1040 is about 3” inches
lower than the rest of the desk to the
right of it. This, of course, places the
keys at a comfortable height. And of
course, the higher portion to the right of
the keyboard is an ideal location for the
mouse, right?

Wrong. Right for right-handers, im-
possible for a klutz like me who has no
coordination in his right hand and only
a minimum in the left.

Using a little ingenuity, I placed the

Being a true Atari 24-bitter (owner and operator
of both 8- and 16-bit machines), | am always on the lookout for

ways lo integrate both into my computing.

ST a 12"X17X3’ plank. This gave me
about a foot on the left—ideal for a
mouse pad and a mouse—and provided
better access to the built-in floppy drive.
Fantastic!

Well, not exactly. The mouse cable
was then draped across the keyboard.
The solution: four small rubber feet on
the plank that allow the mouse cable to
pass under the ST and come out on the
left side. Great!

Well, not exactly, what if I bumped
into the corner of the plank and knocked
the ST onto the floor? I had a fix for
that. I bought a $3 C-clamp (didnt
want to damage the desk by drilling

holes in it) and clamped the plank at the
front right corner.

Finally, I was set to compute. My
custom setup kept the mouse perched
comfortably to the left of the computer,
and all I had to do was be careful not to
whack my right knee on the handle of
the clam under the desk. What a genius!

MNow, remember absolute lightning
and surge protection—everything un-
plugged, right? Remember, too, my ea-
gerness to experiment with my new null
modem.

Well, I got home from work the other
day, ran upstairs, dove under the com-
puter desk to plug in my two main power
cords, and almost instantly saw stars
(no, I didn’t have an astronomy pro-
gram loaded). At the same time 1 felt
intense pain in my head and instinctive-
ly put my hand to the area that was
hurting. It felt wet (please pardon the
gore); my hand was covered with blood.

| had hit the C-clamp with my head,
and I now have eight stitches in my
scalp to prove it. Don’t let anyone tell
you that Atari computing is not a con-
tact sport! =

Phone: (403} 446- 1337
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GEnie NEWSBYTES Page 316 Newsbytes News Service
Newsbytes News Service Subject Selections

1. About Newsbytes 1. Apple
2. Newsbytes Instructions 2. IBM
3. This Week’s Index 3. UNIX

4. Retrieve News by Bureau 4, Trends
5. Retrieve News by Subject 5. Business
6. Retrieve News Story Type 6. Telecom
7. Downlecad A Week s Newsbytes 7. General

8. Government

8. The Mailbag (Reader Mail)
9. Send FEEDBACK to Newshytes

Enter #, <P>revicus. or <H>elp?3

Figure 1. Newsbytes main menu. Figure 3. Newsbytes subject menu.

1989/Issue #320

NEWSBYTES INDEX/WEEK OF AUGUST 15, : C
1989 AUG 15 (NB) -- In this week's

SAN FRANCISCO, CALIFORNIA, U.5.A.,
edition:

GENERAL NEWS

I Y e

HACEKERS PARTY HELD IN AMSTERDAM

AMSTERDAM, THE NETHERLANDS, 1989 AUG 11 (NB) -- For three days,
Amsterdam’'s Club Paradiso was a paradise on earth for hackers.
From the second until the 4th of August, it was the venue of the
eloguently named Galactic Hacker Party & ICATA '89, organised by
the Dutch hackers magazine Hack-Tic (’the magazine for
techno-anarchists”’ ) '

PIRATE SOFTWARE THRIVES IN HONGKONG

HONG KONG, ASIA, 1989 AUG 12 (NB) -- Industry professionals have
long complained that the local distributors of PC software packages
aﬁe providing very poor service and support. A change may be on
the way.

DOWN UNDER CD-ROM YELLOW PAGES

SYDNEY, AUSTRALIA, 1989 AUG 10 (NB) -- Eydngg-based Read Only
Memory has released its latest database-on- roduct. "Australia
On Disc 2" contains all names, addresses and phone numbers contained
in the telephone books of all Australian capital cities.

TOOLKIT FOE LAPTOF TRAVELLERS

HUNTINGTON BEACH, CALIFORNIA, 1989 AUG 11 (NB) -- Computer Products
Plus (CP+) has recently released the Road Warrior and Delux Road
Warrier Toolkits for travellers who run into problems hooking up
their laptops to phone systems when they travel.

)

BUSINESS

COMMODORE LOSES $8.9 MILLION

WEST CHESTER, PENNSYLVANIA, U.S.A.., 1989 AUG 8 (NB) -- Commodore
International has announced a loss of $8.9 million for the fourth
quarter on sales of $180.3 million.

Figure 2. Sample entries in Newsbytes index of the week.

interest for Stacy owners. But no matter

By BETSY STAPLES

tarians who travel with their

computers can now find enter-

tainment and companionship
even in unfamiliar cities when they stay
at Westin hotels. The chain now offers
modular phone jacks in guest rooms of
all Westin hotels and resorts.

Five Westin hotels—those in India-
napolis, San Francisco, Vail, Calgary,
and Edmonton—offer double phone
jacks so that guests can use the tele-
phone while sending information over
the modem.

This new service should be of special

which machine you use, be sure to check
out the cost before logging on; hotel
phone charges can be usurous!

New From Genie

Just last week, Senior Technical Edi-
tor Jainschigg and 1 were wondering,
“Whatever became of Neil Harris?"
We hadn’t heard a word from the for-
mer voice of Atari since he left Sunny-
vale for suburban Washington, DC,

Then came two press releases from
Genie loaded with pithy quotes from the

T2

ATARI EXPLORER NOVEMBER/DECEMBER 1989




Newsbytes News Service
Type Selections

. News

. Exclusives
. Bulletins

. Corrections
. Advances

. Reviews

. Editorials
Indexes

0~ O LA e L B3 =

Figure 4. Newsbytes type selections menu.

thing, we're here to help him.”

As for Newsbytes, Product Market-
ing Manager Harris describes it as “one
of the premier computer and consumer
technology news services in the world.”

Newsbytes transmits an average of
200 stories per week and stores two
weeks’ worth of stories and six months’
worth of reviews and editorials for ac-
cess by Genie subscribers. You can dis-
play a menu containing headlines by
subject, type of story, or geographic lo-
cation of the originating bureau—Los
Angeles, San Francisco, Atlanta,

Genieus offers a bulletin board, on which they
can post messages by calegories, and realtime conference

capability for online discussions.

one-time publisher of Explorer. Ac-
cording to Neil, Genie's two newest ser-
vices are Genieus, a roundtable that of-
fers subscribers detailed information
about available online services, and
Newbytes News Service, a weekly in-
ternational computer industry news ser-
vice.

Genieus offers new and experienced
users a bulletin board, on which they
can post messages by categories, and
realtime conference capability for on-
line discussions. It also offers timely in-
formation about Genie news and events.

In the bulletin board area users will
find the following categories: How to
use Genie's bulletin boards, Using Gen-
ie’s roundtable conference system, Us-
ing Genie’s software libraries, Using
GE Mail on Genie, Lost and found on
Genie, What's new on Genie, and Gen-
ie's wishing well.

Also available are tips on system
navigation, an online user manual, a
phone access list, and information on
client services, copyright notices, poli-
cies and guidelines, hours of operation,
holiday schedules, and rates.

Says Genieus RT Sysop Mark D.
Hiatt, “If there is something you like
about the Genie service and you want
someone to know about it, this is the
place to do it. Likewise, if you don’t like
something and want to blow off some
steam, we're here to listen to that, too
... If a Genie service user needs any-

Washington, London, Brussels, Toron-
to, Tokyo, Singapore, Kuala Lumpur,
Hong Kong or Sydney—and then select
just the stories you want to read.

Alternatively, says Neil, you can
“download all the current week’s stories
in one large file to be read offline.”

The Source Dries Up

By the time you read this, The
Source, one of the original online infor-
mation services will have been absorbed
by the other pioneer in the now well-
established industry, Compuserve.

If you were a subscriber to The
Source, you should have received a
Compuserve user ID number and pass-
word, which, when used, will qualify
you for a $20 usage credit. For more
information, Source members can call a
special toll-free customer service num-
ber: (800) 635-6225 or (614) 457-8650.

Compuserve spokesman Maurice
Cox reports that a customized welcome
menu has been posted on Compuserve
to help Source members learn Compu-
serve navigation commands, become fa-
miliar with databases, and locate online
support services. Former employees of
The Source have been “encouraged to
interview for open positions within
Compuserve’s national organization.”

And on that note, the first decade of
telecommunications service draws to a
close. [ ]

Public Domain

Software

Litilities - Games - Music - Applications
GGraphics - Educational and much more...
Teisphone Support - Same Day Shipping

Free Catalog Updates

FREE Disk & Catalog

Receive a coupon good for a FREE Public
Domain Disk with any purchase when you
Call or Write for our FREE Catalog.

(800) 347-6760

ST Disks

#57 - Tease Me Adult Animation (Color Dnly)
#M5 - Five Children's Programs (Color Cinly)
#352 - Lost Treasure (Lode Runner Clone, Color Only)
#374 - Two Database Programs, PrintMaster
Gma%g ar, Print Shop to PrintMaster Convertar
H393/304/5 PrintMaster Graphics
#400 - Seven Disk Labeling Programs
wi 100 Pin Feed Disk Labels $6.95)
#470 - Two Virus Killer Litilities, Database and more
#475 - Werly's House of Horror (Adult Game, Color)
#300/600 - Publishing Pariner Fonls
#511 - Dungeon Master Maps for Levels 1-7
#512 - Dungeon Master Hints/Character
#514 - Monochrome Emulator V3.0 and mure
#551 - Kid Shapas Ages 2-8 [(Color Onl
#5355 - The Assistant Ched - Electronic
HS5T - Children's Programs (Calor Only)
NSE7/728 - Desk Accessonas
RS75 - Sheet V2.0 - Shareware Spreadshaal
#588 - Pac Man, Hangman and more (Color Only)
#580 - Dungeon Master Liilities
#5399 - PageStream Fonts, Font Converter
#EB55 - 5T Writer V3.0 w/Spell V2B
#5667 - Banjamin's ABC's for Kids (DBL)
#6839 - Pictionary Type Game & Poker (Color Only)
#5693 - Statistically Accurate Baseball V5.0
HE96 - Hard Disk Litilities
#5699 - Children's Pr
Kid Story, Kid Sketch (Color)
S1 Xftormer V2.4 - B Bit Emulator
Drawing Programs
Lottary Programs
#741 - Copystar V1.0, Address Book Base
#749 - Barnimals - Listening/Guessing Game (Golor)
#758/759 - Calamus Fonts
#7648 - NeoDesk lcons
#769 - Supar Breakoul [(Mono Onl
#7930 - Pentimo Strategy Game [Jclnn Oiniky)
#791 - 3 Tetris Games (DBL/Calor Only)
#7592 - D&ED Programs
#7804 - Bio h Playable Demo (Color)
#7935 - B/5tat - Statistics and Graphics
#7898 - The Pilot Flight Game [Color Only)
#7949 - PrimtMaster/Plus Utilities
#801 - Mail/Envelope Labeling Programs
#803 - Desk Manager V2.5, Uuick Menu
#807 - Quick ST V14, Turbo ST V16d Demo
#810 - Sheet V2.5P Shareware Spreadsheet
#812 - Opus V2.2 Spreadsheet (1 Meg RAM/DBL)
#8H - 2 NFL Prediction/Analysis Programs
#815 - Compact Disk Database V1.1 (Color)
#8165 - 2 Video Tape Dalabases
#818 - Populous Hints, Maps, atc.
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rams: Kid Color, Kid Adder

R700 -
#721-
#7723 -

Introductory Offer - Above Disks Just

$2.99 Each

Call for our Christmas Calalog
Christmas Demo Disks

#5892 - AVS Christmas Animation 52.99
[Reg. Double Sided Drve & 1 Meg FAM)

4 Disk Demo Package $995

e
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S .
King James version of the
Bible on Disk. A search
E— program is included.
{ f—— Single Sided Pkg (77 Disks) $44.05
Double Ssdod Py (8 Disks) $24.95
ST Xformer |, o
Prices on ST
c a ble Software &
Accessories
Run B Bit Programs on your ST/ C f
Use 5 14" or 3 12° disks! al
Loads & Run Protected disks! with your
$19.95 best price

RHecewe tha latest PD version of
a1 Xiormer FREE with purchasa
of cable when you mention this ad.

Shlppmg
BRE Software Dept. AE |Ground $2.50

2nd Day Air 54.00
C.0.0. Add %400
Canada $4.00 Min
Visa'MG 515 Min.

352 W. Badford, Suite 104

Fresno, CA 93711
Customer Service (209) 432-3072
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PROGRAMMING

Hacking The 8-Bit Atari

A basic tutorial to fill in some of the gaps

acking the 8-bit Atari computer is fun. What makes

it so is the wide range of things you can do with it.

Besides all of the things you expect from a computer,
such as competent number-crunching, the 8-bit offers plenty
of graphics features, four sound channels, and numerous 1/0
and user-interface options. Moreover, the 8-bit is essentially a
simple machine—no more than an hour’s work can get you
started with Atari operating system and assembly language
programming.

In the next few issues of Explorer, we will explain how to
work with 8-bit graphics and sound. We will provide the
information that will enable you to write your own fast-action
games and colorful applications. And we will include memory
maps and other useful documentation for you to keep and add
to your programming library.

System Overview

Becoming proficient at programming the Atari system is
largely a matter of learning to use the Central Processing
Unit (the 6502 CPU) and its four support chips: ANTIC, GTIA,
POKEY, and PIA. The interrelationships among the CPU,
these support chips, system peripherals, and memory are
shown in Figure 1.

As indicated by its central location in the figure, the CPU is
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Figure 1. The overall architecture of the Atari 8-bit computer,
showing the relationship between the 6502 CPU and the support
chips that drive its various peripherals.

the workhorse of the computer system. It is responsible for all
arithmetic and logical operations as well as data transfers
from one part of memory to another. The support chips serve
to control various peripheral devices, as follows.

ANTIC: The primary responsibility of ANTIC, a micro-
processor in its own right, is to fetch video data from memory
and display it on the TV screen.

GTIA: The main job of GTIA, a television interface adapter
chip that works along with Antic, involves the control of color
and bitplane graphics (player-missile graphics).

By ALLAN MOOSE and MARIAN LORENZ
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Recent enhancements to the Atari
8-bit computer line, including the
XEGS computer-convertible video
game system with light gun; the
XF351 double-density disk drive;
and the XEP80 80-column card—
not to mention advances in operating
system software both from Atari
and from third-party manufactur-
ers—are helping to create renewed
interest in 6502-based Atari ma-
chines.

Unfortunately, much of the su-
perb literature and technical docu-
mentation written about the Atari 8-
bit line during its heyday is now out
of print or difficuit to find. The cur-
rent generation of budding Atari
hackers cannot easily turn, as past
generations of programmers have,
to such classic reference works as
Chris Crawford's “De Re Atari,”
the legendary “Tricky Tutorials,”
and Dave Small’s famous “Outpost:
Atari” columns in Creative Com-
puting in hopes of discovering the
often-undocumented arcana em-
ployed by wizards of yore.

So, starting with this issue, Atari
Explorer is proud to present a new
series on 8-bit programming—
something with enough meat to sat-
isfy the increasing number of Atari
owners who know how to use basic
applications, have worked their way
through Basic, have a fair under-
standing of computers in general,
and are ready for something more.

Our authors, Allan Moose and
Marian Lorenz, are long-time Atari
enthusiasts and experienced 6502
techs, as well as accomplished writ-
ers and educators. We think you'll
find their articles easy to follow,
while being both challenging and
rich in information.

While a basic curriculum for the
series has been established to cover
the major points of Atari system de-
sign and Atari 6502 programming,
the authors and editors are interest-
ed in making the series as responsive
as possible to our readers’ needs. We
would appreciate your feedback—
in the form of both suggestions for
Jurther topics, and your own articles
and programs inspired by the topics
discussed.—Ed.




Location

Use

95,286 to 65,535

53,248 to 55,295

3 40,960 to 53,247

32,768 to 40,959

? to 32,767

1,536 to 1,791

1,152 to 1,535

Operating system and arithmetic routines

Hardware registers
ANTIC 54,272 - 54,783
Pa 54,016 - 54,271
POKEY 53,760 - 54,015
GTiA 53,248 - 53,503

4K unused memory,; Basic or left cartridge

Used for screen memory and display lists.
Amount used depends on graphics mode.

User program RAM. Location of the bottom
depends on presence or absence of DOS and
other factors.

Page six. Unused by OS or Basic. May be
used to store machine language routines.

RAM used by Basic and arithmetic routines

POKEY: A digital input/output (I/0) chip that controls
transmission of data from the keyboard and serial communi-
cations port, POKEY is responsible for sound generation, hard-
ware timers, reading paddle and other continuous controllers,
and a number of other tasks.

PiA: The Peripheral Interface Adapter, P1A, is connected to
the joystick ports and is a resource for hardware interfacing
and alternative forms of 1/0. Among other things, PIA sup-
ports a full parallel interface for joystick and other device
interfacing.

Memory Mapping

Besides the CPU and support chips, the other important
component of a computer system is memory—a place where
programs and data are stored for rapid access by the CPU and
other components of the system. The memory of your Atari
computer is contained in a group of chips.

Some of these chips—called ROM, or Read-Only Memo-
ry, chips—contain permanent information: namely, an oper-
ating system program that gets the computer up and running
each time it is turned on. Other memory chips—called RAM,
or Random-Access Memory, chips—are used to store pro-
grams and data while the computer is running.

The Atari 6502 microprocessor sees its memory—both
ROM and RAM—as a consecutive series of boxes, each of
which can store one 8-bit binary value (see sidebar). Each box

512to 1,151 0S RAM. Contains shadow registers used to | | is referred to by a number called an address, which indicates
update hardware registers during the vertical | | its position in the series. The program counter, or address
blank. register, of the 6502 is 16 bits (two bytes) wide, meaning that
the microprocessor in the computer can address memory
256 to 511 Page one. Hardware stack. locations from 0 to 65,535—65,536 locations (64K) in all.
(N.B.: The other registers of the 6502—used for arithmetic,
128 to 255 Basic page zero. logic, and other purposes—are only eight bits wide; for this
reason, the 6502 is referred to as an *“8-bit" microprocessor.)
0to 127 OS page zero. The Atari architecture allocates the address space of the
6502 according to the plan shown in Figure 2. As you can see,
the highest addresses are occupied by ROM chips, which
contain the operating system and floating-point mathematics
package. Most of the remaining addresses are in RAM and
are used for program and data storage, storage of video
Figure 2. Memory allocation Overview. display information, etc.
A small group of addresses—be-
B Total tween 53,248 flnli 55,295—are not real
e s _ Scanlines Screen RAM  Screen memory locations at all. Rather, these
————— WithTexi  W/OText Bytes per  Bytes per Memory  Mumber addresses act as windows onto the con-
BAgic. ANTIC, . Hindow Widow, | /ModeLine - Modeline  (minimum) . uf Colors trol, status, and data registers of the
| e : o 5 s 8. - support chips—ANTIC, POKEY, GTIA,
1 o 3 £ 40%19 10 40 760 1 and P1A. To monitor these chips or make
12 4 40X20 40X24 B 40 960 5 one of them perform a specific function,
13 5 40X 10 40X 12 16 40 480 5 the 6502 can simply read or write a
1 6 2020 20X 24 8 20 480 5 value from or to one of these memory
. g ; Egi;g Eg;;f ;E fg g:g 2 locations. In such a setup, the control
A & B0X40 b 3 10 o k registers of the support chips are said to
5 10 BOX 40 BOX 48 4 20 960 4 be mapped into the 6502 address space,
6 11 16080 160X 96 2 20 1920 4 and the 6502 is thus said to employ a
14 12 160X 160 160X 192 1 20 4296 2 memory mappgd architecture.
7 13 160X 80 160X 192 2 40 3840 4
8 15 320160 320192 1 40 7680 1
*9 - - BOx192 1 40 8138 1 The TV - :
*10 = BOX 192 1 40 8138 g The Atari 8-bit computer was de-
SR - B0X 192 1 40 8138 1 signed to be compatible with an ordi-
15 14 160X 160 160X 192 1 40 8138 4 nary television. To understand how
graphics work on the Atari, it is there-
*"Gna modes are not set br the ANTIC dlﬁp'lﬂh" list but br setting bits D6 and D7 in the GTIA F'Dr: htIpfl.ll to hﬂ.‘l"ﬂ S0me idﬁa L‘lf hﬂw d
hardware register prior at address 53,275 decimal. TV set works. At the rear of a TV pic-
ture tube 1s an electron gun that sends

Figure 3. Atari Graphics Modes.

out a narrow beam of electrons (several

VOLUME 9 NUMBER 6 ATARIEXPLORER T8



The Binary Number System

omputers use binary numbers to perform arithmetic
operations, encode program instructions, and store

data. Binary numbers represent the natural numbers
1,2,3,4,...assums of the powers of 2. The first 16 powers of
2 are shown in Table 1.

For example, the number 167 can be represented as the
sum of’:

2 422420424+ 2
or

128+ 32 +4+2+ 1,

This is translated to binary by marking the represented pow-
ers of 2 by 1's and the unrepresented powers of 2 by 0's, as
shown below in Table 2.

S0, 167 in binary is 10100111, For notation purposes,
binary digits (bits) are grouped in units of eight called bytes,
which correspond to the values that can be stored at a single
memory address. The largest number that can be represented
by one byteis 11111111 or 255. The largest number that can
be represented by two bytesis 11111111 11111111 which is
65,535 (add up all the decimal values of the 16 powers of 2 as
shown in Table 1.

It is customary to label the bits in a byte from left to right as
D7 to DO. D7 is called the Most Significant Bit, DO the Least
Significant. As you become more involved with programming
you will have occasion to refer to bits by number. Very often,
changing the value of a particular bit in a memory location is
a signal to the computer to perform a specific function.

Binary Conversions

There are many algorithms, or procedures, that can be
used to convert decimal numbers to binary. One of the sim-
plest is to divide the number by 2, repeatedly, dropping any
decimal remainder at each step and noting if the result is even
or odd. Mark odd results with a 1 and even results with a 0.
The binary equivalent of the converted number can be read
off the list of marks, from bottom to top, as shown in Table 3.

Binary numbers are often represented in what is called
hexadecimal notation, a shorthand that encodes each group
of four bits (called a nybble) as a single digit or letter repre-
senting a number from 0 to 15 (four binary digits can repre-

1111)), as shown in Table 4.

For example, the value 167 decimal, which is 10100111 in
binary, is represented as A7 in hexadecimal. The top four bits
(1010) have the value 10, or A hex, while the bottom four bits
(0111) have the value 7, or 7 hex.

Another system of notation, called page/offset or high
byteflow byte is often used to represent memory addresses
and other two-byte binary values. In this system of notation,
the more significant byte of a two-byte value is considered to
represent the number of a particular 256-byte-long memory
page, while the less significant byte represents an offset (from
0 to 255) into that page—the combination of page and offset
reference a specific memory address. Normally, page/offset
notation is in decimal, the two values separated by a comma.

For example, the address of memory location 1536 decimal
is represented as 00000110 00000000 in binary. The high
byte, or page byte, has the value 6 (6X256=1536), while the
low byte, or offset byte has the value 0. Thus the notation 6 , 0
serves to reference location 1536 in page/offset notation,
Subsequent locations, with decimal addresses 1537, 1538, . . .
,are represented as 6, 1; 6, 2; and so on. The highest address
in page six is 6 , 255 (binary 00000110 11111111) or 1791
decimal.

Converting from decimal to page/offset notation is very
easy. Just divide the decimal value by 256—the length of a
memory page. The quotient is the value for the high byte; the
remainder is the value for the low byte. For example, address
33,104 can be converted to 129, 80 as follows:

129 -- HIGH BYTE

256) 33104
25600
7504
2120
2384
2304

80 - LOW BYTE

Converting in the opposite direction is also easy. To deter-
mine the decimal equivalent of a page/offset reference, just
multiply the high byte value by 256 and add the low byte

sent a range of values from 0 (binary 0000) to 15 (binary | value: 129 X 256 + 80 = 33,104, ]
DECIMAL HEXADECIMAL
POWER 2¢ 2 aE TR NEa L Ll Sel Sl ool ool 20 on o 9B oW o8 . q
VALUE 1 2 4 8 16 32 64 128 256 512 1024 2048 4096 8192 16384 30788 1 1
2 2
3 3
Table 1. 4 &
5 5
(53 6
167 oDD: 1 7 T
POWER 27 28 28 20 282 2t 1 o 167/2 = 83  ODD: 1 8 8
B3R = 41 oDD: 1 9 9
VALUE 128 64 32 16 B8 4 2 1 41/2 = 20 EVEN: 0 10 A
202 = 10 EVEN: O 11 B
12840 + 32 +0 +0 + 4 + 2 + 1 167 10/2 = 5 oDD: 1 42 p
BINARY | 0 1 0 0 1 1 1 52 = 2 EVEN: O 13 D
22 = 1 EVEN: 1 14 E
15 F
Table 2. Table 3. Table 4.
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beams in a color TV). These electrons interact with
phosphors on the screen to create the glowing dots of color
that make up a TV picture. This glow fades rapidly, meaning
that the image on a TV screen must be refreshed at frequent
intervals. According to the American NTSC (National Tele-
vision Standards Committee) standard, the screen should be
redrawn every Yo of a second, a rate tied to the 60Hz cycle
rate of AC house current.

At the beginning of each refresh, the electron beam is
directed to the upper left-hand corner of the screen and begins
to scan toward the right. When it reaches the right-hand side,
the beam is briefly shut off (horizontal blank) and the elec-
tron gun is re-aimed at the left-hand side of the screen,
slightly lower down.

This horizontal scanning process is repeated, building up a
picture line by line, until the bottom of the screen is reached.
When it reaches the last scan line, the beam is shut off for a
slightly longer interval (vertical blank) before the process
starts over.

A normal broadcast TV picture is actually made up of two
separate scans, each of which refreshes every other line of a
525-line-deep scanning array. This process, known as infer-
lacing, causes the entire screen to be refreshed every '3 of a
second.

The Atari computer, which does not employ interlaced
video, generates a display only 262 video scan lines deep. Part

Instruction

code Purpose

0 EYFE T

16

a2

48 —Qutput from 1 to 8 blank video scan lines.
64

80

96

12

1 Jump and wait for vertical blank (JVB). Jump

destination must be stored in page/offset format,
in the following two display list bytes,

65 Jump immediate (JMP). Jump destination stored
as above.
2-15 Display mode instructions. Display a line in the

indicated hardware graphics mode (see Figure 3).
Options for implementing Load Memory Scan, Display
List Interrupt, and fine vertical and horizontal scrolling
may be added to display mode instructions as shown
below.

Special Options for Display Mode Instructions

Bit: Dr D6 D5 D4 D3 D2 D1 DO
Value: 128 64 32 18 8 4 2 1

DLI LMS VS HS DisplayMode

DLI: Display List Interrupt. Setting this bit will cause the 6502 to
execute a short machine-code interrupt routine before ANTIC process-
es the current display instruction.

LMS: Load Memory Scan. Setting this bit will cause aNTIC to draw
display data for this and subsequent mode lines from the address
specified in the next two display list bytes.

VS: Vertical scroll. Implements fine vertical scrolling.

HS: Horizontal scroll. Implements fine horizontal scrolling.

Figure 4. The ANTIC Instruction Set.

SR SRR P [ (AN [ | § ER RS A, S

of the display generated by the Atari falls outside the visible
borders of the screen. This so-called video overscan prevents
unsightly borders from appearing on the display and must be
taken into account by the programmer when planning custom
displays, as we shall shortly see.

ANTiC and the Display List

At the heart of the Atari graphics system is ANTIC, the
video coprocessor. Like the 6502, ANTIC is a microprocessor,
complete with its own, somewhat limited, instruction set.
ANTIC manages the Atari screen display by executing a
simple program, called a display list. The display list defines
which of the Atari graphics mode(s) is to be employed in
constructing the screen, and where to find the data that is to
displayed there.

The display list describes the Atari screen from top to
bottom in terms of mode lines. Some 17 distinct graphics
modes are supported by the Atari hardware, 14 of which are
controlled entirely by ANTIC, and three of which depend on
the assistance of GTIA (see Figure 3). Each hardware graph-
ics mode is characterized by a particular way of interpreting
display data and converting it to an image.

A complete screen display is made up of a series of mode
lines—sometimes all the same, sometimes mixed. For exam-
ple, the Basic default GRAPHICS 0 screen is made up of 24
lines of ANTIC mode 2, each of which displays 40 bytes of
screen data, interpreted as characters.

By contrast, the Basic GRAPHICS | screen is actually a
mixed-mode display, consisting of 20 lines of ANTIC mode 6
(each displaying 20 bytes of screen data interpreted as large
characters), followed by a text window made up of four lines
of ANTIC mode 2.

Instruction

112  Print 8 blank lines

112  Print 8 blank lines

112 Print 8 blank lines
These three instructions print a total of 24 blank lings at the top of the
display. compensating for video overscan.

71 Display one line of ANTIC mode 7 and start drawing display data from
the address shown in the next two bytes. The value 71 is the sumof 7
(the anTiIC mode) and 64 (the Load Memory Scan option bit valua).

112 Address of screen memory in page/offset format
158 158X256+112=40,560.

7 Additional mode 7 instructions, one for each of the remaining 11 lines
7 of a 12-line-deep, full screen display.

7

7

7

[§

T

T

7

T

T

65 JVB instruction, telling ANTIC to wait for the vertical blank, then jump

back to the head of the display list to repeat display processing.
Location of the start of the display list is referenced in next two bytes.

92 158X256+02=40,796.
158

Figure 5. A typical display list, set up to create a full screen of large
characters in awTic mode 7. This is equivalent to a Basic mode 2
display without a text window, such as would be produced by the
statement GRAPHICS 2 + 16.
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ATARI DEALER DIRECTORY

The following is a list of dealers who carry Atari products. Please
patronize them and mention Atari Explorer when you do. Dealers: List
your store here. Call Barbara Edwards at (201) 543-6007 for details.

PACIFIC NORTHWEST

14100 MN.E. 20th
n"T Ste. 105
Bellevue, WA 98007
(206) 643-9697 (206) 562-0128 (BBS)
Full-service authorized dealer—Atari
only.

Cave Creek Computers

8541 Greenwood Ave.

Seattle, WA 98103

(206) 783-0933

(206) 783-5867 (BBS)

Seattle's largest Atari Business Center.
Sales and service. Large selection of
software and accessories. Desktop pub-
lishing specialists. Laser prints and im-
age scans.

I.B. Computers
9244 SW Beaverton-
Hillsdale Hwy.
Beaverton, OR 97005
(503) 297-8425
Atari Business Computer Center. Full
hardware & software selection for all
Atari computers. Call for free price list.

CALIFORNIA

Mid-Cities Comp/Soft

9406 Flower St

Bellflower, CA 90706

(213) 867-0626/8994

Full Atari ST specialty store with over 500
titles in stock, including professional MIDI
software. Also a wide range of 8-bit soft-
ware and peripherals.

P 7 B \\\\
LU UVEL BaEE &7
SIS LA AN

1839 East Chapman

Orange, CA 92667

(800) 443-8189 Order line

(714) 639-8189 CA and inguiries
Hardware: Full line ST/Mega authorized
dealership.

Software: Tremendous selection of ST
software. We are America’s leading sup-
plier of European software. Wholesale
pricing available for qualified dealers.
Guaranteed lowest prices, best service,
widest selection.

See owr pd slsewhara in this issue,

Logical Choice for Computing
6116 Lankershim Blvd.
N. Hollywood, CA 91606  lesline
(800) 892-LCFC(toll-free)
(818) 760-0738 (in CA)
(818) 760-1018 (repairs)
(818) 760-0943 (BBS) = KRN
®Discount software & hardwareelLaser
printing services ®Public domain software
®lUsed hardware and soft-
ware® Authorized Atari Service Center.
“Your One Stop Atari Shop.” Open Mon-
Sat 11-7.

m COMPUTERS
2431 North Tustin Ave.
.

e
o

Santa Ana, CA 92705

(714) 667-1575

The complete Atari computer store. Au-
thorized Atari ST and Mega computer
sales and service. Southern California's
largest and oldest Atari software and pe-
ripheral dealer. Open Mon-Fri 10-6, Sat
10-5.

SOUTHWEST

Computer Discoveries

12801 Midway Rd., Ste. 109

Dallas, TX 75244

(214) 484-9104

The premier Atari dealer for all of Texas.
We specialize in the ST computer line
and are now the ST headquarters for MIDI
musicians. We also carry 8-bit hardware
and software. Major credit cards accept-
ed.

The Floppy Wizard

217 Memaorial City Mall

Houston, TX 77024

(713) 461-8660

Full-line authorized Atari dealer and re-
pair station. In business since April 1983.
Atari is our number one selling line in the
store.

| l‘_nmuuter Wﬂt‘ki'

4337 W. Bethany Home Rd.

Phoenix, AZ 85301

(602) 246-6364

Authorized Mega ST Business Computer
Center. Sales-Service-Support. Large
software selection. Low prices and quali-
ty service. Largest Atari dealer in Arizo-
na.

& LOGICAL CHOICE &

Info 1 Computers

N.W. 50th & Portland

Oklahoma City, OK 73112

(405) 942-7768

Authorized Atari ST and Mega Computer
Sales and Service Center. We carry the
full line of Atari hardware, software, and
peripherals for the ST and Atari 8-bit line.
Over 500 titles of domestic and imported
software for the ST! We also carry Pana-
sonic printers including the Laser Partner.
Open weekdays 10-6, Sat 10-5.

Wedgwood Rental

5316 Woodway Dr.

Ft. Worth, TX 76133

(800) 433-2938

InTX (817) 292-7353

Software Rental: Atari, ST, IBM, C-64,
Apple. Call for free list. Thousands of
titles. Major credit cards accepted.

MIDWEST

B and G Electronics Inc.

15729 Madison Ave.

Lakewood (Cleveland), OH 44107

(216) 228-PEEK (7335) (24-hr BBS)
(216) 521-2855

Authorized Atari Business Computer
Center. Full line of 8-bit and Mega ST
software and hardware. Open Mon/Wed/
Fri 10-6, Tues/Thurs 10-7, Sat 10-5. Ma-
jor credit cards.

Software Plus

731 West Dundee Rd.
Wheeling, IL 60090

(312) 520-1717

and

2001 West Irving Park Rd.
Hanover Park, IL 60103
(312) 837-6900

and

6212 N. Western Ave.
Chicago, IL 60659

(312) 338-6100

1040, 5205T specialist. Authorized sales
and service.

DigitalWorld Co. Inc.
— 711 Army Trail Road
- Addison, IL 60101
i (312) 543-9000

-
/]
DigitalWorld has been a full-service au-
thorized Atari dealer since 1981. We pro-
vide a total sales, education, and repair
(in store) service environment for the
Atari customer. Atari Mega ST dealer.

Fairborn Home Computer

2602 Col. Glenn Hwy.

Fairborn, OH 45324

Sales-{513) 429-3116

Service-{513) 429-8887

Full sales and service for Atari, Atari ST,
and Mega systems,

T8  ATARI EXPLORER NOVEMBER/DECEMBER 1989




Mars Merchandising

1041B E. Saint Charles Rd.

Lombard, IL 60148 | and

(312) 627-7462 Rockford, IL

(312) MARS-INC (815) 633-8300
Blast off with our ST European imports.
Manufacturer of 3rd drive and monitor
extension cables. Astronomic B8-bit,
2600, and 7800 selection. Fabulous
2000+ 8-bit PD library. ST PD music
library of over 4000 titles. Visit our new
store and try before you buy. Music de-
mos, classes and repairs.

MIDATLANTIC STATES
and SOUTHEAST

Elden Computers

1 Ramu Rd. at Toporock

Box 3201

Charleston, WV 25332

(304) 344-2335

Near C&P Telephone off MacCorkle.

McDonald's Computer e
Center :D
4921 E. Colonial Dr. oo

Orlando, FL 32803
(407) 894-2270
Central Florida's No. 1 Atari Business
Computer Center. Authorized Atari Ser-
vice. Complete line of software and ac-
cessories for Mega ST, 1040/520ST, and
B-hit.

skl 1 'lu )
e—,

The Home Computer Store

12008 Bustleton Ave.

Philadelphia, PA 19116

(215) 934-6999

Authorized Atari repair dealer. Full line of
software and hardware for the 8-bit and
ST. Visa, MasterCard, and American Ex-
press accepted. Open Mon-Fri 12:30-9,
Sat 10-6.

Dallee Electronics

4246 Oregon Pike

Brownstown, PA 17508-0280

(7T17) 627-0202

# Atari Business Computer Center ®Fac-
tory Authorized Sales & Servicee Atari
Mega & ST Computers—in stockl®Point-
of-sale SoftwareeEntertainment Soft-
ware 25% Off ListeCall for Quotes—
Software Listing $5.00

Home Computers Co.
1055 Taylor Ave.
Towson (Baltimore), MD 21204
(301) 337-2733

SALES AND SERVICE
Atari 520 and 1040 ST systemse 130XE
computers®Full line of disk drives, print-
ars, etc.eHuge software library ®Major
credit cards.

Far Computers

2134 Warrior Rd.

Birmingham, AL 35208

(205) 7T85-4192

Alabama's only authorized Atari Sales
and Service Center. Full line of 8-bit, ST,
Megas, and laser printers. Software and
accessories. Credit cards accepted.
Mon-Fri 8:30-4, Sat 9-12.

NEW ENGLAND

28 E. Washington St.

N. Attleboro, MA 02760

(508) 699-0430

Large selection of Atari ST software.
Atari 5205T and 1040ST systems. Soft-
ware always discounted. Layaways avail-
able. Major credit cards accepted.

On Line Computer

280 Main St.

(across from Atlantic Plaza)

North Reading, MA 01864

{508) 664-1110

and

450 South Broadway

{Newman Pl. next to Newman Ford)
Salem, NH 03079

(603) 894-6314

Authorized Atari Sales & Service. Soft-
ware & accessories for the 8-bit and ST.
We carry Atari desktop -publishing sys-
termns. Major credit cards accepted.

HANDS ON COMPUTERS

" 99-B LARRABEE PLACE

Sales & Service

~ WESTBR ME. 04092
00K, Specialist for
ATARI &
s COMMODORE
207-854-1155 COMPUTERS

tt 1 - L

Software for ALL MAJOR A
COMPUTERS Supportod ATARI"

Soft Ware Haus

49 Beagle St.

Quincy, MA 02170

(617) 770-3899

Full service Atari center since 1983.
Atari 8-bit and ST hardware and software,
accessories, and peripherals. Layaways
available. Major credit cards accepted.
25% off list on software if you mention
this ad.

g
Enmpuie@ >‘Q Ei |

Compulers Elc.

425 Kings Highway East (Route 1)

(1/2 mi. east of |-85, exit 24)

Fairfield, CT 06430

(203) 336-3100

Largest Atari ST dealer in the state of
Connecticut. Voted one of "The Best of
Fairfield County" in the Fairfield County
Advocate’s annual reader poll. All ST
software at least 20% off all the time.

The Computer Bug

113 Russell St.

Hadley, MA 01035

(413) 584-7722

(413) 586-1430 (BBS)

The Atari ST experts of Western Mass.
Sales, service, and support. We offer so-
lutions . . . not problems. Authorized on
the complete Atari ST line.

Syntronics Computer Centers

466 Commonwealth Ave.

Boston, MA 02215

(617) 266-5039

(617) 266-5076 (BBS)

Atari computers/software/supplies. Low
prices/Factory Authorized Service. Mas-
terCard and Visa welcomed.

METROPOLITAN
NEW YORK

Software Station

129 Rockaway Townsquare Mall
Rockaway, NJ 07BG66

(201) 328-8338

and

7 Headquarters Plaza Mall

Morristown, NJ 07960

(201) 455-7858

and

Princeton Forrestal Village

Princeton, NJ 08540

(609) 520-1212

Atari lovers, Atari owners, Atari software,
Atari hardware. We go together at Soft-
ware Station. The Atari lover's store. 8-
bit and ST. 25% off software with this ad.

Park Avenue Video Center

260 Park Ave. 5. (21st 5t.)

New York, NY 10010

(212) 505-0930

and

Video Home Cenler

336 Rte. 9 North

Manalapan, NJ 07726

(201) 431-7636

Atari 520, 1040, and Mega authorized
sales and service. Full line of printers and
other peripherals. Your one-stop Atari
shop. Best price, best service.

Island Software

and Computer Service i
35 Middle Country Road 1 |
Coram, NY 11727 E
(516) 736-1001

Authorized Atari Business Computer
Center featuring the Mega line. We are
the oldest authorized Atari dealer and
service center on Long Island. Over 500
software titles in stock. Full line of acces-
sories and peripherals.

The Music Place

Rte. 73 and Jackson Rd.

Berlin, NJ 08009

(609) 768-2226

Authorized Atari dealer for 1040 and
Mega computers and peripherals. Spe-
cializing in music/MIDI software. Major
credit cards accepted. Mon-Fri 12-9, Sat
10-5.
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In order to offer an acceptable variety of graphics modes,
Atari Basic is obliged to construct a variety of display lists.
The graphics modes offered by Basic, however, do not begin
to exploit the infinite variety of hardware graphics mode
combinations made possible by custom display list program-
ming.

ANTIC Instructions

Display list instructions are one byte long, coded as shown
in Figure 4. There are three basic classes of display list
instruction:

e Blank line instructions, which cause ANTIC to display a
certain number of blank video scan lines in the current back-
ground color.

e Jump instructions, which tell ANTIC to continue execut-
ing display list instructions at a new location, with or without
waiting for the vertical blanking interval.

e Display mode instructions, which cause ANTIC to display
a line in a particular hardware graphics mode.

A display list is normally quite easy to set up. Every display
list starts off with blank line instructions to compensate for
vertical overscan. Next, the first mode line is specified by a
display mode instruction that incorporates the Load Memory
Scan option, telling ANTIC the location of screen memory.
Subsequent mode lines are then specified. At the end of the
display list, a JVB (Jump and wait for Vertical Blank) in-
struction is used to redirect ANTIC back to the beginning of
the display list, so that it can control the next screen refresh.

Figure 5 shows a custom display list designed to create a
full screen of large characters equivalent to that produced by
a Basic GRAPHICS 2+16 statement. The display list is stored in
a consecutive series of memory locations in RAM. Its start
address is always stored in page/offset form at addresses 560
(low byte) and 561 (high byte).

Once you have found the start address of the display list,

DISPLAY LIST DUMP

Listing 1. Utility to dump Basic display lists to printer.

ATARI KEY

= Any Atari 8-bit computer
w Atari Basic

-8 REM OFEN CHAMMEL TO PRINTER

3¢ OFEN #1,8.9,"P:*®

@ GRAPHICE @&:CLR

& DIM INSTRUCTION(2@4), LOCATION{Z34)
7B POSITION 4,180:TRAP S@

8@ FRINT “"Enter Graphics Mode number™;
2@ INFUT MODE

1d@ GRAFPHICS MODE:COUNT=#

185 REM LOCATE STARTING ADDRESS OF DISFLAY LIST
118 DL=FEEK (5&8) +FEEE (541 ) %255

115 REM CALCULATE ADDRESS AND DL BYTES
128 FOR X=@ TO 24

139 LOCATIOMOX)=DL+X

14@ Z=PEEK (DL+X)

156 IF I=45 AND COUNT=@ THEN COUNT=X+2
1668 INSTRUCTIOM(X) =7

178 MEXT X

188 PRINT #1:"GRAPHICS " iMODE

1780 PRINT #1:" T

<8 PRINT #1:"ADDRESS", "BYTE", "VALUE"
=218 PRINT #1g" *®

22880 FOR I=@ TO COUNT

£38 FRINT #15LOCATIONCI), I+1, INSTRUCTIONCI)
248 NEXT 1

Z2a@ CLOSE #1

the list itself can be drawn out of memory using the Basic
PEEK statement, which returns the value stored in a memory
location. Listing 1 is a utility that will dump out the Atari
Basic display lists, which will be handy references when you
write mixed mode display lists of your own from scratch.

Listing 2 shows what can be done by modifying the display
list for one of the Basic default graphics modes to create a
mixed-mode display.

In the next issue, we'll be exploring display lists in more
detail and learning various tricks for modifying the Basic DL
more effectively and for creating our own custom displays
from Basic. B

CUSTOM DISPLAY

2. Demonstration of how to Basic list to
m:mm. .ﬂ"‘ -

PN ATaRI KEY

mAny 32K Atari 8-bit computer
= Atari Basic

18 REM CALL BRAFPHICS MODE YOU ARE MODIFYING

26 GRAPHICS B+1&

3@ REM ESTABLISH VARIABLE TO KEEP TRACK OF STARTING
ADDRESS OF DISFLAY LIST

40 DL=PEEK (5&@) +PEEK (561) #254

5@ REM MODIFY THE ORIGINAL LMS INSTRUCTION IN
DISPLAY LIST

46 REM 18T LINE OF DISPLAY LIST 1§ MODE 2

70 POKE DL+3,71

86 REM PUT IN 1 MORE MODE 2 LINES

9@ POKE DL+4&,7

198 REM COUNT DOWN 128 GRAPHICS 8 LINES

119 REM TAKING INTO ACCOUNT 2ND LMS INSTRUCTION

115 REM PUT IN 4 MODE 1 LINES

120 POKE DL+137,6

136 POKE DL+138,4

148 POKE DL+139,6

150 POKE DL+148,6

160 REM POKE IN JVE

170 POKE DL+141,5%5

188 REM LO-BYTE/HI-BYTE OF RETURN ADDRESS

199 POKE DL+142,PEEK (S&6)

200 POKE DL+143, PEEK (S&1)

21@ REM TELL DS WHAT MODE TO USE

22080 POKE 87,2

23@ POSITION @, 8

248 PRINT #&3"ATARI DISPLAY LIST"

2%@ REM TELL OS NEW MODE

268 POKE B7,8

278 REM LOCATE CURRENT TOP OF SCREEN

288 TOPSCN=FEEK (B8) +PEEK (89) #254

298¢ REM OFFSET TOPSCN BY # OF MEMORY BYTES FOR MODE
2 LINES +1

369 TOPSCN=TOFSCN+41

31@ REM POKE THIS LOCATION BACK INTO 88,89

328 POKE 88, TOPSCN-(INT (TOPSCN/256) } #2564

338 POKE 89, INT (TOPSCN/25&)

34@ COLOR 1

35@ FOR I=@ TO 72¢ STEP 3

368 ANGLE=1/57.26&

370 ReS#*ANGLE

386 X=INT (R*COS (ANGLE) )

396 Y=INT (R#*SIN(ANGLE) )

498 IF I=0 THEN FLOT 1&6@+X,&4-Y

413 DRAWTO 140+, &4-Y

420 NEXT 1

43¢ REM TELL DS NEW MODE

449 POKE 87,1

45@ REM LOCATE CURRENT TOP OF SCREEN

470 POKE 88, TOPSCN-( INT (TOPSCN/254) ) #2564
48@ POKE 89, INT (TOPSCN/254)

498 POSITION @,2

S0# PRINT #43 "MIXED MODES DISPLAY"

S3¢ GOTD S3a

468 TOPSCN=TOFSCN+51&@:REM MODE 2 BYTES + MODE 8 BYTES
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Why did you originally buy an Atari comput-
er? To do word processing? To compose
music? To manage your business? To play
games? Chances are, whatever your initial
reason for buying an Atari, you've discovered
that it has many additional capabilities and
potential applications.

The flip side of the coin is that you've
probably experienced some frustration as
well. Maybe your word processing package
won't do subscripts or underlining. Perhaps
your database won't sort on as many fields as
you need. Or, it could be that when you write a
program, your whole system acts user-hos-
tile.

Depending upon the balance between your
satisfaction and your frustration, you may
continue to use your computer or set it aside.
But there is a better way: Atari Explorer.

As the premier magazine for Atari comput-
er owners, it is our responsibility to make sure
that you get the most out of your computer. To
us, that means making sure your Atari does
more than you bought it to do, more than
friends’ and associates’ computers do, and
more than you ever imagined a computer
could do.

To make sure that you get the most out of
your computer, Atari Explorer brings you ob-
jective, in-depth reviews of hardware and

YES! Please enter my subscription

to Atari Explorer at the money-saving rate |
have checked below.
USA Canada*®

18 issues [ ]$39.95

*Checks must be in US funds
and drawn on a US bank.
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Explorer

The User-Friendly Computer Magazine

software; up-to-date information about new
products; practical tutorials; stimulating col-
umns; thought-provoking articles; and valu-
able inside information.

Hard-Hitting Evaluations

At Atari Explorer, we obtain new peripher-
als and software packages as soon as they
are released. We put them through their
paces in our on-site laboratory and also in the
environment for which they are intended—
home, office, lab, or school.

Our evaluations are unbiased and accu-
rate. We are not afraid to call a spade a spade
or a lemon a lemon. Our first obligation is to
you, our readers, and editorial excellence and
integrity are our highest goals.

Practical and Stimulating

We know that some of our readers are
beginners and others are experts. Thus it is
our responsibility to make what we publish
both comprehensible to newcomers and in-
teresting to veterans. That does not neces-
sarily mean that the material is simple; we
know you like to be challenged. What it does
mean is that we provide the inexperienced
user with every possible means to seize the
subject matter and make it his own.

However, we don't want the experts to be

bored, so although articles are accessible to
beginners, they are theoretically non-trivial,
cover topics in depth, and present informa-
tion on more than one level.

At Atari Explorer, we are intensely inter-
ested in all aspects of computing. Ours is the
magazine of pragmatic applications, commu-
nicative graphics, stunning animation, mind-
expanding games, and realistic simulations.
We take our business seriously, but we have
fun too. We are convinced that you will, too,
when you go exploring with the Atari Explorer
family.

A Great Deall Guaranteed!

To order your subscription to Atari Explorer,
simply fill out the coupon and mail it to the
address below. There is no risk; if at any time
your are not completely satisfied, we will
refund the unfilled portion of your subscrip-
tion—no questions asked.

By subscribing now, you'll be on the inside
track to Atari—the company, the people, and
the products—you won't miss a single infor-
mation-packed issue, andyou'll save 16% to
25% over the newsstand price. Act today!

Send to: Atari Explorer
CMN961
MNetcong, NJ 07857

My computer is: [JST [J8-bit [JGame System

Name

Address

City State Zip

Foreign*®
Gissues []$14.95 []$19.956 []$24.95
[$54.95 [1$69.95

Credit card number

[] Payment enclosed [] Visa

[ ] MasterCard

Expiration date

Signature

Send to: Atari Explorer, CN961, Netcong, NJ 07857-0961.



New Price Breakthrough...

Syralryive 20MB - $499 ...

® High-performance SCSI hard disks drives ® Includes the powerful SupFmt, SupEdit, and
for Atari 520ST, 10408ST~, and MegaST SupBoot programs:
computers Allows dividing disk into as many as 12

e Includes DMA pass-through and 25-pin SCSI - Logical Partitiun? e
output for daisy-chaining additional devices upports autobooting from hard drive

Bad-sector mapping
® Daisy-chain up to 3 additional SupraDrives Boot-sector editor

® Works with the Atari Laser Printer Supports most popular drives and con-
® Interface & software available separately to trollers, including Adaptec and OMTI
build your own drive system ($99.95) ® Excellent service and support

Available from your local dealer, or call:

, 1133 Commercial Way / Albany, OR 97321 USA
Fax: 503-926-9370 / Phone:503-967-9075

Orders: 1-800-727-8772




