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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 !
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MULTI GAME PACKS - MANY GAMES ONE LOW PRICE

EACH PACKAGE CONTAINS COMPLETE VERSIONS OF INDICATED GAMES

FIVE STAR 29.95 LIGHT FORCE 34.95 Premier Collect. Il 34 95 Precious Metal 34.95
RAMPAGE - CRAZY CARS R TYPE - VOYAGER CUSTODIAN CAPTAIN BLOOD
ENDURQ RACER - WIZBALL INTERNATIONAL KARATE + MERCENARY -ELIMINATOR SUPER HANG ON

BARBARIAN({UItimate Warrior) BIO CHALLENGE BACKLASH ARKANOID Il - XENON

Computer Hits 11 29.95 MAGNUM 4 39.95 HIT DISK #2 34.95 TRIAD 34.95
TETRIS AFTERBURNER-BATMAN | |LEATHERNECK - TANGLEWOOD| DEFENDER OF THE CROWN
JOE BLADE - TRACKER DOUBLE DRAGON TIME BANDIT BARBARIAN
TAU CETI OPEATION WOLF MAJOR MOTION STAR GLIDER
TRIAD Il 34.95 THRILL TIME 34.95 WINNERS 39.95 Vl D|_ST
BAAL lkar Warnors-Thundercats-8ombjack THUNDER BLADE REAL TIME VIDEOQ DIGITIZER
MENACE Beyond The Ice Palace-Live And Lat Die LED STORM-BLASTEROQIDS CALL
TETRIS Buggy Boy-Batleships-Space Harrier IMPOSSIBLE MISSION I
ARCADE IMPORTS ST Darius..__..........2795*StormLord.........2995 Kings QuestiV.. ....2995 NEO DESKI........3495
Afterburner 19.95 Emperor Of Mines....34.95 Stunt Car Racer 3495 Lost Dutchman Mine34.95 Universal Item Selctr13.95
Altered Beast......... 34.95 F-16 Combat Pilot... 3495 *Swilch Blade ...........29.95 Manhunter............... 2995 Turbo ST..........3495
APB. ... ... 2795 FastlLane. ... 27.95 *TerrysBig Adventure29.95 Maniac Mansion .....32.95 Pro Sound Designer 79.95
Bad Dudes... ....27.95 Fed Of Free Traders 37.95 Thunderbirds............29.95 *Monopoly ............. 2795 * indicates new relgase.
*Beach volley ..........29.85 Ferrari Formula One 34.95 *Twin World .............3485 Omega...............34.95 Many more litles available.
Chase HQ ........3495 Fighler Bomber....3995 Tom & Jerry ll.........34.95 Oulrun............. ... 1995 call for those not hsted***
*Double Dragon I\ ....29.95 *First Contact ....2995 waterloo..............3485 Pirates......... .2995 DISK DRIVES
Dugger (Dig Dug) ... 27.95 *1st Person Pinball. .2995 Xenonll.............. 3495 Police Quest 2. 2995 INDUS GTS-100X... 149.95
Forgotten Worlds ... 27 95 *Future Wars _...... 3495 Xenophobe ... 3485 ProTennis. 2995 INDUS GTS-100 ... 158.85
*Galaxy Force..... 34 95 *Ghoslbusters Il ........34.95 Zero Gravily ... 995 Purple saturn Day .1995 INDUS GTS-1000...199.95
Gemini Wing .........2795 Honda RVF...........3495 Artic FOX ... .......1995 Red Lightning ...... 3995 30MEG Hard Disk...529.95
Ghouls & Ghosts......29.95 *Hound Of Shadow...3495 Bard's Tale........... 1995 Red Storm Rising.....29.95 48MEG Hard Disk.. 58995
Hard Driving .....2795 "Interphase ..3495 Marble Madness ... 1995 Return Of The Jedi.. 1995 MONITORS
Metrocross . 995 *lronLord ...................34.95 Skyfox I ............. 1995 "RisK ... ...2795 COLOR ....31995
Pacland . .. ..2795 Killdozers .. 995 **Many mere mports available Snadowgate ’ .2495 MONO 17995
Pacmania. ..2795 Knight Force.............34.95 :ﬁ“g'ggg fg{ﬂéiﬁg‘:ﬁs’?yf_d Shufflepuck Cafe......27.95 IMPORT MAGAZINES
Paperboy 2455 KULT . ..34.95 S ” Space Quest |ori.2995 ST ACTION (DISK)......8.95
Power Drift....3495 Licence ToKill._.. 2795 'EEI'EEC:JSSSOFTWARE Space Questlll........ 3995 ST USER (DISK).. . 895
Roadblasters. . 2795 Lombard Rally ...34.95 Battletech Star Wars ......1995 Cmptr + Video Games6.95
Side Arms 19.95 Mickey Mouse ..........27.95 Battlenawi'«"é-{é;z Street Fighter..........19.95 GAMES MACHINE......6.95
Silkworm ..27.95 Microprose Soccer ..34.95 Bionic Commando.. 19.95 Super Hang On.._ 1295 ST FORMAT (DISK) ..8.95
Stnder . ot ..27.95 Millennium 22..........34.95 «Breach Il 2795 Times Of Lore.........34.95 THE ONE ....6.95
Super Wonder Boy 2795 New Zealand Story ..27.95 Cantain B"'(')‘c',d‘““ 4295 TV Sports Football...34.95 ST WORLD . ...695
*Tempest... 2995 North & South ... 3495 Ca?rier Comma“rlmdw 32'95 UM G — 3295 ACE (great mag) 6.95
Tiger Road.. .. 2795 *Onslought . 3495 L0 o o798 Zak McCracken....... .32.95 subscriptions are available
TOODM ..o scivoomsnassuisne 2795 Pictionary... e 3895 L oS Of Flame g g5 JOYSUCKEXIendrs pn 1285
*Turbo Outrun ............29.95 Populous .3295 Dunggecn Master 24‘95 Four Player Adapter 1295 [PC SPEED........
Vindicators...............2795 P Promised Lands 19.95 Dungeon Ma < 405 PRODUCTIVITY HAND SCANNER._. 299 95
Xybots 2795 * Final Frontier...........8.95 Dungson Ma§1efy'12-95 Timeworks Publisher79.95 | MOUSE (Imported)49.95
MORE ST IMPORTS Powerdrome ............ 34.95 Dunan Mstr Editor 19 95 word Writer.. .........4995 |GCR..
**Dealer Inqunes Walcome**  “Prince ................34.95 'ChaosgStrik'es Back 24 95 Data Manager Pro... 9995 ROMS .
**Qvar BOO Ltles Imporied”* Quarte ... 34.95 Empire Strikes Back 1995 *Per. Finance MQar..... 34.95 (VIDISTvideo D .,...M, CALL
Aaargh. ...........2795 Rick Dangerous 3495 o Mission Disk 19.95 DASH..... ...29.95 |DVT (hard drive back up)CAL
Airborne Ranger......34.95 Roller Coaster Rmbir27 95 Gauntiet Il 19.95 Printmaster Plus. .. 2795 IMAGE SCAN......57.95
*Armada 34.95 SNOOPY......coooeiinenn... 34.85 Gold Rush YT Typing Tutor.............. 27 85 | supra 2400 Modem 119.95
*Austerlitz. c......3495 STOS .....cccoceee.n... 3995 Hillsfar h o “34 95 Mavis Beacon ... 3785 LOWEST PRICES
*AxelsMagicHammer29.95 STOS Compiler. 2495 Indy Jones-Arcade. 24 95 VIP Pro (GEM)......59 95 GUARANTEED -CALL
Batman(the movie)27.95 STOS Maestro..........34.95 |na§ Jones-Graphic. 29 95 DBEMan50....._. 14495
*Beverly Hills Cop ... .2995 STOS Maestro Plus 99.95 Kennedy Approach. 34.95 Degas Elite ...............39.95 | come visil our slore a
Bloodwych ... ... 3495 STOS Sprites 600...2295 ..o sogeslplpll o eeos MuliDesk.......2285| 1839E.Chapman
« Bloodwych Data 1 2495 *Soldier 2000 .. .....29.95 ~nJ il i) G# .. 2495 | Orvange CA, 92667
i s I8 We are import software specialists. There are 5 B
] (714)538-1234
gﬂg%ebf:agfrsﬁgg?h g;gg many more titles available. Please call for anything not SEGA GENESIS Ma,‘o,us,”LU,(.Q_BMO"_@(."
Cosmic Pirate .. 2795 |listed here. Wholesale pricing for qualified dealers. IN STOCK (714)899-8189

ORDER LINE INQUIRIES & CA. ORDERS

(800)-443-8189  (714)-639-8189

Bl NO EXTRA COST FOR CHARGE CARDS  Hardware shipping — call for quote.  [Meaee
WY Software shipping-$3.50. For 2 day air add $1.75 per title. COD orders + $3.75. |ummm——

COMPUTER CAMES + * Box 6144 « ORANGE CA 92667 « (714) 639-8189
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El_Cal Update

Dear Editor:

I was really delighted to see the re-
view of El Cal in the November/De-
cember issue of Atari Explorer, not
only because it was well-written and
dealt with a program I wrote, but also

because presenting vertical market soft-
ware in an Atari magazine somehow
makes our computer look more “‘legiti-
mate.” The reviews of DynaCADD and
Informer I amplify that impression.
One little thing: the pink gremlins
who mess up typesetting (you know the
guys, don't you?) caused some confu-
sion—a misprint in the Debonair Soft-
ware address. The correct address ap-

pears below. ; ;
J. Andrzej Wrotniak
Debonair Software
P.O. Box 521166
Salt Lake City, UT 84152-1166

Letters To

The Editor
o D~ o

Thank You Again. Sam I t!ave seen many Amiga TV com- | line—are also available.
gain. 52 mercials that make it look the best. | Many 8-bit users do not know about
Dear Editor: have never seen an Atari commercial. | these programs —especially new users,

I would like to use this forum to pub-
licly thank Mr. Sam Tramiel and Atari
Corporation for the donation of the
Mega ST2 color system currently being
used in my third grade classroom.

Just to say thank you is not enough.
As teachers in today’s society, we some-
times feel alone in our quest to better
the lives of the children we teach. It is
nice to know that there are men like Mr.
Tramiel who are willing to help. I know
that God will bless him for his act of
kindness.

I have been using computers in my
classroom for many years (I purchased
nine of them myself) and have taught
computer classes for teachers. I can say
without reservation that the Atari ST is
the best computer for education. It will
do everything my administrator’s Mac
will do and at a fraction of the cost. My

No one knows about the ST. Support
has dropped, and I sometimes feel like a
fool when I talk to Amiga owners.

What is Ataridoing? Over a year ago
they said they would improve relations
with customers and dealers and adver-
tise nationally . . . so show me.

Dennis LaFontaine
61 Winter St.
Lewiston, ME 04240

Well, they have hired a new advertis-
ing agency—Chiat Day of Macintosh/
Superbowl/Lemmings fame—and we
in the New York area did see a TV
commercial for the Lynx game system
back around Christmas. More than
that we don't know. If you hear (or see)
anything, drop us a line.

such as owners of the XE Game System
who are wondering what else their fan-
tastic game machine can do. I think it
would be helpful if you could recap,
review, or re-review some of these exist-
ing programs for the benefit of newer
users.

If the 8-bit series is to survive, more
must be done to promote it. The 8-bit
machines are fantastic, so let's support
them.

Dag Hugdahl
P.O. Box 84
Bricelyn, MN 36014

Most of the product reviews you see
in Atari Explorer originate when the
manufacturer sends a copy or unit to
our offices for evaluation. We, in turn,
decide whether to review the product
in-house or send it to one of our con-

dream is to network 12 STs in my class- 8-Bit Support tributing editors, who might have some
room. special knowledge or expertise to qual-
James W. Sharrock | Dear Editor: ifv him or her to evaluate it.

Union County Elementary School
Rte. 2, Box 3000
Blairsville, GA 30512

Show Me

Dear Editor:

What is Atari doing to promote and
support their products? Recently, I no-
ticed on MTV an Amiga commercial
with the Pointer Sisters and NASA. |
thought they were Atari supporters.

I am an Atari 8-bit user and would
like tocommend you on your continuing
coverage and reviews of products for the
8-bit series. But I also think that you
could do more to promote these prod-
ucts.

There are many fine original games,
e.g. the fabulous Draconus from Cog-
nito, and ST games that have 8-bit
counterparts, e.g. The Pawn. In addi-
tion, many fine business, home, and
educational applications—Silent But-
ler, the Syn series, and the Tink & Tonk

Other reviews are submitted “over
the transom" by literate users who take
a chance and send us evaluations of
products they use regularly.

Obviously, manufacturers are most
interested in promoting their new prod-
ucts, so we seldom, if ever, receive
packages that are more than a few
months old. In fact, in the past, when we
have accepted reviews of older products
Sfor publication, we have received little
support from the manufacturers, who
often are simply selling out current

4
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supplies of a package prior to discon-
tinuing it. On two occasions, we were
asked not to run a review of an older
game package, because the publisher
did not want to generate any demand
Jor the few remaining units in stock.

So, a large part of the problem we
JSace when we think about reviewing old
Javorites for new readers (which, by the
way, we think is a good idea) is in sim-
ply obtaining the products we want to
review. Therefore, we challenge you
readers again: If you have a tried and
true 8-bit program you think other
Atari users would like to know about,
wrile a review and sent it in. [f we like i1,
we'll publish it and pay you for it.

The only stipulation is that any
product you review must be readily
available. (Include a profile box like
the one that accompanies all reviews in
the magazine, and tell your audience
exactly how to order the item you are
writing about.) Telling the already
Srustrated family of 8-bit users about a
great product that they can't get will
not generate good will—for you, for us,
or for Atari.

FOR ATARI ST & MEGA II
4 MEG 2.5 MEG 2 MEG 1MEG
MEGA 11 27000 * * *
1040 ST 48000 27000 * *
520 ST™ 48000 27000 * 9500
520 ST 48000 * 27000 95.00

Prices include RAM chips, installation, 6 month warranty! 24 Hrs
turn around for mail orders, or "while you wait’ for carry in.

Don'’t take chances with solderless RAM upgrades. We use soldcnn%
on all connections of our upgrades to insure long lasting guality
contacts.

Boost productivity and
processing power
of your ST with

COMPUTROL Turbo 16 Accelerator.... 29995
E ]: INDUSTRIES Automatically se

Memery Upgrese prioes ars swtmct 10 chige doe 10 ket Thctustion
For mare information and Istest prices please call:

systemn time and date

with internal real time

Clock/Calendar...............59.95
35-28 33rd STREET

For maximum storage
ASTOR[A’ NY 11106 capa.cily and ffc:\‘ibr'ﬁfy
(800) 477_ 2131 get internal or cxternal

Single to Double
(718) 392_5852 Sided Drive upgrade.....115.00
FAX: (718) 392-4136 - N
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The Atari Home Office Revolution

y current estimates, as many as

25 million Americans are now

earning a significant portion of
their income working at home. Yet,
as impressive as the numbers sound,
the home-office revolution is just be-
ginning. By the end of the century—
just ten years away—the effects of
this massive and increasing change-
over will be felt at every level of
American social and economic life,
from tax reform to the administration
of social programs. Indeed, the home-
work revolution may ultimately pro-
voke a reassessment of the opposing
principles now used to assess the very
value of labor itself. As economists
are now discovering, neither the phi-
losophy of Keynes nor that of Marx
can fully describe the behavior of a
decentralized post-industrial, capital
economy in which the workers own
(and live alongside) the means of pro-
duction.

To large extent, the home-office
revolution is being fueled by micro-
chip technology. In the hands of vi-
sionaries like Jack Tramiel, this has
made powerful desktop computers,
FAX machines, and other office
equipment affordable to people like
you and me. Our cover story, “The
Atari Home Office,” by Edmund
Mann, which begins on page 22,
shows some of the many ways in
which Atari owners are using their
machines to set up home businesses at
every scale. Whether you want to
earn a little extra on the side, or em-
bark on a new career, Mann’s article
is chock-full of encouragement and
practical tips on getting started.

According to our recent Reader
Survey results, reported beginning on
page 8, many Explorer readers have
already jumped on the home-work
bandwagon. Productivity applica-
tions such as word processing, spread-
sheet and database, desktop publish-
ing, and CAD (Computer-Aided De-
sign) are used more often by Explorer
readers than any other category of
software. Fully 71.8% of respondents
own more than one computer—
strong evidence that in these house-
holds at least one Atari system is ded-
icated to regular office use, either as
part of a home-based business, or asa
platform for taking work home from
a conventional job.

While these results may surprise
some, | was not surprised at all. For

my own part, I've always identified
the Atari computer with work—both
in traditional office settings and at
home. I bought my first Atari—an
old flip-top 800—in 1982. Later that
year, I payed for the system by selling
my first article to a computer maga-
zine: a tutorial about Atari graphics.
Shortly thereafter, [ was hired by that
same magazine as Technical Editor,
setting up an Atari workstation at the
office so that I could bring work
home. Since coming to Explorer four
years ago, I've worked exclusively at
home—churning out articles using a
variety of Atari systems; communi-
cating with Explorer’s main offices
by telephone and modem. My tele-
phone dialer/database accessory,
presented starting on page 42 and
available by mail or for download
from the major information services,
exemplifies the kind of powerful, in-
tuitive software that, in combination
with Atari hardware, makes this pro-
ductive lifestyle possible. We hope
you enjoy it, and invite your com-
ments.

New Expire Dates

You may notice that the issue of
Atari Explorer you hold in your
hands is dated Spring, 1990, rather
that March/April. Don’t panic! Due
to production delays, our January/
February issue arrived a little behind
schedule. To minimize the effect of
this disruption on you, our readers, as
well as on our advertisers (who natu-
rally like an issue to remain on the
stands for a predictable amount of
time), we've decided to combine Ex-
plorer’s March/April, May/June,
and July/August issues into Spring
and Summer, returning to our regu-
lar production schedule with the Sep-
tember/October 1990 issue.

If you are a subscriber to Atari Ex-
plorer, please note that we have ex-
tended your subscription by one issue
to make up for the deficit. Thus, if
your subscription was due to expire
with the September /October 1990 is-
sue, it will be extended automatically
to include the November/December
issue. Brand-new subscriptions, as
well as longer two- and three-year
subscriptions will, of course, be ex-
tended in similar fashion. This
change should already be indicated
on your mailing label. ]

By JOHN B. JAINSCHIGG




3257 KIFER ROAD
SANTA CLARA,CA 95051

(408) 749-1003

(408) 749-9389 FAX

B & C For all your Atari compuier needs...
ComputerVisions

STORE HOURS

TUE - FRI 10am - 6pm
SAT - 10am - S5pm
CLOSED SUN - MON

SO0/ X I./ X FE SOFT WARIK SO/ X I/ X F SOFT WARIFK
ALL TITLES ON DISK ALL TITLES ON CARTRIDGE
ENTERTAINMENT UNIVERSE ............. 4.95 LINKWORD: ITALIAN .... 22.50 ENTERTA INMENT STAR RAIDERS 10,00
12 ADAMS ADVENTURES .. 14.95 ZAXXON (400/800)...... 13.50 MASTER TYPE ........ 14.95 3D TIC TAC-TOE ....... 9.9% CARTRIDCE ONLY %.00
RETAE Lot e baaine 26.95 SAT PRACTICE TESTS ... 19,95 ATRBALL (XL/XE) . 24.9%5  STAR RAIDERS II 19.95
ALT. REALITY CITY..... 26.95 PROGCRAMMING SNOOPER TROOPS CASE k1 9.95 ALIEN AMBUSH .... _ 9.95 SUBMARINEE COMMANDER 14.95
ALT.REAL DUNGEON ..... 26.95 CLSN PASCAL .........., 35,95 SNOOPER TROOFS CASE ¥2 9.95 ACE OF ACES .{(XL/XE) . 24.95 SUMNER GAMES (XL/XE). 24.95
ASSULT FORCE 3D....... 19.95 DO5 2.5 .......o.v0... 7.95 STATES AND CAPITALS 9.9% ARCHON ...... S ) SUPER BREAKOUT 9.95
AUTO DUBL ...... ivewes, 35495  DOS - RBia e civsess 10,00 TOUCH TYPING . ceee 9,95 ABTEROIDB vt itisieled 15.95 SUPER COBRA .... 14.9%
BEYOND CASTLE WOLF.... 14.95 DISK 1/0 .. 26.95 OQUIZ MASTER CONSTR.... 8.95 ASTRO CHASE (400/800. 14.95 SUPER PAC-MAN
BANDITS ....ovccvacnnn- 5.35 KYAN PASCAL .......... 62.95 QUIZ MSTR. USA CONSTR. 8.95 ATARI TENNIS (no box) 9.95 CARTRIDGE ONLY..... 9.95
BIEMARE oo eivs s maiare 26.95 LIGHTSPEED C ........ 35,95 ATLANTIS ......vnnees 14,95 THUNDERFOX ... . 19.95
BLOCK BUSTER . ........ 7,95 AMERICAN EDUCATION: BALL BLAZER .. ....... 14.95 TURMOIL: ..v.imiveavas 9.95
BORDINO:1812 ......... 22.50 Ar BIOLOGY G104 17.9% BARNYARD BLASTER .... 24.95¢
BOULDERDASH CONSTR.SET  9.95 A+ GRAMMER G4+ 17,95 BASKETBALL 14.95
BRUCE LEE ...........: 8.95 Ar READING COMP G1-8 35.95 BATTLEZONE 19.95 PRODUCTIVITY
CASTLE WOLFENSTEIN.... 14,95 A+ SCIENCE G3-4 17.95 BLUE MAX ............ 19.95 ACTIONT oovvvrannsas 71,95
CHAMP. LODE RUNNER ... 26.95 A+ SCIENCE G5-6 17.95 BOULDERS & BOMBS 14.95 BASIC REV A CART .... 5.00
CONFLICT IN VIET NAM . 10.95 At SCIENCE G7-8 17.95 CAVERNS OF MARS 19.95 BASIC REV C CART .... 15.00
CONAN . .uennnnannn 8.95 At SPANISH ......... 17.95 CENTLIPEDE ....... 14.95 BASIC XL 53.99
COSNIC TUNNELS ....... 9.95% A+ SPELLING G2 G 15.95 CHICKEN (400/H00) . 4.95 BASIC XE 1.95
CRUSADE IN EUROPE .... 10.95% At U.S. GOV. GlO+ 17,95 CHOPLIFTER ...... 19.95 DIAMOND (GEM O/$) 69.95
BEROG: G vaiiaiie ie 498 A+t D.S. HIST. G5+ .. 17.95 CLAIM JUMPER ........ 1.95 LOGD o uawssainsa 29.95
DELUXE INVADERS ...... 7.95 PRODUCTIVITY At VOCADULARY Gdv... 17.95 CLOUDBURST 0 .uuuuan 9.99 MAC/65 o.oinann. 71.95
DECISTON IN DESERT ... 10.95 ANIMATION STATION .. 19,95 A+ WORLD GEOG. G8+ . 17.95 CRIME BUSTER L. 24.95*  MAC/65 TOOLKIT-DISK... 26.95
DROP ZONE ............ 9.95 ATARIWRITER+/SPELLCHK 44.95 A+ WORLD HIST. GB+ . 17.95 CROSSBOW . ...... . 24.95* MICROSOFT BASIC 11 31.50
F-15 STRIKE EAGLE 14.95 ATARIWRITER BO (G = GRADE LEVEL} CROSSFIRE ........... 9.95  MICROFILER DATABASE .. 22.50
FIGHT NIGHT .......... 17.95 REQUIRES XEPBO .... 44.95 HMTARL: CRYSTAL CASTLES(XL/XE) 19.95 PELOT osvas sonian 19.95
GAUNTLET (64K) coe. 31.50  AWARDWARE (1050) ..... 13.50 CONCENTRATION 9.95 DARK CHAMBERS (XL/XE), 24.95  SPARTA DOS X 71.95%
DEEPER DUNGEONS. . ... 22.50 BANK STREET WRITER.... 9.95 DIVISION DRTLL 9.95 DAVIDS MIDNIGHT MAGIC 19.95
GRAPHIC ADVENTURES 1-6 26.95 BLAZING PADDLES ...... 31.50 GRAPRANG & cps yowsini 9.95 DEFENDER ...cveavisos 9.95
GUNSLINGER ... 5  BOOKKEEPER/KEYPAD 17.95 INSTRUCTIONAL COMPUT 9,95 DESERT FALCON 14.95 EDUCATION
HARD HAT MAC . COMPUTE YOUR ROOTS 35.95 PLAYER MAKER ....... 9.95 DIG DUG ....... . 19.95  ATARI LIGHT MODULE
HERACLES ..... DATAMANAGER . ......... 4.95 PREFIXES saesy 995 DONKEY KONG .. ....... 10,00 (REQ. STARTER SET) 9.95
INF1LTRATOR ELECTRONIC CHECKBOOK . .95 SCREEN. WAKER . ...... 7.95 CARTRIDGE ONLY ...  5.00  MATH ENCOUNTERS 9.95
JAWBREAK ER FAMILY FINANCE 6.95 SECRET FORNULA INTERM 9.95 DONEEY KONC JR. ..... 9.95
FARATEEA . .. FORMS GENERATOR 21.50 SECRET FORNULA ADVANC 9.95 EASTERN FRONT (1941). 19.95  FISHER PRICE (PRE SCHOOL}:
ENICKERBOCKERS HOME ACCOUNTANT ...... 19.95 SEELLIIN COMTEET 8. 50 E.T. PHONE HOME ..... 9.95 DANCE FANTASY 8.95
KENNEDY APPROACH ..... 10.95 HOME FILING MANAGER. 6.95 BUY 2, GET ONE FREE!! FIGHT NIGHT ......... 19,95 LINKING LOGIC ¥.95
LAST V-8B ............. B.95  INVENTORY MASTER ..... g0.95 CBB [AGE 1-&): FINAL LEGACY ........ 19.95 LOGIC LEVELS ¥.95
L.A. SWAT/PANTHER .... B.95 LETTER WIZARD ..... 29.95 ASTROGROVER ........ 8.9% FOOD FIGHT (XL/XE)}... 19.95 MENORY MANOR 8.95
LODE RUNNER .......... 13.50 MONEY MANAGER cev. BL9S BIG BIRD SPEC DELIVE 8.93 FOOTBALL ...vvsvevee. 14.95 ALL 4 FOR ONLY 24.95
NEVER ENDING STORY 8.95 MUSIC CONSTRUCTTION SET 13.50  PRNIETS MAGIC SHAPE. H.95 | FROCCER ............. 14.95
MONTEZUMA'S REVENGE... 14.95 NEWSROOM (1050 - G4K). 13.50 GALAXIAN . seis D95 SPINNAKER (AGE 31-10):
MOUSEQUEST............ 17.95 NEWS STATION ......... 26.95 DPAVIDSON: GRTO i s Sk i e 24.95 ALPHABET 20O 9.95
MOON SHUTTLE ......... 7.9% NEWS STA., COMPANION. . 26.95 MATH DBLASTERS C1 6 26.95 GORF (400/800) ....,. 9,95 DELTA DRAWING 9.95
NATO COMMANDER . ... 10.95 PAGE DESIGNER ........ 26.9% SPELL ITI AGE 10+.... 26.95 HARDBALL . ........ «x 18,95 FACEMAKER ....... 4.95
N1BBLER i 12.95 WORD ATTACK G412 ... 26.95 | INTO EAGLES NEST(XL/XE}19.95 KIDS ON KEYS 9.9%
NINJA ..... . PRINT POWER {1050).... 13.50 DESIGEWARE: JOUST o eass 19,95 KINDERCOMP . . .. 9.95
OIL'S WELL ........... 9.95 PRINTKIT (1050) +..... 13.50 MATINAZE (6 -1 ) < 2693 JUNGLE HUNT 12.95 STORY MACHLNE(400/800) 9.95
O'RILEY'S NINE ....... 9.95 PRINTSHOP ............ 14,95 MISSION ALGEBHA {13+)11.50 KABOOMI . .... TP 1 1 11 (ACGE 7 - ADULT):
PENSATE . ...vvvpriene 14.95 P.S. COMPANION (64K) . 24.95 SPELLICOPTER (6-11). 26.95 KARATEKA eeis 19,99 ADV.CREATOR (400/800).9.95
PIE MAN ......... veev. 14,95 P.S.GRAPHICS LIRRARY 1 17,95 LEARNING COMPANY: KRAZY ANTICS 14.95 FRACTI1ON FEVER 9.95
PTRATES OF BARB. COAST 22.50 P.S.CRAPHICS LIBRARY 2 17.95 READER RABBIT ...... 7.9% LODE HUNNER ......... 24.95 (* = REQ. LIGNT GUN)
PITFALL/DEMON ATTACK . 13.50 P.S.GRAPHICS LIBRARY 3 17.95 COLORASAURUS ....... 7.95 MARIO BROS (XL/XE)... 19.95
PREPPIE 1 & IL ....... 9.95 PROOF READER ......... 17.95 WORDSPINNER ........ 7.95 MECAMANIA ......o000h 9,95
ROME & THE BARRARIANS 17.95 PUBLISHING PRO ....... 35.95 TINK TONE (ACE 4-6): MILLIPEDE -...iouoinn 9.95
SILENT SERVICE ....... 12.95 RUBBER STAMP ......... 26.95 ABC'S L oviivanvies. 8,95 MINER 2049°EH (no box) 9.95
SOLAR STAR ........... 9.9% SUPER MAILER ......... 35.9% COUNT AND ADD ...... 8.95 MISSTLE COMMAND ..... 10.00
SOLO FLIGHT THE LOTTO PROGRAM .... 22.50 SMART THINKER ...... 8.95 CARTRIDGE ONLY 5.00
SEIDERMAN TIMEWISE T el L] SPELLING ........... .95 MOON PATROL ......... 19.95
SPITFIRE 40 ) TURBOWORD 80 ..%44.95 SUBTRACTION ........ 8.95 MR. COOL. . ........... 4.95
SPY VS. SPY T & IT ... 9.95 TURBOFILE 80 ,........"44.95 THINKING SKILLS .... 8,9% NECROMANCER ......... 19.95
STARBASE HYPERION .... 7.95 * REQUIRES XEPBO ALL & TINK TONKS.. 39.95 ONE ON ONE (XL/XE)... 19.95
STARFLEET I .......... 44.95  VIDEO TITLESHOP (G4K). 26,95 U.:SOIII.T:TLF —_— PAC MAN . ....0.vonee. 10,00
STAR RAIDERS 11 17.95 VIRTUOSO ............ .95 . . ROROTS CARTRIDCE ONLY 5.00
StoCRuARPET 181eALe L.oLlllll 2ows (PRE-SCUOOL) ... 2695 | pENGD ~roer e 1595 XEGM COMPUTER
STRIP POKER . FUN BUNCH (6-ADULT) 26.95 PLATTERMANIA : 9.95 INCLUDES:
SUMNMER GAMES ’ EDUCATION HERELY READER. {PRIE-ECHIOL): POLE POSITION 19.95 * G4K MEMORY
TAX DODGE . . 9.9%  BUZZWORD .vovvvrenrss. 22.50 STICKY BEAR hIIAPE,b-. 26.95 | POPEYE .:vsivewises 14.95 + BASIC LANGCUAGE
TEMPLE OF APSHAL 9.95  PRACTIONS MULTRLY/DIV  7.95 BTICKY BEAR NUMMERS. 26.93 | D/BERY wawusisnils 14.95 + DETACHABLE ¥EYBOARD
THE HULK ........ . 5.3%  GRANDMA'S HOUSE (-10)  9.95 STL A SRAR MBS i Z6a8 sesees 9,95 * FLIGHT SIMULATOR
THFATRE FUROPE . ... HEY DIDDLE (AGE 3 10). 9.95 STICKY BEAR OPPOSITE 26,95 RESCUE ON FRACTALAS . 19.95 + MISSILE COMMAND
TOP GUNNER . ....:u0 LINEAR EQUATIONS . .... 7.95 SB BASKET BOUNCE ... 26.95 RETURN OF THE JEDI 14.95 * BUG HUNT
TRAILRLAZER LINKWORD: SPANISH .... 22.50 STICKY BEAR BOP ..., 26.95 ROBOTRON: 2084 ... .... 14.95 + LIGHTGUN
ULTIMA 111 - LINKWORD: GERMAN 22.50 RUN FOR IT ., .ciuai: 26.9% SLIME (400/600)...... 4.95 + JOYSTICK
ULTIMA IV ..oovvvnines 53.99  |INKWORD: FRENCH ..... 22.50 PIC BULLDER ........ 26.95 SPRINGER ............ 7.95 $119.95
SPACE INVADERS .. 14,95 .
4
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SUPFER SPECIALS

RECONDITIONED ATARI MERCIHANDISE

20 DAY WARRANTY

+

5-1V4" DISKETTES
AS LOW AS 20 CENTS
10 FOR $2.95
100 FOR $25.00
1000 FOR $150.00
MOST ARE UNNOTCHED
WITH OLD SOFTWARE

800 (48K)
COMPUTER
$69.95

1030 MODEM
WITH EXPRESS!
$24.95

DISK DRIVES 1020 COLOR 3-1/2* DISKS ATARIST
PRINTER/PLOTTER | AS LOW AS 75 CENTS B.ES.T.
.. 99.95 10 FOR $8.95 BUSINESS
149.95 $19.95 100 o MANA GEMENT
A FOR $80 ACCOUNTING
R (new in box) Py
810 HAPPY 1000 FOR $750 PACKAGE
ENHANCEMENT 40 COLUMNS WIDE DOUBLE SIDED WITI
4 . PEN APER. E " 7 :OF o
$79.95 i gecvino BESSla: K OLDDEMS JORTWARE LIMITED SUPPLY

SHIPPING INFORMATION - Prices do not include shipping and handling. Add $5.00 for small items 1$8.00 Min. for Canada). Add $8.00 for disk drive. Add $2.75 for C.0.D.

Calif. res. include 7.25% sales tax. Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders nay be

re-paid with money order, cashie

check. or personal check. Personal checks are held for three weeks before order is processed. C.0.D orders are shipped via UPS and must ge paid with cash, cashier check o
money order. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimuwmn on all orders.

_Phonf.a ordefs accepted TUESDAY THROUGH FRIDAY from 10:00 am to 6:00 pm PST.
We carry a full linc of ATARI products - large public domain library - write or call for free catalogue

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE - NO REFUNDS - ALL SALES ARE FINAL




Who You Are
And What You Want

Results of our Reader Survey

ho reads Atari Explorer?
That’s what we set out to de-
termine when we ran a com-

prehensive reader survey questionnaire
last fall. Many readers—332 to be ex-
act—took the time to fill out the two-
page questionnaire and return it to us.

We divided the results into three ma-
jor parts: 1) demographics and comput-
er usage; 2) comments about Atari, its
computers, and our magazine; and 3)
readership of material in Atari Explor-
er. Presented here are the results from
the first two parts; the third part will be
in the next issue.

Computer Ownership

We tabulated 20 separate categories
of computer ownership ranging from
owning only one 8-bit computer to own-
ing multiple Megas, PCs, and other ma-
chines. (See Table 1.) We also summa-
rized these data in several ways,
including owning any 8-bit computer,
owing ST(s) only, and owning a PC
along with an Atari computer(s). Inci-
dentally, when we say “PC,” we mean
any IBM PC or clone—desktop or por-
table.

Roughly three quarters—74.4% to be
exact—of readers own an ST or a
Mega, and about one half (49.4%) own
an 8-bit. About one half (50.6%) own
only an ST or a Mega, one quarter
(25.6%) own only an 8-bit, and one

By DAVID H. AHL
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quarter (23.8%) own both an 8-bit and
an ST or Mega.

Along with their Atari system(s),
28.9% of the respondents own a PC,
while 16.5% own another type of system
(most often Commodore, Apple,
Tandy, or Sinclair!).

One highlight from the ownership
data is that a whopping 71.8% of Ex-
plorer readers own more than one com-
puter and 33.9% own more than one
Atari computer. While one would ex-

pect a certain amount of upward migra-
tion from older 8-bit machines to newer
ones or from 8-bit to ST or Mega, we
were somewhat surprised to see the
6.9% ownership of multiple STs or Me-
gas.

Along with inquiring about owner-
ship, we asked readers what Atari com-
puter they use most often. ST is the
leader with 57.0%; 8-bit is 25.6%; and
Mega 17.5%. We noticed some fairly

significant differences in usage between

Computer(s) Owned People
One B-bit only 23
More than 1 B-bit 30
8-bit =+ other 10
8-bit + PC 22
520 ST only 21
1040 ST only 35
Multiple STs 7
ST and 8-bit 40
ST and others 16
ST, 8-bit, others 11
520 ST and PC(s) 18
1040 ST and PC(a) 27
ST, 8-bit, PC 14
Mega only 15
Mega and ST 11
Mega and B-bit 9
Mega and other a
Mega, 8-bit, ST 5
Mega, PC, other(a) I5

Total 332
Any 8-bit 164
8-bit, no ST 8BS
Any ST 205
Any Hega 58
Any ST or Mega 247
ST, Mega, no 8-bit 168
Any PC 96

Table 1. Computer Ownership

Machines/
Machines Person
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ILLUSTRATIONS BY BRIAN PEARCE

Reader Survey Highlights:

% 95.9% of Explorer readers are male
% Median age is 39.3 years
% Median income is $44,669

MRS S " e
PERAZIZ e -t -
ISWITRMZ R . {
S TRatTe .

these groups, so we broke down the data
analysis by these three groups. As we
got further into it, another group
emerged, namely people who own a PC
along with one or more STs, so we broke
those respondents out as a fourth group.

Demographics

The readers of Explorer are predomi-
nately male (95.5%). Female reader-
ship is highest among 8-bit owners
(7.1%) and lowest among ST and PC
owners (1.7%). (See Table 2.)

The median age of Explorer readers
is 39.3, with no significant variation
among owners of different computers.

The median household income of Ex-
plorer readers is $44,669. Variation
among computer owners is quite pro-
nounced with 8-bit owners having a me-
dian income of $36,807, ST owners
$40,984, Mega owners $54,389, and ST
and PC owners $54,860.

Computer Usage

We ranked overall usage of different
applications by adding frequent and oc-
casional usage together. Word process-
ing was the clear leader with 94.0% of
respondents listing it. Games was sec-
ond with 73.2%, followed by graphics
(68.4%) and databases (64.2%). Com-
munications was next with 54.8% usage,
and bringing up the rear were spread-
sheets (44.9%), education (40.1%), and
music (37.3%). Most frequently listed
as a write-in was desktop publishing
with an occasional mention of computer

aided design (CAD).

Usage varies somewhat depending
upon the computer most used. Not sur-
prisingly, among 8-bit users, games and
educational applications are used more
widely than in the other groups. Games
are also more heavily played on Atari
systems among users who also own a
PC, probably because they are doing
their business applications on the PC.

When we isolated frequent usage
from total usage, differences really
popped out. For example, among ST
and Mega owners, word processing is
listed as a frequent application by eight
times as many people as list education.

Playing games is the second most fre-
quent application, but it is trailed close-
ly by graphics and communications (ex-
cept among people who also owna PC—
who apparently use their PC for com-
munications).

Frequent users of spreadsheets are
few (20.2%), reflecting, in part, the dis-
mal spreadsheet software available for
Atari computers.

Frequent database usage also ranks
rather low (29.9%), largely because—if
you'll allow me to speculate again—
there is no really excellent relational
database software for Atari computers,
and even the flat file packages much to
be desired when compared to similar
applications for other computers.

Most applications (with the excep-
tion of word processing) had more occa-
sional users than frequent users. Not so
with music. ST and Mega owners are

—

into it either seriously or hardlyatall. In
numbers, 21.1% list music as a frequent
application, while only 14.2% list it as
an occasional use.

Sources of Information

Among all respondents, just over one
third (35.8%) use some type of commer-
cial information service. Usage is lowest
among 8-bit owners (30.6%), higher
among ST owners without a PC
(39.0%), and highest among Mega own-
ers (50.0%).

Eight-bit owners tend to favor Com-
puServe (76.9% of info service users),
followed by Genie (34.6%) and Delphi
(15.4%).

ST and Mega owners lean to Genie
(65.6%), followed by CompuServe
(55.9%), Delphi (12.9%), and others.

We would have an easier job selling
advertising if Explorer were the only
computer magazine that readers read.
Actually, 11.8% of our readers do not
get another computer magazine, but the
other 88.2% read one or more others.

This survey was done before Analog
and STlog discontinued publication,
and before Antic went to a newsprint
stock, so these results do not accurately
reflect the current situation. But for
what it’s worth, here they are.

Other magazines read by 8-bit own-
ers included Antic (76.5%), Analog
(63.5%), Computer Shopper (28.2%), a
user group newsletter (21.2%), and
Byte (8.2%).

ST and Mega owners are more likely
to also read STart (69.6%), STlog
(47.3%), ST Informer (36.4%), Com-
puter Shopper (24.7%), a user group
newsletter (21.5%), Byte (13.8%), or
one of the ST-specific publications like
ST World or ST X-Press (6.5%).

Interestingly, people who own a
Mega are least likely to read another
computer magazine; 20.7% read only
Explorer.

Reader Comments

Many readers were very complimen-
tary toussaying things like “keepup the
good work™ and “by far the best maga-
zine in the field.” Thanks. We can al-
ways use a nice pat on the back. But it’s
not easy producing a magazine that is a
crowd pleaser, as you can see from some
of the following comments.

Issus Frequency
Your mag could only be improved upon
by publishing it monthly.

—Manager, 37, Pennsylvania, and
about 50 other respondents!
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Computing, and other magazines? My 130XE does all T could want and
—Contractor, 41, Kentucky more. The only problem is lack of sup-
Total Survey Total = Percent I'd appreciate seeing much more 8-bit }:forttfr(t):] :;t'agl, allt ll':rc “ézi)y down the
Total Respondents 332 100.0 material and less ST stuff. e g"Vez Ifr party cn40rs‘:4 Micice
e i i —Student, 16, Brooklyn 4l ¥ SO ONMGHEEEr, U, SIS
emale - . . .
Male 317 95.5 Put more emphasis on 8-bit products, Ig“"d ‘tjo opEl A ’:‘.ta“ stgrc, :g; A:'”'
Nge especially utilities, applications, and gifg:cl{lt t'}‘;llil:::rew\fpan s 1L 20
To 19 24 7.2 how-tos. # g :
§g:§g lg; 2?3 _ Electrician, 34, New Jersey — Realty investor, 64, Florida
L e fi:g Your 130XE coverage is excellent,butl | atar Computer Availability
oo - e wish you could devote more pages Lo It | geyera] jetters have arrived requesting the
an over . — . . T
Median age 39.3 College student, 19, Michigan status of Atari computer availability.
Atari US confirms short supply of some
e e e Adtari products due to uncxp:l:ftgd sales of
815-24K as 13.6 More ST Articles _ those same items in the final quarter of
$25-34K 67 20.2 Forget the 8-bit features. 1 flip through | 1989,
e o 5.3 them and feel I have wasted money. .
peiaiiest = g — Pharmacist, 27, Florida. :s ]\:é(»:vem to prdesi, the STE was is:aud to
$100K plus 12 1.6 5 ] e approved, however, manufactur-
No answer 13 3.9 Make the magazine all ST. The 8-bit | er of other computer items were purposely
Hedian dine | #8455 line has one foot in the grave and the | reduced having expected that approval
Magazines Read other on a banana peel. much sooner. An initial shipment of
:“:’;29 12:1 g‘i‘i —Government secretary, 34, Italy Mono monitors have arrived to fill as
n . . .
STart 173 52.1 Devote more time and space to the ST. | many back orders as possible and Atar
::L?z:om : 1;2 :253_:. — Dock worker, 38, Pennsylvania gtated that more are due soon. A]s? sub-
Byte ® b4y iy ject to low supply have been 520ST’s and
Computer Shopper 85 25.6 1040ST’s which are expected to be effect-
Current Notes 12 3.6 Atari Support gl ed by the offering of the STE and
etk 2 52 We've supported Atari 8-bit products | STACY.
User Group News 71 21.4 for years and would like to see contin- , )
Explorac Obly ag 11.7 ued 8-bit support from Atari. Atani US reports that the_y regret being
__Female, 40, Arkansas short on these items and sincerely apolo-
) gize to dealers, developers and users who
Table 2. Demographics I am a registered ST developer, but I | have been anxiously awaiting them. They
haven't heard from Atari for over 3'> | hope to have most back orders filled
years. ) ) shortly and invite inquiries as to the prod-
— Researcher, 39, California uct availability on a weekly basis.

[ like Explorer; bi-monthly frequency

seems about right.
—Engmeer 26, New Jersey Total Survey B-bit 8T ST, PC Mega Total
Total Respondents 25.6 39.2 17.8 17.5 100.0
More 8-Bit Articles
Pl blish ticl d ft- Overall Computer Use
€asc publish more articles and so Word Processing 94.1 93.8 96.6 91.4 24.0
ware for the old but good 800s. Spreadsheet 43.5 43.8 52.5 41.4 44.9
i Database 68.2 58.5 66.1 69.0 64.2
Disabled, 45, Oregon Communications 55.3 $2.3 54,2 60.3 54.8
, . . Graphics 67.1 66.9 72.9 6€9.0 68.4
Let's see more articles on 8-bit uses. Mo i i s ) e
— Teacher, 34, Brooklyn. Education 49.4 23.8 45.8 34.5 40.1
. : Games B4.7 68.5 74.6 65.5 73.2
I am sick to death of reading about STs.
* hit 1 Frequent Usage
If .you don’t run more 8-bit lnrO rca] Word Processing 74.1 80.8 8l.4 75.9 78.3
quick, I may cancel my subscription. Spreadsheet 14.1 19.2 30.5 20.7 20.2
— Truck driver, 25, California Database 32.9 30.8 28.8 29.3 30.7
. Communicationsa 34.1 36.2 27.1 44.8 35.5
Please keep us up to date on 8-bit news. 2raeh1cs 2;-: 33-8 i:-: ;:; f;;
] > usic . - - . .
That’s why | subscribe to your maga- Education 17.6 11.5 10.2 8.6 12.3
zZine. Games 54.1 43.1 47.5 27.8 44.0
—S 15, Miami
tudent, 15, Miami Use Info Service 30.6 31.5 39.0 50.0 35.8
N H H H Compuserve 23.5 17.7 22.0 27 .6 e Py
Y ou cover interesting subjects [1kc Al Saen e ko ) ) -
programming, but you should give 8-bit Delphi a7 3.1 1.7 12.1 4.8
examples along with the ST ones. Others 3.5 3.8 8.5 1.7 4.2
—Plumber, 33, Oregon Median Income $36,807 $40,984 854,860 $54,389 844,669
. ' . .
Why don 't you reprint 8-bit aruc!es Table 3. tOIlpllf.l' u”’.
from old issues of Explorer, Creative
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*49.4% nwn an 8-bit

% 71.8% own more than one computer
% 74.4% own an ST or Mega

The potential of the ST has been com-
pletely stifled by mom-and-pop retail-
ing. Why don’t you run mail order ads?
Let’s see some competition.

—Student, 28, California

Only one store in Houston offers the 8-
bit line. Atari should encourage dealers
not to give up the 8-bit line.

—Grill cook, 18, Texas

I have four Atari XLs and four children,
all of whom want a Nintendo, because
Atari isn't bringing out any new action

or adventure games for them. When the
ST came out, Atari said that 8-bit own-
ers would not be abandoned; that’s a
joke!

—Mother, 41, South Carolina
(Actually, Atari and others brought
out a fair number of new games for XL/
XE systems in 1989. Check out the ads
from B&C ComputerVisions, Ameri-
can Techna-Vision, and San Jose Com-
puter for the latest listings.)

Due to our remoteness, we must buy by
mail order. Why don’t you carry any

[- 8—bit owners [l ST owners [N ST ond PC R Mego owners 1

10077
S
80 -
70 4
60+
50 44
w
304~
20
10 1

Percent

Figure |. Computer usage broken down by ownership.

—

mail order ads?

—Mother, 32, Maine
(As part of its policy to support retail
dealers, Atari does not allow us to car-
ry ads for mail order ST and Mega
hardware.)

Why doesn’t Atari publish a book of all
hardware and software products (Atari
and third-party) available for 8-bit
computers?
—Engineer, 41, California

(Arrays, Inc. published such a book in
1983. The 348-page book with its com-
prehensive software reviews was a huge
undertaking. Unfortunately, sales of
the book did not justify updating and
reprinting it annually, and the first vol-
ume was the only one ever done.)

Atari, Pro
I'm new to computers and love the ST.
—Female, 50, California

The more I try to use my Commodore
and HP computers, the more I love my
Atari. The 800XL seems to try to help
you use it.

—Engineer, 48, New Jersey

Atari, Con

(We do receive some letters offering criti-
cism of Atari and their product. As a pub-
lication responsible to promote Atari
computers, we do not feel it appropriate to
detail those comments in these pages. If
there are problems beyond isolated pur-
chasing inconveniences or defective prod-
uct ratios, we will not avoid those issues
and we will let you know. One of the most
common comments is in regard to the lack
of advertising found for Atari products.
Addressing that concern may be appro-
priate here. First, Atari US acknowledges
that they would like to do more in adver-
tising, but there are hidden factors in re-
gard to that issue. One is that eligible
dealers are entitled to co-op funds which
are reimbursement for advertising they
place when and where they want it. Sec-
ondly, a great deal of funds are dedicated
to trade shows, brochures and user group
fairs. Atari US has stated that a multi-
million dollar ST/MEGA /STE/STACY
ad budget is being finalized for publica-
tion soon. In the meantime, many entre-
peneurs in the retail business look at
spending a percentage of their gross sales
in advertising of their own business.)

Editorial Suggestions
Need truly easy-to-understand instruc-
tions for “easy™ programs that are any-
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—  Word processing is the most used application

(94%) followed by games (73.2%)

% 35.8% use a commercial on-line information
service, primarily CompuServe and Genie 5L

thing but easy (like Abacus Paint Pro).
—Nurse, 39, Texas

Many of us need more basic, entry-level
information.
—Technician, 31, Texas

Run more advanced articles and more
tutorials.
—Mechanic, 32, Ohio

Would like to see a Tech Talk column to
answer reader questions.
— Letter carrier, 43, Ohio

More business products, programs, and
successful application articles.

—Store owner, 50, Ohio, and more
than 40 others

Please: Hints and tips on desktop pub-
lishing.

— Air traffic controller, 32, Belgium,
and many others

Would love more help for starting
MIDI musician; a simple direct ap-
proach with diagrams.

— Ass’t hotel manager, 26, New Or-
leans

You really need a serious MIDI music
column.
— Biologist, 30, Washington

Instead of digitized noise that you call

music, how about running articles on

speech synthesis and recognition?
—Consultant, 40, Florida

How about more fine arts and graphics
applications?
—Artist, 33, Hlinois

Anythingatall on CAD/CAM applica-
tions.
—Machine shop owner, 36, Kansas

I am dying to learn more about 68000
assembly language, C, and GFA Basic.
I’'m on a beginner’s level with assembly
languages, mainly because the docu-
mentation assumes skills 1 don’t have.
Please run more programs that show
concepts, tricks, etc.
—Engineeer, 45, New York

Would like a beginner’s column on C.
Your current material is too advanced.

—Production manager, 46, Pennsyl-
vania, and many others who requested
more on C.

Would like programming tutorials in
Pascal and C, and also the GEM inter-
face.

—Programmer, 40, North Carolina

Run more about how to modify GEM
and how to manipulate text objects.
—Postal employee, 55, Sweden
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How about a Mac emulator column and
a UNIX column?
—Government instructor, 47, Texas

More graphics, MIDI, and program-
ming in C and Basic.
—Photo lab manager, 28, Hawaii

I'd be interested to learn how the Port-
folio can be connected up with an 8-bit
system.

—Engineer, 38, Salt Lake City

How can an HP DesklJet be interfaced
to an XL/XE? Can you connect a
Tandy 100 toan Atari 8-bit? How? Can
it read the disks from the Tandy porta-
ble drive?

—User group president, 35, Reno

Tell about memory expansion, true 16-
25 MHz accelerators, color palette ex-
pansion for existing STs. Also Cyber
control tutorials.

—Teacher, 39, Montana

Instead of articles about new products

for old Atari users, why not report on

old products for new Atari users?
—Air crew, 28, West Germany

(See our response to the letter on this

topic in Letters to the Editor in this

issue.)

Want construction projects like robot-
ics, alarm system control, using car-
tridge ports.

—Ad copywriter, 35, New York

Need help that goes beyond the man-

uals. Examples: using a color ribbon on
the SMM804, how to use dBMan, how
to beat the popular games, and where to
buy and sell Atari items with no dealer
or user group nearby and no modem.
Question: why do Atari hard drives cost
so much more than equivalent PC ones?
— Writer, 41, Illinois

Disk or No disk?
Would like programs on disk like other
magazines.

—Student, 18, Australia, and many
others

Explorer would be the best Atari mag if
it came with a disk.
— Technician, 28, Canada

Don’t make us buy a disk with your
magazine.
—Contractor, 46, Vermont

More Reviews
Please review more games.
—Programmer, 37, Massachusetts

Your game reviews are the best! Most
magazines review only two or three per
issue.

—Student, 19, Illinois

Fewer game reviews! Just feature the
exceptional ones.
— Pharmacist, 27, Florida

Lessen the emphasis on game reviews.
How about reader surveys on software.
After all, who knows its strengths and




foibles better than those who live with
it?

—Composer, 37, California
I would like to see more reviews of seri-
ous business software.

—Business owner, 44, Florida, and
more than 30 others

Please review more databases and edu-
cational programs and fewer games. |
still don’t know what a spreadsheet is
for.

—Letter carrier, 46, Washington

I'd like to see more reviews of science

and educational software above the

high school level (like Cardiac Arrest).
—Physician, 26, lowa

Run reviews of scanners and OCR soft-
ware.
—Biologist, 40, New York

Your reviews and announcements of

Atari products follow the party line so

much that they are useless.
—Logistician, 47, Virginia

(We try our best, but being owned by

Atari Corp. does put a bit of a damper

on objectivity when it comes to parent
company releases.)

How about a real review of the TT; not
the Atari propaganda?
—Physician, 39, California

Present reviews are too subjective.
Don’t be super critical, but call a spade
a spade.

—Property manager, 59, California

Reviews are well-balanced now. I like
combination of a few in-depth single
product reviews and many shorter re-
views in “Software Survey.”
—Engineer, 38, California

You should run in-depth comparisons
of products in various categories like
databases or laser printers for use with
Atari computers.

—Writer, 44, Virginia, and others

Occasionally print a chart of all hard-
ware and software reviewed in the past
year with a short evaluative comment
about each item.

—College student, 21, Ohio

Need periodic summaries of everything

you have published in particular catego-
ries like word processors, printers, emu-
lators, etc.

—Professor, 44, Georgia

Wish List

I'd like to see more of the old games like

Pac-Man and Q*bert as well as Lotus / -

2-3 and dBase offered for the ST.
—Government clerk, 35, Louisiana

Could you tell us about Atari stock, the
company itself, P & L, and what it
means to us.

— Telephone operator, 20, Wyoming
(Similar comments from about 20 oth-
ers.)

Sure would be nice tosee TOS 1.4. Why
not run honest interviews with Atari
engineers and programmers. —not
the Tramiels.

—Technician, 38, New York

I'm sick and tired of Atari vaporware.
Don’t run new product announcements
of Atari products until they are really
available.

—Mathematician, 48, Maryland

25 Hours in a Day?

Critical Path

STALK THE MARKET

Stock Charting and Analysis Software
for the Atari ST Computers

Project Management Software

Stalk the Market is the only

QUIDNUNC SOFTWARE

P.O. Box 819081
Dallas. Texas 75381-9081
(214) 243-0663

Only $79.95

(suggested retail)

stock charling program for the
ST it is very easy to use it is
speecy, and it provides good
visual representation of the price
movement of & stock. Stalk the
Market is very mexpensive as far
as charling programs go, and [
recommend it te every ST mives-

It’'s IMPOSSIBLE to complete projects on time without good
planning. Now there’s a project management software package
available for office and home use. Use to schedule:

Presentations * Home Improvement Projects * Weddings,

Parties, Meetings * Research Assignments * Thesis or
Writing Project * Program Development * School Work

® Developed on ST computers
for ST and Mega computers.

lor.™
besk_file Tasus_screen meports ) i} Nevin Shalit ® Color or monochrome.
g e s e ames IWALILAL gt s n. S8 ko 28 2k ST Informer ® Comprehensive User's Guide
Warketing ot . (over 160 pages).
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88 Enginetring A Enginee CHEFDCENCIIITIL.
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T wou o

DATA BASE FEATURES

Store up to 500 composile daily. weekly, or monthly prices and volumes lor each stock
ol interest or for selecied Jow Jones Averages. The number of stocks you can store is
limited onl I:} your disk space (a double-sided flcxzy can store over 100 [ull-sized
pgpedfeb ol her stock liles). Use your modem with Low Jones MewsiRetrieval (subscription offer

Costomer fppr Marketi . . . . . . . . . O included) and automatically download historical quotes and updaie your stock files Or
B Desipnof ProEagr . . . . . . ., . . ﬁm can enter or edit your stock price and volume composites manually. Stalk the
l: llu"l;-'ﬂlfk ::':ul LI S S R A B SR Y S arket helps you administer your stock market activity with other data bases including
;. ;:::"‘;'_:| ecbyedl transaction ledgers (lor each stock). commission schedules. and files of your various
technical indicators. All these daia bases are [ully editable

10 Build Swnples Prototy .
CHARTING FEATURES

4B Test Samples Test La .
S0 Subnit Seeple Marketi .
MoarCriticalc————=1 SlakCTTTT3 Milestone W | Historical timefprice data can be graphed in several formats including highllow bars or
— — — — low, high. or closing price lines. Volume data may be superimposed. You may zoom in (at
any magnilication) ca or pan Lo any region of interest. GEM window control points (scroll
bars, arrows, sliders. etc) are used to control your display. Up to four siocks can be
plotted simullanecusly, each in its own window. Time scales can be maitched belween
windows (scrolling one window will cause all others to scroll synchronously)

ANALYSIS FEATURES

Cyclic analysis tools include moving averages, residuals analysis, derivatives. RSI curves,
and Fourier analysis. ldentified cyclic components can be saved lor [uwre reference and
use. Buy and sell indicators include Trend Line, Trailing Loss Level, and Moving Average
breakihroughs Tools may be applied 1o historical datla creating hypothetical “what i~
transactions or may be used 10 identily real buy and sell signals. All analysis leatures are
generated and examined interactively with the graphic displays.

ritical

FEATURES: Summary report listsall pertinent Info for each Lask * Printer support for
Ganttchartand Summary report * Up to 1000 tasks per schedule * A responsibility re-
source can be assigned o each task * Time scale can be set to Day, Week, or Month *
Work days are fully selectable * Any task can be dependent upon up to S other tasks *
Program manual Includes tutorial * Atari ST/Mega Color or Mono $59. 95

) See your dealer or call:
schwane g 7575500 =

1615 South Magnolia Avenue Broken Arrow, OK 74012
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Shopping for a Portfolio,
hard disk safety

and efficiency,

enhancing your ST,

new products from Europe,

and more

Shapping For A Partfolio

Atari ran full-color, double-page
spread ads for the Portfolio in Fortune,
Smithsonian, and several other upscale
magazines in November. The ad listed
an 800 number to call to place an order.
Although about 25% of all computer
hardware is purchased by direct mail
and telephone, the majority of custom-
ers still prefer to buy from a retail store
where they can actually see the product
before taking it home. Hence, we
thought it would be more representative
of real-world customers if we bought
our Portfolio from a retail store.

So we started phoning Atari dealers
to see who had machines in stock. We
called 14 dealers around the country
from the Dealer Directory listing at the
back of the magazine. Of the 14, four
did not carry it, one of which told us,

“We've had trouble getting them; you'll
probably have to order one directly
from Atari.”

The other ten all carried the machine,
and most reported it was selling very
well. One dealer had already sold out of
his initial stock but offered to order one
for us. Nine had the Portfolio in stock,
mostly at the suggested list of $399 with
a few offering small discounts for pay-
ment in cash. Ironically, the only place
that we could not find any dealers was
the New York metropolitan area
(where we are located).

Of the nine dealers who had the Port-
folio, most also had in stock at least one
of the three memory cards (32K, 64K,
or 128K) and the all-important smart
parallel interface (for $49) which in-
cludes the file transfer software that lets
you hook up to a desktop PC or a print-
Cr.

Dealers reported that with respect to
memory cards, most customers were
opting for either minimum price (32K
for $79.95) or maximum memory
(128K for $199.95) with the 64K card
left sitting on the shelf. It is a shame
that low power drain memory is so ex-
pensive; I just bought 1Mb of memory
for my PC clone for $128.

Coming next issue: learning to use
the Portfolio.

Thoughts About Backups ‘

Since I recently had a hard disk fail-
ure (on the above mentioned Taiwanese
PC clone, not my Atari ST) in which the
80Mb hard disk and the high-speed
tape backup failed simultaneously, I've
been giving a great deal of serious
thought to backup systems.

Owners of PCs and clones have the
luxury of choosing from a wide selection
of hardware backup systems as well as
some truly excellent software packages
(Fastback Plus from Fifth Generation
Systems, for example) for backing up to
floppy disks in an efficient way.

Unfortunately, the same is not true in
the ST world. Of course, Supra has been
selling its FD-10 removable floppy disk
drive for some time now. Packing 10Mb
on a very high density 54" floppy disk,
it was a fast, reliable system. However,
Konica, the manufacturer of the drive
itself has discontinued it, so Supra is
closing out their last few units.

With no similar drive available, Su-
pra opted to build a system around the
Syquest removable hard disk drive,
which provides even faster access (28
ms) and higher capacity (44Mb) than
the FD-10. Dubbed the Supra 44R, it




sells for $1200 with each removable car-
tridge going for about $139.

Bear in mind, if you intend to use this
as a backup device, it should be installed
inadditionto your fixed hard disk drive.
If the 44R is your only hard disk drive,
even though you remove the cartridge
for safekeeping, if it is exposed to a
magnetic field or the data somehow gets
corrupted, you are out of luck.

For a somewhat smaller outlay
($900), you can step into the ICD
FA*ST tape backup system. Although
hardly the speed of the 44R, the ICD
system (see review in January/Febru-
ary 1990 issue) races along at a speed of
6.5Mb per minute by utilizing software
to read from disk, build tables, and
write to tape practically simultaneous-
ly.
Although generally fast and reliable,
we found out the hard way that the ICD
unit doesn’t work with older Atari
SH204 hard drives. If you've never
heard the sound of gnashing teeth, just
call John Jainschigg and ask him what
happened when he tried to back up his
filled-to-the-gills Atari SH204 hard
drive on the ICD tape system. On the
other hand, we probably have some of
the oldest SH204 drives in captivity;
most customers with newer 204, 205,
and Megafile drives or non-Atari drives
will find that the ICD backup tape unit
works just fine.

Also in the Atari backup derby is
Seymour/Radix (of Image Scanner
fame). S/Y makes a $250 unit called
DVT (for data to video tape, perhaps?)
that you connect between your VCR
and computer. With a transfer rate of
something under |Mb per minute, the
DVT is considerably slower than the
ICD unit, but it is marginally faster
than backing up to floppies, and you
don’t have to sit there feeding new disks
to your computer during the whole pro-
cess. To backup, you can simply start
the process and head off to bed, letting
the device do its thing for the next few
hours.

The two main downsides to the DVT
unitare (1) dragging your VCR to with-
in shielded cable range of your comput-
er and (2) restoring data. To restore,
you have to pay close attention to what’s
going on during the entire process—
about an hour per 20Mb-—s0 you can
instantly press the VCR pause key when
the tape gets ahead of the hard disk.

Believe it or not, the tape can deliver
data at a considerably higher speed
than the hard disk can tuck it away in
the right files—particularly as you near

the capacity limit of the disk. (In fair-
ness, I should mention that, if you don’t
press the pause in time, you have to
rewind only to the beginning of the last
block of data, not to the start of the
tape.)

If you want to combine the purchase
of a new state-of-the-art backup system
with a trip to the (former) Berlin Wall,
Marvin AG sells an erasable optical
disk drive (made by Sony), the Cadis
650 with the stupendous capacity of
600Mb. Actually, with the very respect-
able access speed of 60 ms, the Cadis
650 might tempt you to do away with
your hard drive altogether.

From Across the Pond

Reminders: (1) These are my fac-
toids and viewlets, not those of Atari
Corp. (2) Don't write or call us for in-
formation on foreign products. Most
foreign manufacturers are not prepared
to export products—particularly in low
quantities—to the U.S., nor can they
offer suitable documentation or sup-
port. When products become available
here, we will let you know.

What ever happened to Atari’s long-
awaited hot new TT computer? Al-
though shown at Fall Comdex and slat-
ed for U.S. sale in the first quarter of
1990, reports are that initial production
is going to Germany. It has a 68030
running at 16 MHz, which, at the time
of the original announcement, seemed
like a blazing speed. Now, with the
Macintosh Ilc running at 25 MHz, and
33 MHz 386’s becoming commonplace,

Smart parallel interfaca lots the Portfolio transfor files to and from a deskiop PC.

a speed of 16 MHz seems almost lan-
guid.

On the other hand, the TT boasts
both a 256-byte instruction cache and a
256-byte data cache as well as six pro-
prietary chips for enhanced graphics
performance.

Standard in the TT are 2Mb of RAM
with a 30Mb hard drive, VME expan-
sion bus, network interfacing, two serial
ports, and MIDI, stereo PCM sound,
DMA, and SCSI ports. It has six screen
modes including, 320X480 pixels with
256 colors, 640X 480 with 16 colors, and
1280960 pixels in monochrome. Price
in Germany is the equivalent of just
over $3000.

The replacement for the ST, the STE
(*E” for extended), has also been rolled
out in Germany. (It too is scheduled for
sale in the U.S. in the first quarter of
1990.) Fully software compatible with
the ST, the STE has the blitter chip as
standard, improved stereo sound, addi-
tional joystick ports, hardware scroll-
ing, and a palette of 4096 colors—al-
though the screen modes remain
identical to those of the ST. The basic
unit comes with 1Mb of RAM, but it
can be easily upgraded to 4Mb using
SIMM plug-in modules.

Speaking of a large palette of colors,
Matrix, a maker of monitors in Germa-
ny, sells a color video controller, the
C128, for the ST which, among other
things, claims to allow you to produce
16 million colors at a resolution of
850X512 pixels.

Another Matrix board—this one for

VOLUME 10 NUMBER 2 ATARIEXPLORER 15




the Mega—has its own 82786 mpu
which gives you 16 colors at 1280X1024
pixel resolution or 256 colors at
800X600 pixels. For a mere(?) $1000
too.

Another German company, Eickman
Computers, has a monitor conversion
unit, which sells for about $370, that
lets an ST drive a standard multisync
monitor in all three of the ST screen
resolutions. With this setup, you can do
hi-res monochrome DTP and play lo-res
color games all on the same 14” multi-
sync monitor.

For a lot less money, Talon Technol-
ogy (243 N. Hwy 101, Solana Beach,
CA 92075) offers the OmniSwitch
($89.95) which not only drives a multi-
sync monitor but has output for com-
posite video, audio, and two external
floppy disk drives as well.

Side note: The diagonal picture mea-
sure of a 14” monitor is about 13.2”
compared to about 10.5” on the Atari
color monitor. This difference may not
seem like much, but the total image
area is about 40% larger.

Tuning Up Your Hard Disk

You may have noticed that your hard
drive seems slower today than the day
you bought it. “Impossible,” you say,
“it revolves at the same speed. How can
it be slower?”

Actually, the drive itself runs at the

same speed, but its effective data trans-
fer rate degrades over time. This is be-
cause when a disk is new, its entire stor-
age capacity is unused and therefore
contiguous. Your ST can write to and
read from a contiguous area very quick-
ly.
However, after storing and deleting
files, the storage space becomes frag-
mented. The more files you add and
delete, the more fragmented it becomes.
Most operating systems—TOS/GEM
included—compound this problem, be-
cause they always try to utilize the first
pieces of unused (and fragmented) disk
space before moving on to the contigu-
ous area of free space.

After a year or so, it is not unusual for
the file transfer rate of a hard disk to
slow down significantly, as the comput-
er spends more and more time moving
the heads around the surface instead of
reading and writing data.

To combat this problem, several pro-
grams have appeared which purport to
defragment your hard disk and, there-
fore, bring it back up to its rated speed.
They do this by taking your fragmented
files and rewriting them in areas of the
disk that are still contiguous, after
which they delete the files in the frag-
mented area, making it into contiguous
free space.

Unfortunately, our experience with
these programs has not been especially
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Atari TT computer uses 68030 microprocsssor to offer users true 32-bit processing.

good. If your disk is jam full—say
19.5Mb on a 20Mb disk—the program
has so little room in which to manipu-
late files, it just can’t rearrange things
to produce much improvement.

Furthermore, this limitation is even
more pronounced when your hard disk
is formatted into several logical disk
partitions. For example, if your 20Mb
drive is formatted into four 5Mb parti-
tions, most of the defragmentation pro-
grams work within the confines of a
single 5Mb partition and don’t utilize
free space in other partitions to opti-
mize the defragmentation process.

Moreover, if they find an error—say
two files apparently sharing the same
disk space or a bad track—the ST pro-
grams, in contrast to those available for
the PC, simply notify you of the error
but don’t give you any options for cor-
recting it.

Until a second generation of defrag-
mentation programs comes along, your
best bet for tuning up your hard disk is
to spill out all your programs onto flop-
py disks, delete all the files on your hard
drive, and then copy them back from
floppies. Be sure to turn off the comput-
er before copying back the files; other-
wise TOS will “remember’ that a given
file was in the directory and will write it
back to the same (fragmented) space.
Turning off the computer deletes this
temporary memory of the file directory.

Hit the Accelerator

With the Mega, TT, STE, and all
these faster, hotter computers coming
out, what’s a fellow to do with his four-
year-old ST? Speed it up, of course.
Both software and hardware approach-
es are available.

While the Atari hardware blitter chip
is well entrenched in first place on my
lifetime list of vaporware, it finally
seems to be reasonably widely available
at a very affordable price ($40 to $50).
The main thing a blitter will do for you
is dramatically speed up most graphics
operations, especially text scrolling, re-
drawing windows, and animation of all
kinds.

When the ST first came out, Atari
promised that the next revision would
have a blitter socket. Apparently this
was never implemented, so the only way
to add a blitter chip to an existing ST is
by unsoldering a great many connec-
tions and wiring in your own socket—
definitely not a project for the faint-
hearted or the inexperienced. Another
way to add a blitter is with an add-on
board like the one made by CMI (read
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American Techna-Vision

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

1050 MECHANISM POWER PACKS

Spindle motor, belt etc. Just plug in,

Factory fresh TANDON mechs. At rapinc I T 1 450
make dificult repairs a snap. Units g"g"?éa&fw 7% 9
are complete with Head, Stepper, XFE51 unts. pmmm

no difficult alignments or adjust-

ments required. XUXE SUPPLY
$ 47 50

130XE. 65XE & XE Game.

THE BOOKKEEPER

VISICALC

cial projecions, Hundreds of uses. price, Packages Factory sealed. SET

XL 40 PIN LSI CHIP SET

BOARDS
A Complete set of 40 Pin Large Scale Naw};dE:rera subassermbly.
Integrated Circuits for your 800XL., Easy internal replacement.
gOOXL or 1200XL oolmsguter, 130XE/65XE  $35.00
reat for quick repairs| Set
800...... $40.00

following: CPU, GTIA,

contains one sach of the $ 1 695
ANTIC, PIA AND POKEY.

800 4 PIECE BOARD SET

Includes Main Board, Power Supply
Assembly, CPU Module and 10K

COMPUTER BOOKS

ATARI PLAYGROUND WORKBOOK $5.95
HACKERBOOK TRICKS & TIPS $5.00

= f INSIDE ATARI BASIC $500
E;‘”S’D; B 0"“"’"'{‘9 i;slem ”m“':‘ ATARI BASIC REF. MANUAL .. $5.00

boards are new, tested and complete HOW TO ATARI 6502 PROGRAM .  $5.00
with all components. ... ... ... : PROGRAMMERS REF. GUIDE . $14.95

ASSEMBLY LANGUAGE GUIDE .. $2195

800/400 MODULES XE USERS HANDBOOK . ... $2195

’ XL USERS HANDBOOK $2195

NEW PARTS COMPLETE WITH IC'S ATARI BASIC FASTER & BETTER 52195
= CX853 16K RAM Module $9.50 YOUR ATARI COMPUTER $17.95

* 8007400 CPU with GTIA . $8.75
* 800 10K "B" OS MODULE $§8.75
* 800 POWER BOARD. . . . .$14.50
* 400 POWER BOARD . .. . $9.50

INTEGRATED CIRCUITS

SAMS SERVICE MANUAL FOR THE
B00,BOOXL,130XE, 1050 OR 400 . . $24.95 EA
52087 SAMS SERVICE MANUAL $37.50

PR: CONNECTION
SERIAL / PARALLEL INTERFACE
FOR CONNECTING MODEMS

AND PRINTERS. . . ... $62.00
« COWOE. . 3450 1050 IC'S
+ COMBD5 .. 3450 |- U7- 6532 $4.50 MISCELLANEQUS
+CO12295 .. $450 |- UB - 6810 $4.50 600XL 64K UPGRADE KIT $29.5
« CO0745 .| - US - 6507 $4.50

13 Pin Serial YO Cable ... .. . $4.50
Special - 3 VO Cables for $10.00
ACE JoysticK . . .. v vevuss $7.95
U.S. Doubler . . . . .$2750
400 Board Set tW!O Kybd) $22.05
Paddle Controllers (Pair) . .. $8.95
Rev. "C" Basic IC... $15.00
Rambo XL w/o RAMIC's  $27.50
850 or PR Modem Cable . . $14.50
850 or PR Printer Cable . . . $14.50
8-BIT Monitor Cable . ... .$58.95
Printer Interface . ... ..... $43.95

1030 Modem Power Pack .. $6.95
800XL RF MODULATOR $9.50

CALL TOLL FREE
1-800-551-9995
IN CALIF. OR OUTSIDE U.S.

=U13 2793 $19.50
RN, = U5 LM2917 $8.50
*CO1R23908 $4.50 J- 5713 §$525
» CO124998 $4.50 |- 2793 FDC $19.50

1050 Track Zero
Sensor Assy. $8.50

+CO10444 .. 38.50 | 850 INTERFACE
= CO60302 3950 | 12 Piece Chip set.
= C021697 $15.00 | Includes all plug in
+CO61991 §1500 | IC's except ROM.
= 0061598 . $20.00 | Replacerment fixes
= CO25953 $9.95 Jvast majority of 850
+ CO24847 $15.00 Jfailures . ... $19.50

$4.50
$4.50
« COWM377 .. $4.50 §- U0 ROM $19.50
.$4.50
$4.50

CALL 415-352-3787

Power Pakfor B00XL 600XL P 25 00

SPREADSHEET AND CX85 KEYPAD
ormputing power You get both Atarl's B bt
eimeaphledy et $ 95 p?ot;egssionaj bo:l:kaapmg $ 95
of your 8bi Aar| wihVisical. 190 pictessicnal bookiuarioy. 19
hnancesalu high mm DISK numeric keypad for one low 4 DISK

CARTRIDGES

For XL's/XE’s 800/400

PAC-MAN Carisge. ... .. $400
DONKEY KONG Cartridge . . $5.00
DELUXE INVADERS Cartridge . 5400
STAR RAIDERS Cartridge $5.00

JOURNEY TO THE PLANETS Cart. $4.00
BARNYARD BLASTER Cartridge  §19.50

BALLBLAZER Cartidge $17.50
LODE FlUNHEF\ Cartridge $19.50
GATO Cartri $19.50
ONE on ONE SKETBALL Cart $17.50
NECROMANCER Carstridge .. 31750
FOOTBALL Certridge $14.85

STAR WARS - Return of the Jedi sa 95
GORF Carl. 800/400 Only

MILLIPEDE Cartidge sm %
PLATTER MANIA Cart by Epyx .. $7.50
WIZARD OF WOR Cartidge $995
CAVERNS OF MARS Cartridge .. $12.50

PENGO Certridge . $12.50
EASTERN FRONT Cartridge $12.50
TURMOIL Carridge : $5.00
SPRINGER Cartridge $7.50

ADVENTURE CREATOR Cartridge $12.50
SILICON WARRIOR Cartridge $12.50
MATH ENCOUNTER Carridge $12.50
BASIC LANGUAGE Carridge $15.00
Editor/Assembler Cart (Na Manual) $9 95
PILOT LANGUAGE PACKAGE $17.50

SPARTADOS-X Cartridge . . . $5998
ACTION 0.8 S Carbidge $55.00
ACTION TOOL KIT DISK $19.95
ACTION RUN TIME (DISK) $19.95
MAC-65 O.8.8. Cartrids $55.00
MAC-65 TOOL KIT DIS $19.95
BASIC XE Carliridge $55.00
R-TIME 8 Cartri . §47 .85

dage
EXPRESS| New Carridge version $67.95
SPINNAKER EDUCATIONAL CARTRIDGES

KINDERCOMP Cartridige $875
FRACTION FEVER Cartridge $8.75
FACEMAKER Cartridge . $875
ALPHABET 20O Cartridge $875
UP FOR GRABS Cartridge $8.75
ALF IN THE COLOR CAVES Cart $8.75
DELTA DRAWING Cartridge 8475
STORY MACHINE B00/400 only $8.75
LINKING LOGIC (Fisher-Frice) Cart.  $875
GRANDMA'S HOUSE (Disk) .. $B75

HOT DISK TITLES
BEST SELLERS / LOW PRICES

* GHOSTBUSTERS $9.95
* SEVEN CITIES OF GOLD .. $995
* LORDS OF CONQUEST $0.95

* ONE ON ONE BASKETBALL $6.95
* RACING DESTRUCTION SET $9.95
+ VIDEQ TITLE SHOP (64K) $14.95
+ CHESSMASTER 2000 $12.50
« ALTERNATE REALUTY THECITY 31250
» ALTERNATE REALITY DUNGEON $1250

= TOMAHAWK (64K) $250
* PINBALL CONSTRUCTION SET $12.50
= 221-B BAKER STREET (64K) $1250
+ MUSIC STUDIO $12.50
+ MUSIC CONSTRUCTION SET , $12 50
+ F-15 STRIKE EAGLE . $1495
+ TOP GUNNER COLLECTION $14.05
* SILENT SERVICE . . . $14 95
+ KENNEDY APPROACH $14.95
. INFOCOM .
* WISHBRINGER . . $1495
* MOONMIST — $14.95
« SPELLBREAKER 51495
* SEA STALKER $1495
+ HOLLYWOOD HIJINX . ., $14.05
* PLANETFALL .. .. $19.95
« STATION FALL cioe.. $M0S
= INFIDEL . $14.95
+ LURKING HORROR . . . 51495
» CUT THROATS = .. $1485
* BALLYHOO . " $14 95
2 SUSPENDED $14 85
* WITN $14.95
HITCH HIKFRS GUIDE $14.95
* ZORK 1 $14.95
« DEADLINE . $19.95
* FOOBLITSKY $12.50
DISK BARGI NS
* MOONSHUTTLE .

* SPIDERMAN v S-l
+ ULYSSES & THE GOLDEN FLEECE “95
+ HUMAN TORCH & THE THING $4.95

* DAVID'S MIDNIGHT MAGIC $495
+ TECHNA-COLOR DREAM 54.95
« ALIEN AMBUSH 5 $495
+ REAR GUARD ; $4.95
+ ROCKET REPAIRMAN $4.95
+ SPEED KING $4.95
« THE LAST V-8 i $4.95
« PATHFINDER . .. 8495
< MATCH RACER . $4.95
- STRATOS 0T o . %485
« WOMBATS 1 $4.95

+ FREAKY FACTORY $4.95
» ZORAO S5 e Es $9.95
- CROSSCHECK . . §750

+ THE GAMBLER . ... $T50

AMERICAN TECHNA-VISION

Mail Order: 15338 Inverness St.,

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

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or
C.O.Ds. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No
personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders under
$150.00. Add $2.75 for C.0.D. orders. In Canada total $6.00 for shipping and
handling. Foreign shipping extra. Calif. residents include 7 1/4 % sales tax. All
products new and guaranteed. All sales final..

Pricas subject 1o change withaut notice. Send SASE for Fee price ist. Alari is areg rademark of Atari Corp.

Disks-XL's/XE's/800

NEWSROOM (1050 - 64K) . $1350
GHOSTBUSTERS Disk $9.95
SEVEN CITIES OF GOLD $9.95
RACING DESTRUCTION SET $9.95
ONE ON ONE BASKETBALL $9.95
LORDS OF CONQUEST $0.99
F-15 STRIKE EAGLE Disk $14.95
TOP GUNNER COLLECTION ... $14.85
SILENTSERVICE Disk $14 85
KENNEDY APPROACH Disk $14.95
NATO COMMANDER Disk $14.95
SAT MATH ... . $17.95
SAT VERBAL $17.95
VISICALC Spreadsh $19.95
BOOKKEEPER & cxas KEYPAD . $1995
CONPUTATION Disk $5.00
MASTER CHESS Disk $5.00
FORT APOCALYPSE Disk $7.50
NINJA Disk $7.50
ELECTRA-GUDE Dllit §7.50
MIND MAZES (Educational) . $7.50
FUN IN NUMBERS (Educational) . $7.50
FAMILY FINANCE Disk by Atari $9.95
COUNTING & ADDING with Tink .. $9.65
VIDEO VEGAS Poker & Siots

MONEY TOOLS (Financial unl-m
DIG DUG Disi

REPTON Disk

PUZZLE PANIC Diek by Epyx
CEST'E LA VE Disk
WOMPER STOMPER Disk
OUN EMERALD (Jr., Adv )
MOVIE MAKER (Graphics)

MUSIC STUDIO

MUSIC CONSTAUCTION SET 312 50
HOTEL ALIEN . $12 50
FOOBLITSKY Disk / Board Game §12.50
L A SWAT $12.50
CASTLE WOLFENSYEIN Dl‘k $12.50
BEYOND CASTLE WOLFENSTEIN $12.50
TEMPLE OF APSHAI $12 50
ALI-ANTS Disk | , $12.50
MOUSE QUEST Disk [B4K) $12.50
ELECTRONIC DRUMMER Disk

NICKERBOCKER Disk

BOULDER DASH Censtruction Set $12.50
12 SCOTT ADAMS ADVENTURES $12.50
GOLDEN OLDIES (4 Classic Games) $12 50
MIND SHADOW Adventure 64K $14.95
HACKER Adventurs : $12.50
SEA STALKER Adventure . . . $9.95
CONFLICT IN VIETNAM. $1495
DECISION IN THE DESERT $14.95

$1495

x .. $14.85

MASTERTYPE (Typing Tuter) $15.00
BANK STREET WRITER | $17.50
CUT & PASTE W.P. Disk $1750
SCHEMATIC DESIGNER ... 82495
THE SCANALYZER $28.85
Advanced Protection Techniques $24 95
BASIC TURBOCHARGER . . . $2305
YOUR ATARI COMES ALIVE $2385
SPARTADOS CONST. SET $27 50
SPARTADOS Tool-Kit $27.50

LJK DATA PERFECT Databass . . SCALL
SSI QUALITY SIMULATIONS

SS| Rebel Charge nlChwchnm-Jgn $14 95
S5 SHILOH $14 95
S5| THE ETERNAL DAGGER | $14.95
88| 50 MISSION CRUSH . ...... $1495
SE| BATTALION COMMANDER . $14.95
88| PANZER GRENADIER $14.95
88! FIELD OF FIRE $14.95
SS| WIZARDS CROWN $14.65
S5I GEMSTONE WARRIOR | 31495
55| PHANTASIE . $19.05
55| PHANTASIE Il .. $19.95
58| SONS OF LIBERTY $18.85
SSIUSAAF $19.65
SSI WARSHIP . ... $19.95

DATASOFT DISKS
VIDED TITLE SHOP 3 DISK BONUS PACK
Contains VTS + 2 Companion Disks $14,95
ALTERNATE REALITY (The City) $12.50
ALTERNATE REAUTY The Dungeon $12.50
SARACEN Disk $9.95
GUNSUINGER Disk (SCK] 5 $9.95
TOMAHAWK Helicopter Game 64K $12.50
THEATER EUROPE War Game

MERCENARY 2ND CITY USK

THE GOONIES Disk

CONAN Disk

221-B BAKER STREET (64K) 51250
221-B BAKER ST, Case Library 1 $9.85
221-B BAKER ST. Case Library 2 $9.95
Napolean in Fussla (Boroding |B12) $12.50
BISMARCK ... . ....... $12.50

San Leandro, Ca. 94579




on).

While waiting for the hardware blit-
ter to appear, several frustrated pro-
grammers wrote software blitters which
are now available commercially and
through public domain/shareware
sources at very attractive prices.

How do these software blitters work?
Essentially, they use more efficient ma-
chine code to replace portions of the
normal GEM ROMs that were origi-
nally written in C. Most of the software
blitters concentrate on speeding up the
display of text on the screen and the
redrawing of windows, two of the least
efficient areas of GEM.

These programs work best with word
processing and other text-based appli-
cations—but not with desktop publish-
ing and other programs that use GDOS
todraw text. This is because GDOS and
most DTP programs have already re-
placed the text elements of the Atari
ROMs with routines of their own.

Also, these software blitters will work
only with “well behaved™ applications
programs. If a programmer has by-
passed areas of the Atari ROMs, the
software blitters may not work correctly
in all cases. But for the most part they
offer worthwhile improvement for very
little cost.

For a considerably more dramatic
improvement in performance—albeit
ata price of about $300—two hardware
acceleratorsareavailable. Bothusea 16
MHz 68000 to replace the Atari 8 Mhz
chip, but that is about all they have in
common. These products are the Turbo
16 from Fast Technologies (P.O. Box
578, Andover, MA 01810) and the
CMI Processor Accelerator from Cre-
ative Microsystems (19552 S.W. 90th
Court, Tualatin, OR 97062). WARN-
ING at press time: CMI hasn’t been
answering their phone lately and our
local repair shop here in New Jersey
tells us they are out of business.

The Turbo 16isa tiny board witha 16
MHz 68000 on the upper level and sev-
eral fast static RAM chips underneath.
It achieves a 50% to 80% speed improve-
ment over the standard ST by using the
RAM chips as cache memory, so the
mpu doesn’t have to access the much
slower main system memory.

According to Jim Allen of Fast Tech-
nologies, 70% of what a program does is
grab an instruction and execute it; the
other 30% of the time it moves data
around. The Turbo 16 concentrates on
improving the 70% execution time by
keeping the program instructions in
high-speed cache memory. Thus, when

Thanksgiving Day parade.

“.‘1
Sam Tramiel flips on the switch for the
Times Square billboard to launch the Lynx
portable color game system.

the cpu is executing program instruc-
tions, it runs at a full 16 MHz, but
accessing main memory must be done at
the rated ST speed of 8 MHz.

SpectraColor billboard with Atari’s Lynx ad was seen by millions during Macy's

CMI takes a somewhat different ap-
proach with its larger 4”X6” daughter-
board containing a 16 MHz 68000
along with sockets for upgraded 16
MHz TOS 1.4 ROM chips, blitter, and
68881 math coprocessor. By using ap-
plications that take advantage of the
68881 (not much is available yet), the
CM| accelerator can produce a theoret-
ical speed improvement of 600% or
more.

Kelly McArthur of CMI explained
that while the 16 MHz processor gives
users a little added speed, it is funda-
mentally hindered by the 8 MHz ST
system bus. However, adding fast
ROMs, a math chip, and a blitter pro-
vides the kind of night-and-day im-
provement that people are looking for.

Which product would I recommend?
First of all, I'm not convinced that most
users are “compute bound.” I use my
computer for word processing, spread-
sheets, database work, and some graph-
ics, and in general | spend far more time
thinking about what I'm going to do or
type next than I do waiting for the com-
puter to do something.

Maybe in the CAD/CAM and DTP
worlds, things are different. If so, per-
haps the 50% plus improvement in com-
pute speed offered by the Turbo 16 is
worth $300. If you happen to use a soft-
ware package that takes good advan-
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tage of the 68881 math coprocessor,
then you may be a candidate for the
theoretical 600% improvement of the
CMI system, but bear in mind that in
addition to the accelerator itself ($300),
you'll have to spring for a blitter ($40-
$50), 68881 math coprocessor ($50-
$90), and upgraded 16 MHz Atari
ROMs ($7?7—if you can find them).

Both Fast Technologies and CMI are
looking into 68030 cpu replacement/
improvement products. Unfortunately
in designing the ST, Atari broke many
of Motorala’s “rules” for 68000 ma-
chine architecture, thereby making up-
grading to an 020 or 030 quite diffi-
cult. Two of the biggest problems to
overcome are Atari’s use of A-line and
F-line opcodes (for graphics and link-
ing) which Motorola reserved for float-
ing point and memory management op-
erations.

As a result of this, designers of "030
upgrade products will have a tough time
implementing virtual memory while
maintaining compatibility with existing
ST software. I have no doubt that they
will eventually succeed, at which time

we should see some fascinating new
products in the Atari world.

Lynx Portable Game System

If you recall, we told you about the
Atari portable color game system in the
September/October 1989 issue. Since
then, it has been formally christened
“Lynx"" and placed on sale in the New
York area.

In case you didn’t read the review, the
$179, one-pound Lynx has a 3'4” color
LCD screen with a resolution of
160X102 pixels, 16 colors, multiple
sprites, a 4.0 MHz mpu, 64K of RAM,
an eight-directional joypad, and two
sets of two fire buttons (for right and
left handed players).

Five game cartridges are available
for Lynx: California Games, Blue
Lightning, The Gates of Zendocom,
Electrocop, and Chip's Challenge.

Ramping up for production took
longer than expected, so only the New
York market got Lynx systems in time
for Christmas. Reportedly, 70,000 sys-
tems shipped, and many retailers, in-
cluding FAO Schwartz and our local

Toys 'R’ Us sold out in a few days.
Other stores, like several local Kay Bee
outlets, had ample stocks a week before
Christmas, while Tops Appliance Cen-
ter and Kiddie City never got any at all.

Obviously, success or failure can’t be
measured by three weeks of sales in one
market, so we’ll be watching the Lynx
closely in 1990 to see if it can help Atari
reclaim the lead in the games market
from archrival Nintendo.

Also on the games front, we note with
sadness the passing of Atarian maga-
zine after just three issues. Obviously
we are biased—we were producing the
magazine, after all—but Ararian had
aroused much enthusiasm among its
readers and we think it could have con-
tributed substantially to Atari’s success
in its ongoing battle with Big N,

If you have a subscription to Atarian,
you are entitled to a refund on the issues
you did not receive. If you have not yet
received a letter fraom the company de-
scribing your options, call or write to
Games Division Head Ron Stringari
(1196 Borregas Ave., Sunnyvale, CA
94086, (408) 745-4968). )

The

ouch

THE
CASE '\
DESIGNED

SHOWN IN NYLON

WITH THE
PORTFOLIO
IN MIND

CASEWORKS Inc. is pleased to introduce
The PCpouch”. The PCpouchis a carrying
case designed to contain the Atari Portfolio

computer, 3 RAM cards and 3AA batteries in a
size not much larger than the computer itself.
The PCpouch’ is constructed from either water

resistant 400 Denier nylon or the finest Glove
leather. The thick foam lining ensures protection from

weather or impact.
4038-8 128th Ave. SE

* One Year Warranty * Compartments for the
Computer, RAM cards and batteries
* Special impact and heat protective foam lining
* Water resistant nylon » Handy wrist strap
* Nylon; Gray or Black........................824.95
* Black Leather.............coccovvevuvennnnnn.. $49.95

) Shipping and Handling add $3.00 - WA Residents Add 8.1% Sales Tax

ORDER FORM Mail to: CASEWORKS INC., 4038-B 128th Av SE

Ste. #294, Bellevue, WA 98006

Quantity ............ Color...................... B ——
[CJcCheck OMm.o. visa [OMastercard

Credit Card NO. ...oooviiiiiiie

CASEW/ORKS™|  sute 2298
INCORPORA I}’<\S Bgm‘ WA 98006 Expiration Date ....................ccocoveiiii
INNOVATIVE PRODUCTS 1-800-829-0041
FORTHECOMPUTERUSER | or (206) 6437557 DEALER INQUIRIES WELCOME
ATARI. ATARI PORTFOLIO ARF TRADEMARKS OR RE GISTERED TRADEMARKS OF ATARI CORPORATION
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Inexpensive color printouts, fast copies, and disastrous backups

User Friendly

s the stream of new 8-bit soft-

ware for the Atari 800/XL/XE

computers slows to a dribble, it
is refreshing to find every so often that
someone still cares. In this case, the
someone is Innovative Concepts, who
have recently introduced printer drivers
to be used in conjunction with Print
Shop and Print Shop Companion.

What's so unique about that? Glad
you asked. Thedrivers are for the Epson
LQ 500/800 and compatible 24-pin
printers, the Okimate 10 (neither of
which I have), and . . . surprise, surprise

. the venerable Atari 1020 4-color
plotter.

Yes, for the cost of the plotter (I've
seen it advertised mail order for $14.95,
brand spankin’ new) and the printer
driver ($14.95), you can now print thou-
sands of Print Shop icons in any of four
colors.

Simply load the driver, remove it
from the drive, load either Print Shop or
Print Shop Companion, and you're
ready to go. The driver remains RAM
resident; you do not have to modify your
Print Shop software.

Of course, the 1020 driver does not
allow you to print all four colors at once,
but with a little creative flair and by
switching pens, you can make multi-
colored Print Shop icons.

The technique is essentially the same
one you use when printing with differ-
ent colored ribbons. You must first edit

By DAVID NOYES

the icon you want to print, deciding
which portion you want to appear in
which color. Then, after printing the
first color, you must roll the paper back
to the exact spot at which you started to
print, change pens, and print the next
part of the icon in the next color. If you
fail to return the paper to the proper
place, the registration will be off, and
either lines won't meet or your whole
image will appear fuzzy.

How does the finished product look?
Well, to my untrained eye, a tad better
than dot matrix output, but for the
price, not to mention the color capabili-
ty, an absolute must buy!

To order your copy of the software,
write or call Innovative Concepts,
31172 Shawn Dr., Warren, M1 48092,

(313) 293-0730, Compuserve:
76004,1764.
Blitz

Do you cringe when you have to write
to a copy-protected disk? Do you worry
that you’ll somehow degauss some of
your most important copy-protected
software? Do you hate paying outra-
geous prices for backups of copy-pro-
tected software?

If you can answer yes to any of these
questions, Blitz is for you! While check-
ing out the New Files library of Atari-
pro on Compuserve about a month ago,
I came across a file called BLITZ.ARC.
The brief description of the file indicat-

Examples of Print Shop icons plotted in
color.

ed that it included instructions and a
schematic for fabricating a special drive
cable for the ST, plus PD software for
backing up “most” protected ST com-
mercial software.

As I am fanatic about having all of
my software backed up and don’t want
to pay the high price that the most reli-
able copy programs command, I decid-
ed todownload the file. After unARCing
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the file, I read through the text. It
claimed that for approximately $22 (for
adrive cable and a 25-pin RS-232 plug)
you could, by following the wiring sche-
matic (which I printed with Page-
Stream) fabricate the drive cable. Two
drives are required, and the second one
must be connected not only to the ST
Drive Out but to the 25-pin Printer Out.

This new cable, in conjunction with
the Blitz PD copy program, which was
also in the file, allows you to copy most
protected ST software. The documenta-
tion went on to boast that it would, in
fact, copy even programs that defied
other software or cartridge-based back-
up utilities.

I was intrigued. Since it was a Sun-
day, and my local Atari dealer was
closed, I took my one and only cable—
the one that connected my second (ex-
ternal) drive to the ST—and chopped it
in half, I then made a quick trip to the
local Radio Shack and picked up the
appropriate connector.

I rushed back home, dug out my sol-
deringiron, solder, tape, and some scrap
wire, and began work. As there is (ac-
cording to the instructions) no specific
scheme to the color coding on Atari
drive cables, I used my ohmmeter to be
sure that I was connecting to the proper
pins. It took me (a klutz at electronics)
about an hour to make the cable.

The moment of truth was at hand. I
had either destroyed a perfectly good
drive cable, or created an indispensable
utility . . . Then a third possibility flitted
through my brain: What if it wasn’t a
utility at all, but a cleverly designed
hardware/software version of a virus
intended to destroy STs and their hard
disks? I quickly suppressed the thought,
loaded Blitz, and began to make copies.

It worked. In fact, it exceeded my
expectations, allowing me to back up
every single piece of copy-protected
commercial ST software 1 own. Some
required more than one attempt; the
docs state that things get out of synch
sometimes. With a bit of experimenta-
tion, however, I found a way to improve
the synchronization. If the copy didn’t
work, I tried again, setting Blitz to copy
both sides of the disk—even if the origi-
nal was only single-sided. This seemed
to improve the yield.

Subsequent to my experimentation
with Blitz, Blitz2, a turbo version, has
appeared on Compuserve in the same
filearea. I downloaded it and found that
Blitz, which was quite fast to begin
with, because it reads and writes simul-
taneously, had been made even faster.

In turbo mode, you can copy a single-
sided disk in 25 seconds; a double-sided
disk in 50. Some formatters take that
long, or longer! I will not dwell on the
ethics of disk copying (you already
know what you should and should not
do), other thantosay that if Blitz is used
for its intended purpose—to make
backup copies (for the owner) of com-
mercial software, or as a sector copier
for your PD and Shareware disks—it is
a tremendous utility.

The author/designer of Blitz is un-
known, the files were uploaded to Com-
puserve by the folks at Atari Interface

Hard Drive Turbo Kit and, following
the instructions precisely (something
that 1 don’t always do), backed up the
four partitions on my hard disk with the
TAR Backup option. I then put the
disks in a safe place, hoping never to
have to use them.

Unfortunately, it wasn’t long before I
needed them. I accidentally (obviously
no one would ever do such a thing on
purpose) wrote a floppy disk “image” (a
different backup option) to my boot
partition, instead of vice versa, and was
unable to access my hard disk.

Did I panic? No way ... I had my

What if it wasn't a utility at an, bt a cieverly
designed hardware/software version of a virus intended to destroy

STs and their hard disks?

magazine. | have heard rumors, but try
as [ might, I have been unable to verify
them, and so will not pass along my
suspicions.

By the way, if you shop carefully, the
cable can cost you even less than the
estimated $22. I priced out a cable and
connector for $18. A hint: the cable
Atari provides is barely long enough; try
to get a longer, third party cable. Also, |
have seen the Blitz cable and software
being sold commercially for as much as
$49—a bargain considering what Blitz
cando-—but believe me, if | can make it,
you can make it. Give it a try. You'll
surprise yourself,

Two final caveats: 1) Although you
modify only a cable, you do so at your
own risk. 2)The Blitz cable can only be
used for Blitzing. If you use your only
drive cable as I did, you must buy an
unmodified cable to use for normal disk
operations.

Back Up and Start Over

Do you have a hard disk for your ST?
Are you concerned about having so
much valuable data stored on pieces of
rapidly spinning magnetic media. Do
you back up your hard disk? Are you
thinking about backing it up? If so, read
on.
A few months ago I purchased an
Atari Megafile 30, and eventually, as it
began to fill up, I decided that a backup
was in order. I bought MichTron's

TAR backup copies. So, I formatted
and re-partitioned the hard disk. I then
booted the Toolkit, the portion of the
Hard Drive Turbo Kit used for backup
and recovery, and chose the Recover
TAR option. It didn't work; 1 got a
“files out of synch™ error message.

I called MichTron and recounted my
tale of woe. In response, the person I
spoke with asked me if I used an alter-
native file selector. I answered that, in-
deed, I use the Little Green File Selec-
tor, an excellent PD accessory.

He replied, “Oh, that’s why . . . there
is a problem when using the Toolkit
backup options with other than the
standard GEM file selector resident.”

I reminded him that the documenta-
tion was mute on any such incompati-
bility problem and was told, that the
software currently shipping has docu-
mentation that does mention the prob-
lem. That, of course, is great for any-
body who purchases a recently shipped
Toolkit, but no help to me or anyone else
who buys older stock at his local Atari
retailer.

I was, and am, out about 20 meg of
data. The moral? Don’t depend on
backups you haven’t tested. Consider
trying new backup software on a parti-
tion of your hard disk before you really
need it. Don’t wait for an emergency to
discover that an undocumented incom-
patibility or other minor defect has cor-
rupted your data. [
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‘The Atari Home Office

Your computer can help you create the kind of job

you've always wanted

he two Atari ST computers—a

520 and a 1040—in the office in

the basement of my home allow
me to work—whenever | want to—and
earn enough money to have most of the
things that I need and want. I use them
to write magazine articles, papers to use
in court proceedings, building inspec-
tion engineering reports, and hardware
and software user manuals.

I am only one of many people who use
their computers at home to earn sub-
stantial amounts of money. If you, too,
yearn for the comfort and convenience
of an at-home, computer-based busi-
ness, read on and learn some of the
tricks of this growing trade.

Convenience or Necessity

Two of my friends work from home
because it is convenient for them. The
husband of this couple is a lawyer; his
wife owns a collection agency. They
converted their garage into an office to
house the collection agency, and the
family room into a law office. They have
been using this convenient office space
since 1978.

My friends use their personal com-
puters and a database program tocreate
an information file about each new
debtor when the account is turned over
to them for collection. That information
is merged with boilerplate text which is
retrieved to automatically print person-
alized collection letters. The same soft-
ware records payments as they are re-
ceived and prepares monthly reports
and checks to send to their clients.

When people refuse to pay their debts
or break their promise to pay, the same
database information is merged with
the boilerplate legal documents text,
and one of the personal computers is
used to type the summons, complaint,
and instructions for the private process

server or the sheriff. About 95% of the
lawsuits are not contested, and all of the
papers to enter a default judgment are
built from the same database of infor-
mation.

When a suit is contested, the attorney
uses his computer to type non-standard
motion papers and to answer any mo-
tions made by the defendant’s lawyer.
After a judgment is entered, the com-
puter and database are used to institute
and keep track of post-trial proceed-
ings.

Occasionally, foreclosure proceed-
ings must be initiated to sell the debtor’s
home or business at public auction. The
proceeds of that sale are used to satisfy
the judgment. When foreclosure pro-
ceedings are instituted, the only new
things that must be added to the data-
base information are the legal descrip-
tion of the property and the date the
Jjudgment was entered.

This couple earns several hundred
dollars per hour, working just a few
hours per day at home, with a staff of
two rather than the 15 people who
would be required if the work were not
so automated.

Another successful home office busi-
ness venture was started by a woman
who is afflicted with multiple sclerosis.
She learned how to use a word process-
ing program as part of the occupational
therapy offered by a hospital near her
home. Because she had worked as a
medical secretary before she became
disabled, the hospital then hired her to
type its surgical reports.

The hospital installed a personal
computer and a printer in the woman’s
home, and every morning a courier de-
livered to her cassette tapes on which
doctors had dictated their surgical re-
ports. She transcribed the tapes, printed
out the reports, and gave them to the
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courier to return to the hospital the next
morning.

Recently, the hospital installed a mo-
dem in her home, so the finished docu-
ments are now sent via modem, over the
phone lines, to be printed on a laser
printer at the hospital. The tapes are
sent to her by Express Mail every day.

Thus, this friend is able to earn the
same salary she would earn if she were
not disabled, and she never has to worry
about transportation or bad weather.

In the same manner, many law firms
have found a solution to their chronic
need to replenish secretarial staff.

It is great to dress casually, not arive to an office,
dive into my back yard swimming pool when it’s hot, and fall out of

bed to get to work.

When a woman leaves to raise a family,
she is offered the opportunity to contin-
ue to work—at home—and receive her
salary even after the baby is born.

The law firm installs a modem-
equipped personal computer, a tran-
scribing machine, and an answering
machine (sometimes a Fax machine,
too) in the secretary’s home or apart-
ment. When the dictation is done, the
tape can be either sent over the phone
line and recorded at the secretary’s
home or Express Mailed to her home.

When the document has been typed
and proofread, it is sent via modem back
to the law office, where it is printed. If
revisions must be made, they can be
done by another secretary at the office
or by the originating secretary in her
home.

The mother who works at home is
usually thrilled with the arrangement,
because she can work for a flat per-page
rate during the time her children are
sleeping, playing, or at school. She also
gets to keep more of her paycheck, be-
cause she no longer incurs the expenses
of commuting, eating out, and main-
taining an office wardrobe.

Engineering, Atari-Style

In addition to using my Atari ST
computers to prepare court papers and
magazine articles, [ use my STs to help
people who contemplate buying homes,
co-op apartments, condominiums, and
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commercial buildings. Clients meet me
at my home; typists who work for me
perform their work in a nearby office
building, because town zoning laws pro-
hibit me from operating a commercial
office in my home.

To help prospective buyers learn
more about the properties they plan to
buy, their attorneys refer them to my
company, which inspects each building
carefully and publishes an engineering-
type report, complete with termite cer-
tification, which satisfies even the re-
quirements of FHA mortgages.

We also do work for lawyers who re-
quire building inspections in the prepa-
ration of cases for and against insurance
companies, builders, and contractors.
Licensed professional engineers and
AlA registered architects either per-
form or supervise the inspections, so
they can testify as expert witnesses if
necessary. :

Being trained as both an engineer and
a lawyer, I wrote boilerplate documen-
tation and a database of questions to be
answered in the course of a building
inspection. | originally wrote the text
for use on CPT word processing com-
puters, but in December 1985 I began
converting the files for use with my
Atari 520 ST. Now, | have several thou-
sand paragraphs of boilerplate text on
disks that can be used with either the
520 or my newer 1040s.

When a client phones to request a

pre-purchase building inspection and
report, 1 ask questions, record the an-
swers, and set up a tentative appoint-
ment for one of my inspectors to visit the
building and meet with the seller; I en-
courage the buyer to join them.

I then use the 1040 in my home office
to pull from the database a series of
questions—based on construction
methods and materials and the type and
age of the building—to ask the seller
about the building and to guide the in-
spector in looking for defects that might
exist in anything from the foundation to
the chimney.

Those questions are indexed to the
stored boilerplate text (usually by
checking a box or filling in a blank line).
When the interrogatories are answered,
those pages and a dictated tape are
brought to my office where typists as-
semble the boilerplate paragraphs, fill
in the blanks with data found in the
completed questionnaire, transcribe the
dictated tape, and incorporate all the
information in a report format.

The lawyer and client receive a 25- to
75-page, very detailed, narrative-style
engineering-type report setting forth
every defect that was observed. The re-
port also advises the client about aspects
of the building and its equipment that
may be approaching or past their nor-
mal life expectancy and provides an es-
timate of repair or replacement cost in
today’s dollars. The client can then use
the information contained in the report
to help him decide whether or not to buy
the property or to negotiate the price.

The software my staff and 1 use to
prepare these reports is /st Word Plus
v. 3.14, For the books, manuals, and
magazine articles | write, I use Word-
Perfect. .

Working at Home: Pros and Cons

Working from home has both advan-
tages and disadvantages. On the posi-
tive side, it is great to dress casually, not
drive to an office, dive into my back
yard swimming pool when it's hot, and
fall out of bed to get to work.

My neck and back were injured in an
automobile accident, and when my back
begins to bother me, I often lie down on
a heating pad—something 1 would feel
rather strange doing in a regular office
environment.

If you are thinking of starting a home
office, however, you should also know
that for most people working at home is
much more than a 9:00 to 5:00 job. For
most of us it is a 7:00, 8:00, 9:00, or
10:00 a.m. til the task is done job—



whether that occurs at 11:00 a.m. or
11:00 p.m.

That is, for me, the biggest disadvan-
tage to working from home; it is too casy
to become so absorbed in a project that
occasionally toil until I'm so exhausted
that | must re-type the entire document
the next day.

Office Services

In the New York metropolitan area
typists and secretaries with word pro-
cessing knowledge and skills command
salaries ranging from $7.50 per hour
($300 per week) to more than $600 per
week, depending on their individual
skills and experience and how close to
the City they live. Some legal and medi-
cal secretaries earn more than $35,000
per year.

However, because traditionally most
typists and secretaries are women,
many of whom drop out of the work
force when they marry and have chil-
dren, ads for jobs requiring typing or
word processing skills are always plenti-
ful.

If you have secretarial or bookkeep-
ing skills and want to use your Atari
computer to help you earn money, look
first at your own situation. If you are
now bound to your home because your
children are young or otherwise need
your care, or you are physically dis-
abled, or you are retired and need or
want more money than your pension
provides, or you just want to stop com-
muting to and from an office, analyze
your skills and the knowledge you
aquired before you stopped working.

That done, do what temporary em-
ployment agencies do: phone individual
practitioners and firms in your area that
do work similar to what you have done
in the past. Ask to speak to the person in
charge of hiring, and ask him or her if
the company is in need of any part-time
help.

Then, when you get to the interview,
suggest to the interviewer that modern
technology precludes the need to pro-
vide workspace for all employees. Offer
to work as an independent contractor;
say that, rather than work in their office
and be paid an hourly wage plus bene-
fits, you prefer to work on a piece work
basis.

As a guide to help you know how
much to charge, here on Long Island,
NY, many people get $3 per page to do
word processing, plus an additional §1
per page for revisions that require a
page to be retyped.

Often small neighborhood business

the amount you have earned during the
year.

Most astute businesspeople try to get
what they need for the lowest price, so
don’t be surprised if you are offered less
money than you seek. Remember, how-
ever, that the company must pay a tem-
porary agency at least $20 per hour—
even though that agency may pay you
only $7.50 per hour—and that the
aforementioned benefits add 30 to 40%
to the cost of most people’s salaries.

Communication Services

Can you write succinctly and accu-

Do what temporary employment agencies do:
phone individual practitioners and firms in your area that do work
similar to what you have done in the past.

offices and retail merchants employ
part-time help, because there is not
enough work to justify the expense of an
additional full-time employee. Every
business needs someone to type corre-
spondence and reports or perform data
entry tasks in conjunction with a man-
ual bookkeeping system or a computer-
ized database or spreadsheet program.
Architects, doctors, dentists, lawyers,
and other professional people can often
make good use of part-time help, too.

Tell the people with whom you speak
that as an independent contractor, you
will deliver quality work when it is need-
ed. Point out that the business will save
money on expensive office space, equip-
ment, and benefits and that it will be
paying only for work actually per-
formed—no sick days, holidays, coffee
breaks, or other downtime.

For these reasons and because you
will have to pay your own taxes and
provide your own insurance, ask for at
least 50% more than the going full-time
rate for the type of work you propose to
do. That should compensate you ade-
quately for the wear and tear on your
computer and peripherals and the sup-
plies you must buy to do the job—and
enable you to pay your taxes and insur-
ance bills.

Yes, you must pay taxes. Any compa-
ny for which you work as an indepen-
dent contractor must send IRS form
1099 to the IRS and to you, reporting

rately to report what you have seen?
Then take a camera, notebook, and tape
recorder with you wherever you go. If
you see a serious accident or other news-
worthy event, take photographs, ask
questions of witnesses, and be certain to
get the correct spelling of their names.
As quickly as you can, write a report.

If the event is newsworthy and you
have done a good job writing it up, you
might be able to sell your story or photos
to a newspaper. And if the editors like
your work, they might offer you a part-
time job as a “stringer,” a freelance
reporter who covers municipal—town
council, zoning board, school board,
etc.—meetings.

Do you have artistic talent? Did you
study advertising, public relations, or
communications in school? Have you a
personal computer with lots of RAM
and either a laser or a 24-pin dot matrix
printer? Have you mastered your desk-
top publishing software? If so, a world
of lucrative, small-scale custom pub-
lishing awaits your talents. :

An approach some people use in sell-
ing this type of service is to begin your
phone conversation with the key person
in the organization for which you want
to work by asking, “Mr. |
could help you increase your sales at
least 5% would you be willing to meet
with me for a half hour?”

When the prospective client says,
“Yes,” tell him your name, that you do
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BRE Software

Order Line Hours: Mon.-Fri. 8:00 AM-7:00 PM, Sat. 9:00 AM-5:00 PM Pacific Time
Customer Service/Order Status/Inquiries/Canada Orders: (209) 432-3072 L

Public Domain Software

Over 800 Disks Available for the Atari ST [

Only $4.00 Each
Utilities, Games, MIDI, Applications, Music
Graphics, Educational, Clip Art and much more

FREE Disk & Catalog

Receive a coupon good for a FREE Public Domain Disk with

Call or Writeforoury ~_— — — — ~_— — = —
| Lowest Prices '
Call with your best price on any Domestic or I
Eurcpean software title for the ST, we will i

| meet or beat it and give you a FREE Public
Domain Disk when you mention this ad. |

FREE Catalog
Order Lines/Catalog Requests: (800) 347-6760 '

any purchase when you Call or Write for our FREE Catalog.

#57 - Tease Me Adult Animation (Color)
#87 - Tutorial on GEM Desklop
States - Educational Game
Five Children’s Programs (Color)
Mailing List Database (DBL)
Strip Breakout (Color Only)
R Draw - Paint Program
(Color/Mono - Req. 1Meg RAM)
Two Database Programs
PrintMaster Cataloger
#393/394/773/774 - PrintMaster Graphics
#395 - Desk Manager, Screensaver V2.0
RAM Disk, Disk Cache
#399 - Degas Elite Printer Drivers
#400/800 - Disk Labeling Programs
#443 - Intersact RAM Baby
(RAM Disk/Print Spooler)
DCOPY - do everything Utility Prg
#456 - Bolo Breakout Game
from Germany (Req. 1Meg RAM)
#468 - Accessory Ace V12, Mouse Speed
#475 - Werty's House ol Horror
(Adult Game/Color Only)
#491 - Star Trek - The Next Generation
w/Digitized Voices
(Req. 1Meg RAM/DBL/Color Only)
#499 - The Accessory V12
Multifunction Accessory
#500/600 - Publishing Partner Fonts
#5089 - Mark Johnson's Shareware
C Compiler (DBL)
#511- Dungean Master Maps Levels 1-7
#512 - Dungeon Master Hints/Character
#514 - Monochrome Emulator V3.0
#533 - PrintMaster Graphics/Borders
#535 - Tree Chart - Geneology Program
#536 - Vanterm V3.71 - Terminal Program
#551 - Kid Shapes Ages 2-8 (Color Only)
#553 - Kid Publisher Ages 4-12 (Color)
#555 - The Assistant Chef
Electronic Cookbook (Color Only)
#557 - Children’s Programs (Color Only)

#145
#239 -
#244 -
#245

#374 -

#564 - Cadenza Astrolocal V18 - Astrology

#567/728 - Desk Accessories

#588

#590 -
#596 -
#3599 -
#650 -

#651

#6565 -

#667

#679 -
#688 -
#6809 -
#694 -
#5696/
#5699 -

#720 -

#721

#723 -
#726 -

#741-
#7438 -
#753 -
#758/
#768 -
#769 -
#7930 -

#791

#792 -
#7094 -
#795 -
#798 -
#739 -

#801

#803 -
#807 -

#810

#812 -
#814 -
#815 -
#816 -
#818 -
#828 -

Our New 48 Page Catalog

- Pac Man, Hangman and 5 others
(Color Only)

Dungeon Master Utilities

Pictionary Type Drawing Game
PageStream Fonts, Font Converter
Text Output Accelerator

ST Virus Killer V2.1, Super Boot

ST Writer V3.0 w/Spell V2B
Benjamin's ABC's for Kids (DBL)
Disk Cataloger/Label Printer (DBL)
H.P. Laserjet/Deskjet Utilities
Pictionary Type Game (Color Only)
Turtle Hard Disk Backup V3.0

802 - Hard Disk Utilities

Children's Programs: Kid Color.
Kid Adder, Kid Story, Kid Sketch
Dungeon Master Maps Levels 8-4
Drawing Programs

Lottery Programs

Children’'s Programs: Numerical Go
Around, The Wolf and 7 Kids Adv.
Copystar V10, Address Book Base
Barnimals - Listen/Guessing game
Megatools V10 - Shareware Utilities
759 - Calamus Fonts

NeoDesk Icons

Super Breakout (Mono Only)
Pentimo Strategy Game (Mono)

3 Tetris Games (Color/DBL)
D&D Programs

Bloodwych Playable Demo (Color)
B/Stat - Statistics and Graphics
The Pilot Flight Game (Color Only)
PrintMaster/Plus Utilities

Mail/ Envelope Labeling Programs
Desk Manager V2.5, Quick Menu
Quick ST V14, Turbo ST Demo
Sheet V2 5P SW. Spreadsheet
Opus 2 2 Spreadsheet (1 Meg/DBL)
2 NFL Prediction/Anaylsis Prgs
Compact Disk Database V1.1{Color)
2 Video Tape Databases

Populous Hints, Maps, etc

ST Xformer V2 55 - 8 Bit Emulator

is Now Available!

Introductory Offer - Above Disks Just

$2.99 Each

Before you order Public Domain Sottware from
anywhere else, ask yourself the following guestions:

Do they otter FAST and RELIABLE service?
Do they offer a FREE Catalog and FREE Catalog Updates?
Do they have an 800 Number for placing orders and

requeshn%catalcgﬁ
Do they

ave a Gustomer Service Line for answering

Buestlons and helping with software decisions?

o they have a phone at ail?
Can you use your credit card?

Can you place an order and receive your disks in 2-3 days?

Christmas Demo Disks

#592 - AVS Christmas Animation $2.99
(Req. Double Sided Drive & 1Meg RAM)

4 Disk Demo Package $9.95 Y

King James version of the Bible on Disk. j =\ ‘.
A Search program is included.

Single Sided Pkg (17 Disks) $44.95
Double Sided Pkg (8 Disks) $24.95

L

CodeHead Specials

CodeHead Utilities $16.95 Disk Labels (100) $4.50
FatBack $19.95 | Megatouch Springs $9.95
G+Plus $19.95 | Mouse Master $2595
HotWire $2195 | Monitor Master $30.95
MIDI Max $29.95 Atari Mouse $49.95
: Supra 2400 Modem  $114.95
MultiDesk $16.95 B ko o 00)$
Games ‘ Cub 3 V2" Drive 139.95
Batman $27.95 | VIDIST $139.95
Battle Chess $29'95 Future GTS-100 Drive $189.95
Blood Money g05.05 | |B5 V4" Drive $199.95
Bloodwych $29j95 Spectre GCR $209.95
Dungeon Master 2095 | Mac 128K ROMs $124.95
Falcon $29.95 PC Ditto Il $229.95
Falcon Mission Disk $19.95
Populous $3195 ’Dungean Master

Populous: The Promised L

ST Software/Accessories

3 12" Pin Feed

ands

Hint Book / Disk

(Requires Populous)  $19.95
Robocop $27.95 $8.95/ $14.95
Rocket Ranger $29.95
TV Sports Football $29.95 @ungeor_t Master
Call for Latest Titles %%ltgsr

Super Disk Labeling Special

Includes:
200 Pin Feed Labels
More than 10 Labeling Prgs (2

$12.95

Dungeon Master
Chaos Strikes Back
$18.95

Disks)

ST Xformer
Cable

Run 8 Bit programs on your ST!
Use 5 114" or 3 172" disks!
Loads & Runs protected disks!

$19.95
Receive the latest version of ST
Xformer FREE w/purchase of
cable when you mention this ad.

Lotto File

A Lottery Database
For all ¥1 Through 7/65 Lotteries
Allows Bonus Numbers

Completely GEM Basad - Add/Edit up to 999 Games per Disk

Store and Auta Check your play slips - Trends Charts

Past Performance Chart - Interval and Statistics Charts
Number Pairing up 1o 6 Numbers - Wheeling up 1o 924 Sets

User Delinable R/N Generator Number - Hit/Miss Graph
Sum Deviation Graph - Number Cross Referencer and mora

Christmas Special $14.95

T 10 FaEaTe

| [
Son
3 12" Bulk Disks

Double Sided Programming is Required
Topics covered include: Hard Drives
1-49 $109 Running IBM Sohware, Disk Siructure, File

L= | Atari ST Book II:

and Advanced
Atari ST Subjects

Intermediate
and Advanced

Atari ST

Intermediate

No Knowledge of

& Recovery, Connecting a 5 14" Disk Drive
50-199 $99 Ass.e:'ml;wng your own Hard Drive, Secmf &
200+ $89 File Editing. Binary/Hex/Decimal Codes
o - ' ASCII File Problems. Escape Codes and
L O | cawter UL moch ol
latest
prices $16.95
. THE ATARI ST
Packed with n G The
§ h =
reviews of the pK At ari ST
best Public
Domain and BOOk
Shareware 5 of Tips, Instructions, Seclse_lt_s and Hints for
e the 520, 1040 and Mega begins where
Programs for .“'ﬁ:. T the Atan Owner’'s Manual left off, providing
the Atari ST. BOFTWARE step by step instructions that helps both
beginning and experienced users to get the
Reg. Price $16.95 most out of their ST's.
Christmas Special $12.95 $16.95

Write to: BRE Software, Dept. AE, 352 W. Bedford Ave, Suite 104, Fresno, CA 93711

No Credit Card Surcharge. Visa/MC/Discover $1500 Min. COD Orders Welcome. Phone Orders $20.00 Min." Shipping: P.D. Disks $2 50 Ground, $4 00 2nd
Day Air, Canada $3.00 Air Mail; Software Ground $3.00 min., 2nd Day Air $5.00 min_, Canada $5.00 min. Hardware/Accessories Ground $300 min. COD
Add $4.00 (48 States Only). Hawail/Alaska/Puerto Rico UPS 2nd Day Air Only. California residents add 6. 5% sales tax. Please allow 2 weeks for personal
checks to clear. RMA # required for returns, please call our customer service number. Software items replaced with same title only. FAX (209) 432-2599

—
MasterCard
il
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freelance public relations work, and
that you promise that, if he will grant an
interview, you will give him some fresh
marketing ideas. If you have artistic
skills but are not a professional writer,
sell only your ability to create great ad-
vertising layouts and artwork to be used
in the ads his people write. If you also
have the ability to write advertising
copy, sell the complete service.

After you sell yourself enough to get
the appointment, but before you go to
the interview, learn as much as you can
about the product or service that person
or company sells. And when you get to
the interview, remember that no one has
a monopoly on ideas. Before you give
away any ideas you might have devel-
oped, ask what he does, what he did that
did not work, and what now works best
for him.

If he has already tried what you pro-
pose and failed, try to learn why it
failed. Better timing, coupled with your
expert layout, typography, and copy
might make the difference on the sec-
ond go round. For example, I scheduled
the grand opening of my enlarged store
for Easter Sunday, April 7, 1970. Kiddy
rides were set up, full-page double-
truck newspaper ads were published,
and we awoke that morning to sub-
freezing temperatures and an unexpect-
ed 7”7 of snow on the ground. Another
time, the exact same preparation would
probably have yielded much higher
sales.

Have you worked in a personnel or
management office? Do you know what
a good job résumé should contain? 1
know a husband and wife team that
earns a very good income writing ré-
sumés for graduates of the several col-
leges and universities here on Long Is-
land.

Using two personal computers and
two photocopiers in their home, they
prepare professional-looking résumés.
They charge $35 per page to write and
provide job seekers with 50 copies of the
document, plus $3 per personalized cov-
er letter.

Selling Your Services

I learned a long time ago that it is
impossible to sell anything to anyone
unless the prospective buyer both wants
and needs the product or service. I also
learned that it is easy to sell anything if
you use your energy to help your pros-
pect buy rather than to sell.

If you are a shy person and worry that
you will have difficulty selling yourself
or your services, I suggest one of the

Dale Carnegie Institute programs. The
teachers of your course may not be able
to get the butterflies out of your stom-
ach, but I can almost guarantee that
they will teach you how to make them
fly in formation.

After you have had about six months
of experience selling (or trying to sell)
your services, you may want to try one
of the Dale Carnegie sales courses.
Learning and applying the techniques
they teach can be very helpful to both
budding and experienced salespeople.

When you go for that interview, be
prepared! Put samples of your work into

produce the kind of professional output
your clients are looking for? Most im-
portant, do you know how to use your
computer and software properly?

If you do not now have the skills you
need, how close to a high school or ju-
nior college do you live? If you are real-
ly serious about starting your own busi-
ness, phone the nearest one and ask fora
brochure on their adult education pro-
gram.

A few words of caution: Before you
invest money in a new computer, new
software, a memory upgrade, or a better
printer with the goal of joining the cot-

Often small neighborhood busiess ofices and retai
merchants employ part-time help, because there is not enough
work to justify the expense of an additional full-time employee.

crisp new file folders. If you carry an
attaché case, make sureit is clean and in
good condition. If you need a haircut,
get one a day or two before the inter-
view. Eat a light meal before you go to
that interview so your stomach does not
growl while you are being interviewed.

There usually is no need to wear your
most expensive outfit, but be certain
your clothing is clean and neatly
pressed and that your shoes are shined.

If you are a man, choose a conserva-
tive suit. If you are a woman, wear a
dress or business suit rather than slacks
or a skirt and blouse. These suggestions
may sound silly and superficial, but the
fact is, the more business-like you look,
the more seriously the interviewer will
take you and your proposal.

Other Considerations

If you are reading this magazine, you
probably already own an Atari comput-
er. Does it have enough RAM to process
large spreadsheets, lengthy documents,
and massive address lists so you can
print labels, envelopes, or personalized
merge mailings for your client? Do you
know how to type, or do you hunt and
peck? Do you have a database program
to do selective sorts? Do you have a full-
featured word processing package? If
so, does it include a spelling checker and
the ability to do mail merge? Do you
own a letter quality 24-pin dot matrix,
daisywheel, or laser printer that will

tage industry, speak with a lawyer, an
accountant, and your insurance agent.

Your residence might be located in a
zone that prohibits any kind of office or
business use. Your lawyer can check
into this for you.

If you use your home as an office
where people will come to visit you, you
will need a rider on your homeowner’s
policy to protect you if someone is hurt
while in your home or on your property
for business reasons; your residential
homeowner’s insurance will not protect
you unless you pay an additional premi-
um for business-use protection.

If you can buy errors and omissions
insurance, do so. That way if you lose
your client’s records and are sued, your
legal expenses and any judgment that
might be rendered against you will be
paid by the insurance carrier.

If you rent your home, your lease
might prohibit you from using it as an
office. If it does not, you should protect
yourself against liability by purchasing
a tenant’s liability policy with a business
rider.

Whether you are able-bodied or frail,
young or old, if you are ambitious, have
good software, master its use, and use
your personal computer and peripherals
properly, you can join the more than 25
million people in the U.S. who, the De-
partment of Labor estimates, work
from their homes—and probably have
fun doing it. [ ]

VOLUME 10 NUMBER 2 ATARI EXPLORER 27T



SUPERCHARGER .

THE FIRST EVER EXTERNAL PC BOARD FOR ATARI ST COMPUTERS A FULL MS-DOS PROC-
ESSING SYSTEM THAT SIMPLY PLUGS INTO THE DMA PORT, WITH NO NEED TO OPEN YOUR
COMPUTER. SUPERCHARGER IS PACKED WITH FEATURES AND CAN BE USED WITH ALL
MACHINES FROM 520ST TO MEGA 4 AND EVEN THE STACY LAPTOP

FEATURES:

* 100% compatible with MS-DOS programs (non protected) ¢ Norton Factor 4.4 « Supports all hard disks ¢ Supports serial
and parallel perts * Uses "hotkey” to toggle between Atari and PC programs at the same time without having to reboot in DOS
mode ¢ Turns the Atari mouse into a PC mouse ® Supports internal and external 3.5" and 5.25" floppy drives ¢ Leaves the
cartridge port free for use ® Supports both monochrome and color Atari monitors (CGA color and Hercules emulation)

¢ Supports some AT programs, such as *286 windows™ ¢ Simple to set up and easy to use - no soldering, no wiring, no cutting.

INCLUDES:

* 512K RAM, making it extremely fast and can easily be expanded to one megabyte of RAM. The extra RAM can be ordered

separately, and can be installed prior to shipping. ® Socketed for an 8087 co-processor. Co-processors can be ordered
separately, and can be installed prior to shipping. ® NEC 8 mhz V30 processor ® DMA cable with thru-port ® Builtin bus which
will be adapted in the future to accept PC expansion boards (VGA card scheduled for April '90) * Comprehensive hard disk
utilities software ® An attractive color coordinated ABS plastic case * MS-DOS 4.xx * 5V DC external power supply ® Easy
to use operating manual ® Registration card for software updates and 12 month warranty.

All this for the incredible price of just

$399.00*

MULTI-SYNC MONITORS AVAILABLE - CALL $$$

OMNISWITCH

=>—) Multi-Sync For Atari

FRONT VIEW

E==age $89.95*

REAR VIEW

NOW, FOR THE FIRST TIME YOU CAN HOOK UP YOUR ATARITO AMULTI-SYNCMONITORWITH
THE INCREDIBLE OMNISWITCH.

FEATURES:

* MULTI-SYNC MONITOR PORT: Gives your Atari the ability to use a multi-sync monitor. Color or monochrome
with the touch of a button. (low, medium and high resolutions)

« COLOR AND MONOCHROME MONITOR PORTS: If you do not have a multi-sync monitor, Omniswitch
allows you to plug in color and monochrome monitors and switch between them. No more cable swapping!

* FLOPPY DRIVE PORTS: Enables you to use two external floppy drives instead of one! (uses 3.5" and/or 5.25")
* AUDIO JACK to plug in to your amplifier. = VIDEO JACK for monochrome video output.

*ALL PRICES SUBJECT TO CHANGE. » SHIPPING AND HANDLING EXTRA

TALON TECHNOLOGY 619 792.6511

243 N. HIGHWAY 101 » STE. 11 » SOLANA BEACH, CA. 92075

WE ACCEPT VISA/MASTERCARD



PRODUCT REVIEW

Project Management
On Your ST

Increase the productivity of your business

with professional, computerized Gantt charts

roject management is a time-con-

suming manual chore. Some pro-

ject managers try to keep track of
every element of the job in their heads,
but most people use pencil and paper, a
blackboard, colored flags on a magnetic
board, or some kind of marker board to
plan and keep track of the activities that
surround any kind of project—be it a
new product introduction, a building
renovation, or a satellite launch.

And the greater the number of tasks
that must be accomplished before the
project can be considered complete, the
more difficult it becomes to make ad-
justments for the vagaries of weather,
illness of personnel, failure of parts to
arrive on schedule, and other disasters
major and minor.

In the PC-/MS-DOS world, produc-
tion and project managers can choose
from several packages, including Time-
line, Super Project, and Project Sched-
uler 4, all of which allow them to enter
data that can be used to create Gantt
charts and print out summary reports as
needed. Until recently, however, no
such useful product was available for
the Atari ST.

But now managers who have availed
themselves of Power Without the Price
can call upon Critical Path by David
Schwener, an industrial engineer whose
carlier work, Critical Path Project
Manager, is already familiar to users of
Atari XL and XE computers.

The Object of the Game
The object of project management is
to break a large project into small tasks.

The project schedule is a chart that lists
those smaller tasks and shows the rela-
tionships between and among them.

As each task is entered, it is marked
as critical or non-critical. Critical tasks
are those which, if not completed on
time, will cause delay of the entire pro-
ject. Some delay can be tolerated in
non-critical tasks, but the duration of
these tasks must also be calculated. The
time required to accomplish non-criti-
cal tasks is also called slack time.

In a complex project composed of
hundreds of tasks, it is all but impossible
to remember which ones must be com-
pleted when without the help of project
management software. Another benefit
of computer-assisted project manage-
ment is that it forces the manager to
think through every step of the project
before starting. Careful planning leads
to more realistic time estimates and
more successful and on-time projects.

Critical Path can help Atari ST own-
ers realize the benefits and economies of
professional project management in
their businesses and home offices.

Gelting Started

The first thing you must do when
starting a critical path chart is describe
the project. You must name the project
and enter the start and/or completion
dates. If you want, you can also record
the name of the project manager or the
department responsible for it. See Fig-
ure 1.

The starting and completion dates
are called milestones, and they can be
changed at any time. Depending on the

By EDMUND D. MANN
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Critical Path

System: Atari ST

Required aquipment:
None; printer
recommended

Copy protection: None

Summary: A capable
project management
package at a bargain
price

Price: $59.95

Manufacturer:
Schwane Software
1615 S. Magnolia Av.
Broken Arrow, OK
74012
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PROJECT INFORMATION

Project Name

Project Manager:Marketing

iNew Product Introduction-

Task Name

Start Date  :18/81/89_

Figure 1. The Project Information dialog box.

length and complexity of the project,
Critical Path allows you to display
elapsed time in days, weeks, or months.
If the day scale is chosen, particular
days of the week can be chosen. Thus, if
Critical Path is used to plan a business
project, the weekdays can be chosen; if
the project can only be done when the
office is closed on weekends, Saturdays
and Sundays can be selected.

That done, you can proceed to enter
the tasks that will make up the project.
Task-related information includes the
name of the task, the person or depart-
ment responsible for its completion, the
estimated time required to complete it
(in days, weeks, or months), and the
tasks that must be performed before
this task can be started. See Figure 2.

For example, in building a house, the
framing materials must be delivered to
the job site before the carpenters can
begin their work, and the roof sheathing
must be in place before the roofers can
begin to install the roof coverings.

Predecessors

Start:

Responsibility: Engineering——_______

d. Duration: 2.

: Proposal DramingS———————_

i 58

Figure 2. The Task Description dialog box.

You can add, delete, or edit tasks as
you go along simply by choosing the
desired function from the Tasks menu.
Each task has a number that serves as
an abbreviated way to refer to it and the
information associated with it. The
manual suggests numbering tasks by
tens, as in a computer program, so new
tasks can be inserted without having to
renumber.

Project managers who prefer to work
backward from the promised comple-
tion date need only enter the task Com-
pletion Date with the identification
number 999, identify that as a mile-
stone, and use the last task or tasks on
the “working forward” schedule as the
predecessor. Critical Path will then
automatically adjust the other dates by
lengthening or shortening the slack
times.

The Gantt Chart
Critical Path displays your project in
the form of a Gantt Chart as shown in

Figure 3. A Gantt chart is a horizontal
bar graph which displays one task per
row. Each row lists the task name and
number at the left-hand margin fol-
lowed by the name of the responsible
person or department and a red or green
horizontal bar if you have a color moni-
tor or a shaded bar if you use a mono-
chrome monitor.

The length of the bar represents the
duration of the task; the color or shad-
ing tells whether the task is critical,
non-critical, or slack time; and an in-
verted pyramid marks each milestone.
The horizontal bars are superimposed
on a calendar grid which extends for the
duration of the project.

If, for example, a year-long project is
to start on March 4, 1990, and be fin-
ished by March 1, 1991, that entire year
is displayed on the grid in day, week, or
month increments. A two-month-long
task that must be finished by the first
week in September is represented by a
bar that starts the first week in July and

New Product Introduction

Harketing Oct
8L 23
Ipe TASK RESP g 1

Nov Dec Jan Feb Mar Apr May Jun Jul Rug Sep
26 24 21 18 18 15 13 1P BB @5 B 18
ST TR REE T T IR L S R e R ATk

Oct Mov Dec Jan Feb Mar Apr May Jun Jul Aug Sep
28 25 23 78 17 17 14 12 09 07 B4 B
14 15 16 17 18 19 28 21 22 23 24 25

18 Start of Proj

28 Marketing Ana Marketi
38 Engineering A Enginee
48 Customer Spec Marketi
58 Conceptual De Enginee
68 Proposal Dras Enginee .
78 Cost Analysis Account
se Custoner Appr Marketi

Design of Pro Engr

188 Layouts/Sketc Draftin .
118 Order Sample Purchas .
128 Receive Sampl Purchas .
110 Build Samples Prototy
148 Test Samples Test La
158 Submit Sample Marketi .

168 Customer Appr Custome
178 Pricing Marketi A
188 Contract Nego Marketi . .
198 Contractual A Marketi . .

Critical s Hon-Criticalc=——=

S et L IS

. » » ' ' ' .

SlackC—T—T—13 Milestone W

. . 0 0 ]

Figurs 3. The full Gantt chart.
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extends through August. Figure 3 is a
screen dump of a sample project includ-
ed on the disk. The top two lines display
the dates, and the second line the num-
ber of days into the project.

If the chart is too large to fit on one
screen, you can move your window over
the chart by using the Screen menu
(Figure 4) to specify how many tasks or

pomtt Care “‘". tin 3 s ¥
B, oAt Tt ¢ time units you want to move up, down,
15 S left, or right.
130 BL Rew Product Introductios
3‘3‘ Harketing =Y
‘iﬁ:‘,ﬁ'c'\ ibn' l\‘ll’l’:l“!t.: “"‘ rz g‘ :‘ :I :‘ :’ #u =l 3 :: :: :; “'m B.o.p' .
% © 5 s Warkatd ek — e B8 Critical Path creates two kinds of re-
30 Engineering A Enginse »r»33333----eooo . . 4 =
38’ Concmpliad e Baetare . 1 1 NeRARe ports. Either or both can be printed us-
i E:'.'TE"{":,:: e LU EEER ing either standard (10 pitch) or con-
et AL R EOORORRERXE, densed type. The first is the Gantt
] E:Ert..é.l :,:‘::.?: . Chart itself, which prints out the entire
140 Tast pamples Tust L - chart on consecutive 8'4”X11” pages as
i g:r:'_:‘ :: ket | shown in Figure 5.
130 Contractusl A Marketi , . The second report is the Summary
B e R Report which lists each task, its re-
source responsibility, predecessors, the
entered start date, and the critical sta-
Fawrs & tus of the task. See Figure 6.
igure 5. The Gantt
chart printed out. Documentation
Critical Path comes with a succinct,
Mew Product Introductien B :
cheting well-written, printed, manual that
108 DESCRIPTION RESPONSIBILITY _FREDECESSORS  START  DUR SLACK could serve as a model fOI' othcr SOﬁ-
83 Mackoriae Basisat Marketsng 10 a3 0 ware publishers. The first chapter con-
§E§ 5::2::::‘%2.31?15 wackaiing a9/3% Nike ;2 § tains just five pages and explains how to
060 Fioporal Draiass Engunearing i e 3o make a backup copy of the unprotected
080 Castomer Approval Harieting §0:70 MmO 0 program disk, how to load the software,
090 Design of Product Engr 80 ASAP 4 (/] .
100 Layouts/sketches Drafting 50 ABRE 2 0 and what can be done with the package.
110 Order s-n:l- Lllte P:rc]l:.:{:ﬂ Hg :::: ;. g Th d h L . 2] ; tut
gt :l::o:fzualhor 120 M 6 _ Thesecond chapter is a 21-page tuto-
135 9abeit Reselen = Rpcieriey 110 P rial that takes you by the hand and ex-
1% Filonme O Lok ! e E 3 plains exactly hgw to create, save, add,
1S et ran e et e P S S delete, and modify tasks; change dates;
set printer codes; and print the two
kinds of reports.
Figure 6. The Summary report printed out. The third chapter is a very thorough
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63-page explanation of the commands,
which can be initiated from the key-
board or from the pulldown menus. The
index makes it easy to find specific in-
formation.

Anyone who is familiar with the
Atari ST and has prepared any kind of
production schedule by any other
means should be fully productive in
about eight hours, which includes the
time to first read the manual from cover
to cover.

Schwane Software does offer techni-
cal support—on your nickel—but the
program is so easy to use that few people
will have questions.

Cons

I noted only two weaknesses in the
pre-production software sent to Atari
Explorer for evaluation. (The enhance-
ments were in Beta testing when this
evaluation was written and will be in-
cluded with an update.) The first minor
inconvenience is that no provision is
made for holidays. For that reason,
when a holiday occurs while the project

priate number of non-working days to
every task that must be accomplished
during that holiday time frame.

The second pertains only to color sys-
tems. While a critical path appears in
red and a non-critical path appears in
green on a color monitor, when doing a
screen dump there is no differentia-
tion—either via shading or characters
used—between critical and non-critical
paths. The screen dumps used to illus-
trate this article were made on a mono-
chrome system, and unless you plan to
illustrate an article or prepare you own
instructions for using the program, you
probably will not be bothered by this.

Pros

Critical Path is better than many of
the expensive PC-/MS-DOS project
management software packages cur-
rently available. It can be used to pre-
pare precisely calculated Program
Evaluation and Review Gantt charts
and Program Evaluation and Review
Technique (PERT) reports. It is easy to
learn and easy to use, and can probably

one who has worked with project man-
agement tools before, and within two
days by anyone who knows how to work
within the GEM environment but who
has never used a project management
board or software.

Critical Path can lighten the work
load of anyone who must complete a job
within a given time frame. Students,
teachers, and writers working under
deadlines can use Critical Path to find
out how much time to allocate to doing
research, compiling a bibliography,
making notes, preparing an outline,
having a rough draft typed, proofread-
ing, and so on.

In a business environment, the larger
the office and the more projects its em-
ployees undertake, the greater the need
for Critical Path. The software can also
be used to schedule tasks for service
businesses such as catering for a busi-
ness meeting, convention, or wedding.

Critical Path for the Atari ST is
worth several hundred dollars more
than it costs. If you have any need what-
soever for the kind of information it

is underway, you must add the appro- | be learned in less than one day by any- | provides, don’t hesitate to buy it. =

Best Electronics
ST/MEGA Compatible Mouse

e Opto-Mechanical Design for Maximum user Sensitivity

e Ergonomical Design For Optimum user Comfort

e High Resolution Photo tracking of 200 Pulses per inch

e Replaceable Teflon feet

e Tetlon rollers on the steel photo optic interrupter
shafts for ease of maintenance/cleanin

e FCC certified for a Class B computing device

e Full ST/Mega owner support with replacement parts

e Compatible with 8 bit GEM operating systems

e Model CBM1 Mouse Suggested retail of $49.95

Now you have a second choice for mice you can use on your Atari
ST/Mega computer system! You will find because of its unique
shape THE BEST MOUSE can be used for many hours of uninter-
rupted computing work with little or no fatigue. See your local Atari
dealer for your free TEST RIDE of this new premium mouse today or
contact:

Best ElectroniCs 2021 the Alameda Suite 290 San Jose. CA 9512

(408) 24 3-6950 Atari owners also ask about our complete Atari parts catalog!
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It automatically prepares professional financial
reports, including a Profit and 3

Loss Statement, Balance
Sheet, Accounts Receivable,
Accounts Payable, and
many others. It even includes
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Prices subject to change without notice.

Brand and for product names are trademarks or registered trademarks of their respective holders.
Ad produced on an ATARI ST using CALAMUS and printed on an ATARI SLME04 PostScript compatible laser printer
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STalk The Market

Quidnunc Software offers a useful program
for tracking the performance of stocks
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By MIKE HARRINGTON
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market is one of the few reliable

ways to keep one step ahead of in-
flation. Yet, exactly when you invest
can make an enormous difference in the
outcome—even setting aside such
anomalies as the October 1987 crash.

The easy rule of thumb is “buy low,
sell high,” but identifying the right time
to buy and sell requires analysis, in-
sight, and luck. STalk the Market will
help you with the analysis and perhaps
give you some insight. Luck you must
make for yourself.

The term transaction timing general-
ly refers to any technique used to deter-
mine when stock or other financial secu-
rities should be bought and sold to
maximize financial gain. These timing
techniques are based on the premise
that, over time, stock prices fluctuate in
a recurring and predictable pattern.

STalk The Market provides an inte-
grated package of customized graphics,
databases, and spreadsheets tailored to
utilize the standard tools used in finan-
cial transaction timing (ftt). Key func-
tions included in the program provide
you with the ability to set, predict, and
simulate Valid Trend Lines (VTL),
Trailing Loss Levels (TLL), Trading
Cycles, Moving Averages, Cyclic Com-
ponents, Residuals from Moving Aver-
ages, and Fourier analyses.

I n the long run, investing in the stock

Organizing Your Transactions

STalk the Market uses several led-
gers to organize your stock transac-
tions. Each transaction entry in a ledger
includes the date of the transaction, the
type of transaction (buy, sell, deposit, or
withdrawal), the share price for the
transaction, the number of shares trad-
ed, the commission charged, and the
cash flow of the transaction.

The program provides three ledgers
for use with each stock file. The perma-
nent ledger is where the data for real
transactions is recorded. This is the only
ledger that is actually saved with a stock
file; thus it is the only ledger that retains
data between loadings. By default, the
data in the permanent ledger is protect-
ed from change, so it is difficult to con-
fuse ledgers and accidentally overwrite
valuable data.

In contrast, the quotation ledger and
the simulation ledger are volatile files
in which data for historical charting and
simulation is stored when you manipu-
late multiple hypothetical buy and sell
transactions, VTLs, TLLs, or any of the
other transaction timing methods. They
provide temporary storage, allowing
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Figure 1. Editing the permanent ledger from within the

Analyze Menu,

you to study the results of your stock
trading experiments without damaging
your permanent ledger.

STalk the Market is not an integrat-
ed stack portfolio management pack-
age. Although the software provides ex-
tensive capabilities for displaying,
manipulating, modifying, and printing
the ledgers, each stock is recorded,
charted, and analyzed as an indepen-
dent file. The program does not provide
any capability for mixing transactions
or ledgers between files,

The Stock Information File

The ledgers and the historical data
records that accompany a particular
stock issue are stored on disk in a Stock
Information File (SIF). Historical data
consists of a date; the high, low, and
closing prices; and the volume traded.
Without historical data, you have no
SIF.

STalk the Market provides two
methods for creating historical data.

Method one is an edit function (Fig-
ure 1) that can be used for manual en-
try. This method, when used for any
purpose other than the editing of exist-
ing information, is time-consuming,
mentally exhausting, and undesirable.
[The publisher says that editing has
been streamlined in version 1.02—Ed.]

Method two uses a Hayes-compati-
ble modem to download one or more
historical data files directly from the
Dow Jones News/Retrieval (DJN/R)
information service. Sign-up is as sim-
ple as dialing the toll-free number pro-
vided on a brochure that accompanies
STalk the Market. If you have access to
Tymnet or Telenet, you can be on-line
within 30 minutes.

A special offer included with STalk
the Market waives the DJN /R start-up

the Plot Menu.
STalk The Market

System: Atari ST
Version reviewed: 1.01
Required equipment: None; printer,
modem, and 1Mb RAM recommended
Copy protection: None
Summary: A slightly buggy but useful
investment tool
Price: $79.95
Manufacturer:
Quidnunc Software
Suite 175
P.O. Box 819081
Dallas, TX. 75381

(214) 243-0663

fee, so you pay only the $12 annual
service fee. Payment choices are direct
billing or American Express. For details
concerning hourly rates, call (800) 522-
3567.

DJN/R offers both daily and month-
lydata. STalk the Market allows you to
download either or both quite quickly.
A daily segment consists of 12 trading
days (DJN/R keeps the most recent 22
segments of daily historical data—a lit-
tle over a year’s worth). At 1200 baud, |
downloaded an average of 8.75 daily
segments per minute. Monthly seg-
ments (one segment=one year of data)
download in about nine seconds.

Dow Jones Averages—Transporta-
tion, Utilities, 65 Stocks, and the oft-
quoted Industrials—can also be down-
loaded into an SIF and treated just like
normally traded stocks. DJN/R does
not include monthly composites for
these averages in their databases, but
this is no problem, since STalk the
Market provides its own utility for con-

Figure 2. The Set Parameters dialog box selected from

verting daily composites into weekly or
monthly data.

Version 1.02 includes limited support
of data retrieved from Compuserve as
well as DJIN/R.

Using the term portfolio very loosely,
STalk the Marker allows you to create
a portfolio file that consists of a list of
the stocks for which you want to down-
load data. The portfolio may consist of
many stocks, but the download process-
ing utility in versions 1.0 and 1.01 of
STalk the Marker will crash when
working with a large stock list. The in-
coming data is not lost when that hap-
pens, but you must manually re-initiate
the processing utility. Thomas Bushaw
at Quidnunc Software assures me that
there is no such limitation in version
1.02, but I have not tried it.

The GEM Environment

STalk the Market is a GEM pro-
gram; all menus, dialogs, edit boxes,
and windows are mouse driven. For
those who prefer keyboard options, the
program provides a quick-key alterna-
tive for most of the available options.

Depending on the memory available
in your machine, you can display and
manipulate up to four open windows
and active files at once. Because daily,
weekly, and monthly data are consid-
ered separate SIFs, three of the four
windows are almost a necessity. With-
out them, you would not be able to view
all three composites of the same data
simultancously.

The initial windows are used to dis-
play historical data graphically. On a
color monitor, in medium resolution,
you can color code the various graph
lines and overlays. This function is not
available in high resolution.

STalk the Market allows you to over-
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Figure 3. Using the Screen Pick option from the Analyze Menu to

select buy/sell points.

plot an SIF (Figure 2), which will dis-
play a complete stock history on a single
screen, Or you can zoom in to a single
plot point. By means of the View Data
function, you can fan the mouse across a
plot line that displays the physical data
for each individual point. This function
can also be used to select buy/sell points
(Figure 3).

high/low overlays.

reasonable for me to describe more than
a few of the fundamental selections—
thus the following discussion does not
do justice to the ftt abilities of this soft-
ware.

Every stock transaction involves a
commission charged by the broker who
performs the transaction. To track the
success or failure of ftt accurately, it is

Dow Jones News/Retrieval ofters both daily and
monthly data. STalk the Market allows you to download either or

both quite quickly.

STalk the Market also allows you to
save your graphicdisplays as Degas pic-
ture files (Figure 4). And, you can save
to and load from spreadsheet DIF files,
which is a blessing for those who do not
have modems.

Version 1.01 of the software also al-
lows you automatically to adjust his-
torical data due to stock splits. This is a
full-featured function that can handle
almost any realistic split ratio. Unfortu-
nately, the values previously contained
in your ledgers are not updated to re-
flect these changes.

A Complex Program

STalk the Market is a complex pro-
gram. Clicking on one of the root menus
often opens a submenu, which in turn
opens one of many secondary windows,
most of which are packed with editing
options. In fact, STalk the Market has
so many functions that it would be un-
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important to include these charges, be-
cause they can significantly influence
your realized profits and losses.

STalk the Market automatically in-
cludes these charges in all its calcula-
tions, but there is a major problem—the
calculations are often inaccurate. Al-
though the software allows you to edit
commission data (Figure 5), I found it
impossible to create a combination of
schedule data that would match the
Merrill Lynch (my wife is a registered
sales assistant with that company)
method of calculating commission.

On a cash output range spreading
from a low of $50 to a high of $10,000,
the differences between the actual com-
mission on a given transaction and the
calculated value produced by the pro-
gram went from a near match to as
much as a $700 shortage in the STalk
the Market calculations. The five ad-
justable commission schedules provided

Figure 4. The File Menu. Note that the weekly screen plot displays

by the program simply are not suited for
serious brokerage work.

Real World Values

Perhaps the simplest stock transac-
tion is a purchase and sale combination
that will hopefully produce a net mone-
tary gain. STalk the Market provides a
gain/loss calculator that allows you to
create and examine individual hypo-
thetical buy and sell transaction pairs
(Figure 6).

The following results are displayed:
elapsed days between the buy and the
sale, investment cost, value after sale,
total commission charge, net income,
and annual rate of return.

Through access to the quote ledger,
the whole set of hypothetical buy and
sell transactions can be examined and
manipulated, and cumulative results
can be displayed and printed.

Although the buy and sell displays
are valuable, the true ftt horsepower of
STalk the Market, shows itself in the
various capabilities available from the
Analyze menu (Figure 7). These capa-
bilities fall into three primary catego-
Tics.

Cyclic Components. The techniques
for establishing predominant cyclic
components include manual entry, rub-
ber-banding, Fourier analysis (Figure
8), and moving average/residuals anal-
ysis. These tools are used to establish
the length of VTLs and to suggest your
trading cycle.

Real Buy and Sell Points. These
points can be entered manually or de-
termined from analysis of VTLs, TLLs,
and moving averages. STalk the Mar-
ket includes utilities for creation, dis-
play, and selective deletion of VTLs and
TLLs.

Historical Transaction Simulations.
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Figure 5. Editing the Commission Scheduls for a given buy/sell

Figure 6. The Gain/Loss Calculator incorporated into the Buy/Sell
from the Quote Menu.

function of the Quote Menu.

Using either manual mode (you do the
work) or automatic mode (based on
variables that you control, STalk the
Market does the work), you can study
historical data, day-by-day, as if it were
in the present. This allows you to test
and develop your skill in using the tools
of STalk the Market to better predict
good buy and sell points. These skills

can then be applied to real present data
as it occurs.

Documentation

A detailed, 205-page, soft cover man-
ual, complete with a nicely organized
table of contents and an accurate index,
accompanies STalk the Market. The
manual includes an introduction to ftt, a

list of ftt terms and definitions, and
walk-through instructions for the basic
routines. Version 1.01 of the software
also includes a partial demo routine.

The manual is packed with informa-
tion. Anyone not familiar with the tools
of ftt will surely learn many things from
it, and experienced users may benefit as
well.

—
Turn your Atari ST into a

4 MEGABYTE MONSTER!
with the New "FRAMNENSTEIV”

solderless memory upgrade board

NeoDesk 2.0

The Desktop Alternative

Neollesk File Wiew Sort Dptions

1:38:34 p

Ram upgrade for Atan ST computers

Upgrade vour Atari 520STfm or 10408T to 2 or 4 MEGS!

The "FRAMENSTEN" simply plugs into 2 existing sockets on the
Atari board. Requires NO SOIDERING

Step by step instructions make installing the “FRAKEXSTEN” as
easy as playing with LEGO

Ramdisk, Printer buffer, and Ramcheck software included

Allows 520STfm. and 1040ST owners to use the

Atari Laser Printer

* Fully compatible with pe ditto Il

et e B
L3 Hain Bin

Icon & texi dispiays nol avoilable at the same hme

. . 1"
Superior design and dependable socket connections make The Ultimate Upgrade for the Atari ST!!

"FRAMENSTEIN" the ONLY RELIABLE ST memory upgrade NeoDesk is a complete repiacement for the built-in GEM
available desktop. Its hundreds of features are clearly documented in an
Dealer inquiries welcome. 85+ page ilustrated manual.  Once you try NeoDesk you wil
Order vour "FRAMEXSTEI Today! never want to use the old desktop again!
) ) Features Include: High-speed file and disk operctions (no more
o " . N multiple disk swapsl) * Unigue custom file icons for any file
FRANENSTEIN” Prices: zero k - $14995 (US) (includes E:on editor) - Place commonly used 1=\e(ncons ng)ht on the
i E | S desktop - Run these from the mouse or keyboard (hot keys) - Twenty
2 MEGS $439.95 (US ) character editable disk velume name - Replacement control panel

4 MEGS - $689.95 US) with comer clock and screen saver « Prinfer queuve - Keyboard
Add $4.50 for shipping and handling Note. Due to fluctuating ram chip prices equivalents _fOI' all commands - Mono & color suppor! + Improved
some users may find it less expensive to order a “FrankenSTein” with zero k' and disk formatting - Enhanced install application (This one works!) - File

templates « 25%-30% faster windows - Requires less than 21K of RAM

acquire the ram chips from another source
Fep S e AT O perom anotes o - Place a picture on the desklop - Multiple deskfops - Many more!

Call us for details

&5, =
[ANBE:;:OMP?TER 11006 - 155 Street & For onlv 349'95

eeemea, Edmonton, AB., T5P 2N3 GRIBNIF SOFTWARE
S 7 Phone (403) 437-4619 Orders only: (BOO) 999-GRIB - Inquiries. (413) 584-7887
Payment forms accepted: Certified Check, Money Order. VISA Fax: (-4]3) 584-2565 + P.O. Box 350 - Hadley, MA 01035

Make all checks payable to:

VOLUME 10 NUMBER 2 ATARIEXPLORER 37



PRODUCT REVIEW

Desk File Select Plot fQuote
v Protecl ata

Desk File Select Plot Quote EIRMETG

(| it NI ]
i Corporation Status, .. £2
29 ™ T TrEE & ES &
1 ety R Hanual - /"B Cyclic Component Determination ey [
191 r erband 4 e ; ; Cancel
;:-n..,.-u’ et ?}?gﬂell\.. % b R Fourier Analysis
1 e B8 eeeesmmmmemmaenes 4
L} TIFIRIAIN Y R ___fi_.f::: ________ f?__ %:zmafllglnn L9 B AEET. Select data range Rubberband
= Sinulation... F7 7 [ L 1 B Full Scale
) y Data) [ [
5 ?
] 21 i H
] - : 4
2 ,
e : 91 )
e 4 e T 3 ) PO ) ) 5 [ #]
| (] (1] ] 2
=== s '

Figurs 7. The submenus available from the Analyze Menu.

Still, I am not pleased with some of
the methods employed by the author.
When trying to follow certain instruc-
tions, you are often referred to some
other section of the manual from which
you are referred to yet another section.
Constant page marking, page flipping,
and cross-referencing can quickly cause
you to lose your train of thought. Thus,
by the time you grasp the instructions,
you have forgotten what you were try-
ing to accomplish.

System Requirements

STalk the Market is a large program
which requires nearly 270K of RAM
for its own code and resources. The soft-
ware will execute on a stock 520ST, but
the utility of the program will be severe-
ly limited. 1 highly recommend at least
1Mb of RAM.

STalk the Market does not use any
special printer control codes, so no spe-
cial printer driver is required. In fact,
the software does not require that you
have a printer. You should, however,
have one if you want to derive maxi-
mum benefit from the package.

If you do not already own one, pur-
chase a Hayes-compatible modem.
Again, while this piece of hardware is
not required, it is, in fact, necessary.

STalk the Market runs decently
from cither a single-sided or a double-
sided floppy disk drive. It runs much
quicker from a hard disk drive, and
since the software is not copy-protected,
installation on a hard drive does not
require any special procedures.

Conclusions

Apart from the previously mentioned
bugs, STalk the Market executes
quickly and efficiently. As a useful bro-
kerage tool, the software has tremen-

ATARI EXPLORER SPRING 1990

dous yet not fully realized potential.

The failure of the program to calcu-
late commissions accurately greatly re-
duces its real-world value, however.
Perhaps other firms use a less compli-
cated commission schedule than Merrill
Lynch, but for my personal nceds
STalk the Market failed to produce us-
able values.

For me, STalk the Market is a useful
tool for approximations. The graphs
show historical movements of particu-
lar stocks and indicate valid trends
based on those movements. By using
this information in conjunction with
other factors, such as current market
conditions and relative economic condi-
tions, you can gain useful insights for
future financial transactions.

Although pleased with the ease of use

Figure 8. The Fourier Analysis selection box.

provided by the ledgers, | was disap-
pointed that there was no method of
indicating and updating stock split data
within a ledger. This shortcoming limits
the utility of even the permanent ledger
to approximation.

STalk the Market is an excellent ftt
educational tool, but it needs more com-
mitment to real-world values and stor-
age needs. With STalk the Market,
Quidnunc has made a strong beginning,
but the software needs fine tuning.
When I take time to enter portfolio data
into a computer, [ want the results to be
accurate, valid, informative, inter-rela-
tive, and suitable for submission to a
client or even the IRS.

Nevertheless, STalk the Market is a
valuable and relatively inexpensive in-

vestment tool. I recommend it. 2
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MR
UltraMIDI

A lotal control workstation for the Atari ST from MiDimouse

orkstation” seems to be the
current buzzword among
MIDI developers. Ultra-

MIDI, for example, calls itself a “total
control workstation,” but it can more
accurately be described as a MIDI
mapper/system exclusive librarian/se-
quence playback module. Whatever
you call it, it is an extremely versatile
and innovative piece of programming.

UltraMIDI puts your MIDI rig en-
tirely under the control of a master key-
board: no more fiddling with patch li-
brarians and sequencers on a gig, no
more repatching MIDI cables, no more
manual configuration of MIDI devices.
By integrating mapping, librarian, and
playback functions and making them
remotely selectable via MIDI, complex
parameter changes characteristic of se-
quenced music become possible in live
performance.

Be My Slave

Mapping is the process of translating
MIDI messages of one kind into anoth-
er, a procedure than can range in com-
plexity from simply rechannelizing the
note-on/off messages from a master
controller to transposing and inverting
pitch data, converting aftertouch into
continuous controller messages, scaling
and inverting pitch bend, and so on.
UltraMIDI will map almost any MIDI
channel message into any other, a corre-
spondence that is referred to as a “mas-
ter/slave relationship.”

A master MIDI event can be mapped
into more than one slave. You define
both master and slave messages by spec-
ifying their channel, type, and range of
values. Therefore, MIDI messages
coming from a controller which match
the channel and type of a master event
and which fall within its range will be
converted into slave messages with the
designated channels, types, and ranges.
The applications are limitless: splitting
a keyboard into different MIDI channel

zones, toggling between two synths by
means of sustain-pedal position, using a
pitch-bend wheel to simultancously
cross-fade between patches and open a
filter ... .

You can also designate the playback
of standard MIDI files as slave events
and control their loading to and erasure
from memory in the same manner. This
remarkable feature permits the per-
former to trigger the playback of se-
quenced material simply by hitting a
synth key, and thus makes it unneces-
sary to enslave the band to the lockstep
of a computer for an entire piece of
music when only a particularly nasty
part of a tune needs to be sequenced.
System exclusive dumps can be execut-
ed as slave events too, so you can send
patches and configure your instruments
all at one time.

Up to 255 different master/slave re-
lationships can be active at once. This
aggregate of masters/slaves is referred
to as a map and is activated either by a
designated MIDI event called a trigger,
or by using the numeric keypad on the
ST.

A Send field and a Reset field are also
assigned to each map. The Send field is
a list of MIDI events that are transmit-
ted each time the map is selected and
typically consists of set-up data such as
program and mode changes. The Reset
field is a list of events that are sent when
exiting the current map; it is useful for
resetting mode changes made in the pre-
vious Send field.

A collection of up to 255 maps is
referred to as a song, and represents all
of the mapping options available for the
performance of a single piece of music.
UltraMIDI holds up to 20 songs in
memory at a time as a sef; a set also
includes Sequence and Bulk lists, which
contain the names of all the sequence
and system exclusive files which are to
be played or transmitted as required by
the mapsin a set. You can save and load

By DAVID SNOW
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Figure 1. UltraMIDI editing screen.

¢ither individual songs or complete sets
to and from disk.

Let’s Interface

The UltraMIDI user interface is
friendly and well organized. The pro-
gram operates in two modes, edit and
playback. The edit screen displays the
trigger event, send list, reset list, and
master /slave list of the currently select-
ed map.

Every map within a song, and the first
map of each song, must be assigned a
unique MIDI event as trigger; when en-
tering or editing trigger events, the pro-
gram automatically alerts you to dupli-
cate entries. You can select which map
you wish to edit by clicking on the up/
down arrows in the trigger field, or by
clicking on the Add button to bring up
the next unassigned map. Clicking on
the Delete button will erase the current-
ly displayed map, and the Copy button
will copy the current map to a desired
destination. The master/slave field is
likewise provided with arrows and but-
tons for editing the master /slave list.

Multiple options are provided for en-
tering data: typing it in, clicking and
dragging on icons, and via MIDI trans-
mission. Keyboard and ruler icons are
provided for graphically entering note,
velocity, and controller values. Values
can be entered directly from a MIDI
controller by holding down selected
computer keys while transmitting data
from the controller.

At the top of the edit screen are the
current song number and title, with cor-
responding up/down arrows and Add/
Copy/Delete buttons. The edit screen
also displays the Bulk (sysex) and Se-
quence file lists for the current set. Files
can either be simply indexed on these
lists for loading later on by means of a
mapping instruction, or be loaded di-
rectly into memory for immediate ac-
cess. Keeping files indexed without
loading optimizes available memory.
You can type file names directly into
the Bulk and Sequence fields or add
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Figure 2. Panic button definition screen

them to the lists from a GEM file selec-
tor box after clicking on a Load button.

UltraM DI also permits you to cus-
tomize your working environment with
options relating to alert messages and
file backups.

More Fiber Than Oat Bran

Selecting the Bulk In/Out entry un-
der the edit screen Tools menu activates
the Bulk Librarian, which records and
transmits system exclusive messages. If
your MIDI device can initiate a sysex
dump from its controls, click on the li-
brarian RECORD button and start the
transmission.

Y ou can record multiple sysex dumps
in one shot if they follow one another
within approximately two-thirds of a
second. When transmission is complete,
you are presented with a GEM file se-
lector that allows you to save the dump
in Standard MI1DI File format.

Clicking on the librarian Transmit
button presents a file selector box from
which to pick a sysex file to transmit.
For those MIDI devices that have no
panel controls to initiate sysex dumps, a
dump request prefix can be typed in and
transmitted before recording (get out
your owner’s manuals); dump request
prefixes can also be saved to disk for
later retrieval.

Come Play With Me

Press F10 to move from the edit
screen to playback mode. The play
screen displays the titles of all songs in
memory, with the currently selected
song title highlighted. A song can be
selected by clicking on its name in the
list, by pressing computer function keys
F1 to F10 (for songs 1 to 10) and
QWERTY number keys 1 to 0 (for
songs 11 to 20), or by transmitting the
MIDI trigger event of the first map of
the song from your controller.

Maps 1 to 10 within the selected song
can be activated from the ST numeric
keypad as well as by their associated
MIDI triggers. Computer keyboard

control is also provided to halt sequence
playback and looping. A status box in
the corner of the screen displays the
current map number and sequence
playback status.

Mapping can be disabled and re-en-
abled by pressing the space bar; in the
event of total disaster, the right mouse
button acts as a panic button to globally
reset your system, turning all notes off,
resetting continuous controllers, etc.
Reset messages must be defined for
each MIDI channel in order to accom-
modate the requirements of your setup.
Like all other program settings, the
panic button configuration can be saved
to disk.

The UltraM1DI disk includes a play-
back-only program, which functions in
a similar manner to UltraMIDI's play-
back mode, but which leaves a greater
portion of computer memory free for
sequence and bulk file loads. This mod-
ule can be cither run directly from the
desktop, or executed from the Tools
menu in UltraMIDI.

An alternate version of the playback
module, called the Remote Display
Module, is available at a nominal fee to
registered owners of UltraMIDI. This
program uses the LCD display of cer-
tain synthesizers for prompts and error
messages, so you can leave your com-
puter monitor at home when you goon a
gig. Yamaha DX-7 series and Roland
D-series keyboards have been tested
with the Remote Display Module;
synths by Oberheim and Kurzweil will
follow. UltraMIDI owners should con-
tact MIDImouse to see if their instru-
ments are supported.

And Now the Verdict

Speed is the potential Achilles’ heel
of any real-time MIDI processor, but
UltraMIDI caused no noticeable delay
in throughput, even while playing a fast,
controller-laden sequence and simulta-
neously re-routing the input from a key-
board. The program operates by search-
ing its lists of trigger and master events



whenever a MIDI message is received
and acting upon it if a match is found.
The user’s manual warns that maps
with a large number of master events to
search and songs with a large number of
map triggers to search may cause audi-
ble delays, but I had nosuccess in induc-
ing this problem.

Speaking of the manual, I think that
it presumes too much of the first-time
user and fails to give enough examples
of how to apply the program. The pyra-
mid structure of set/song/map/mas-
ter/slave is logical and easy to navigate
once you grasp it, but these terms are
bandied about without so much as a
simple overview of the program struc-
ture being presented first. The docu-
mentation is being rewritten, and MI-
DInmiouse reports that these shortcom-
ings will be addressed.

UltraMIDI is a GEM application
that permits access to desk accessories
while in edit mode. The program ap-
pears to be essentially bug-free except
for a few glitches. When repositioning a
desk accessory such as the Atari Con-

System: Atari ST
Copy protection: Yes
Summary: Real-time MIDI processing
software loaded with features
Price: $229 95
Manufacturer:
MIDIimouse Music
Box 877
Welches, OR 97067
(503) 622-4034

edit window redraws itself over the ac-
cessory. Also, an obscure but fatal error
occurs when you type a period after an
eight-letter file name in the Bulk or Se-
quence field. These problems are being
addressed by the author.

The program supports the playback
of Standard MIDI Files in format 0 and
defaults to 120 beats per minute unless
the file contains a Set Tempo meta-
event. A revision in the works will allow
tempo changes from within the pro-
gram. Also, UltraMIDI does not cur-
rently permit the mapping of polyphon-
ic aftertouch and tune request events,
but these too are promised in the up-

PRODUCT REVIEW

UltraMIDI is a unique, open-ended
tool, the use of which is largely unchart-
ed territory. A performing MIDI musi-
cian can have a gig’s worth of set-ups
(patch dumps, sequences, etc.) instant-
ly available at the touch of a key and at
the same time exploit the creative possi-
bilities of mapping.

It is not really a compositional pro-
gram per se, since it does not record
sequence data (another reason that
“workstation” seems a misnomer; how
about “playstation™?), but it is fantas-
tic for improvisation.

Mapping sequences to note-on events
allows you to create an arrangement of
atuneinreal time. In this regard it is not
as flexible as Open Mode in Dr. T’s
Keyboard Controlled Sequencer which
allows sequences to be overlapped, but
it is more responsive and can be per-
formed directly from a MIDI control-
ler. The down side of all of this is that a
great deal of preparation and experi-
mentation are necessary to get your
maps, songs, and sets in order. But once
that is done you have a lot of power at

trol Panel on the screen, the UltraMIDI | grade.

your fingertips.
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An address
book/phone dialer

'The Ultimate Address Book

very time I try to write a “ser-
Eious" piece of software, I achieve

a new level of respect for people
who actually do this kind of thing for a
living. Writing a computer program has
two phases: design and implementation.
Orthodox theory suggests that these
phases are cooperative and that they
have a common goal: making the best
software possible.

Nonsense. As any real programmer
can tell you, the object of design is to
prove that implementors lack ingenuity,
imagination,” and flexibility (not to
mention an aesthetic sense), while the
object of implementation is to prove
that designers are airheads who can’t
think in linear terms. Software—if and
when it appears—is entirely a by-prod-
uct of this left brain/right brain con-
flict.

Things get especially painful when
you try to implement a program you
have designed yourself, because you
can’t win either way. Still, I occasional-
ly get the urge to hack—usually when
commercial software somehow screws
up. Exemplum gratia, a few weeks ago,
I replaced Lucrezia Borgia, my tried-
and-true 1040 ST, with a brand spank-
ing new Mega 4, named Despina after
the lusty soubrette in Mozart’s “Cosi
Fan Tutte” (N.B. Byte magazine has
still not taken notice of the fact that my
computers all have much cuter names
than Jerry Pournelle’s.)

With her four megabytes of RAM,
blitter, and other accessories, Despina
sa servir. Unfortunately, she’s incom-
patible with QMI's DeskCart utility
system, one of whose functions—the
address book—I’ve grown very fond of.

Faced with this problem, any sensible
person would simply have downloaded
one of the numerous public domain ad-
dress book programs available on Com-
puServe, Genie, or a local BBS. Me? |
decided to write my own and share it
with you. Well, Mom never said I was
bright—just that I was pretty.

Well, I'm not pretty any more. A few
days playing “sport death” with De-
spina and the Mark Williams C Lan-
guage Development system have taken
the color from my cheeks. But here it is:
the ultimate address book/phone dial-
er.

Presenting PHONEACC

Okay, okay, maybe not the ultimate,
but I don’t have a month, and I need to
make some phone calls, and PHONE
ACC is still a good bit more powerful
than your typical address book data-
base.

For one thing, it is totally freeform.
Most address book programs want you
to fit your address info into stupid little
blanks with stupid little headings like
Name, Street Address, and Home
phone. Unfortunately, this doesn’t work
for the kinds of information people ac-

tually want to keep in address books. I
mean, under which heading does one
write “Gabrielle, 6’3” Ford model, met
at LaGuardia Airport,” or “Jack’s girl-
friend’s parents’ summer house: (408)
555-1212"7

No, what people really need is a lot of
freeform space in which to write down
their freeform junk. That’s why a
PHONE.ACC record contains ten 40-
character lines of text—plenty of room
for an address (or two) and a bunch of
phone numbers.

And speaking of phone numbers, I
don’t know about you, but I usually
have more phone numbers than ad-
dresses to worry about. I mean, you
know somebody for a couple of years,
and the numbers begin to accumulate:
home, current job, previous job (but he
still plays on their baseball team), cur-
rent girlfriend, ex-girlfriend (and now
occasional fling), etc. That’s another
advantage of big, freeform records: lots
of room for numbers and—equally im-
portant—for notes to identify them!
PHONE.ACC lets you enter a normally-
punctuated phone number, plus notes,
on any line—up to ten, auto-dialable
numbers per record. It can dial both
voice and modem calls using a Hayes-
compatible modem as a telephone inter-
face.

But wait . .. there’s even more. The
PHONE.ACC autodialer is (now get this!)
reasonably sophisticated. | mean, okay,

By JOHN JAINSCHIGG
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it doesn’t employ Al pattern recogni-
tion algorithms to recognize legitimate
phone numbers. In fact, you can trick it
intodialing a zip code. But if you do, the
program is smart enough to think,
“Okay, I've got only five digits here—
this must be a PBX extension!”

In fact, as long as you observe some
simple, natural rules, PHONEACC is
able to tell the difference between PBX
extensions, local numbers, long dis-
tance, and international calls, and can
supply all the weird dial-out codes,
flashes, call-waiting cancellations,
MCI prefixes, and international direct
dial codes you like, automatically. It
will remember your local area code and
suppress it when you try to dial a local
number as a long distance call. And
even if you have a number that’s weird
enough to fool the PHONE.ACC decision-
making process, you can usually flag it
in such a way that it will autodial cor-
rectly.

More yet. PHONE.ACC keeps records
in alphabetical order (how’s rhat for
innovation?), and it lets you use letter
keys to jump from section to section—
kinda like the tabs on a real address
book (rhetoric fans, note “‘kinda like:
this is a visual simile, not a metaphor).

You can also page through your re-
cords one by one, forwards and back-
wards (technology fans, note “forwards
and backwards”: this is a circular, dou-
bly-linked list). You can even mark re-
cords for later attention (either individ-
ually, or in groups via the SEARCH
function), and jump from mark to
mark—a great way to keep simple sub-
lists of names and addresses.

And...and...that’saboutit. Nope,
you can't address envelopes. Nor can
you output lists of names and addresses,
cither to printer or disk. And, while
we’re at it, you can also forget multicri-
teria searches, saving sublists, automat-
ic tie-in to a calendar/appointment
book, and numerous other features—
features, indeed, that I know perfectly
well how to add. Unfortunately, such
things take time, and if this feature is
any later than it already is, I'll be fired
and have to support myself as a pro-
grammer.

The Rules

When you turn your computer on,
PHONE.ACC loads automatically from
the root directory of your boot disk.
Once loaded, it searches the root direc-
tory for a two-line ASCII file called
PHONE.PTH, containing pathnames for
your address database and dialer con-

figuration files, in that order. If it finds
them, PHONE.ACC will load these files
automatically into memory from wher-
ever you have hidden them. Otherwise,
the accessory will come up with an emp-
ty database and default configuration,
permitting you to load database and
config files manually, or create them as
necessary. PHONE.PTH can be created
on any standard word processor, or
PHONE.ACC can help you create it.

When the accessory is called up from
the Desk menu, it displays the dialog
box shown in Figure 1. Functions and
features are discussed below.

CLEAR

Clicking on the CLEAR button pre-
pares the dialog box for entry of a new
record. (When the database is com-
pletely empty, as it is when the accesso-
ry fails to find PHONE.PTH on the root
directory of the boot disk, a cleared re-
cord is automatically displayed.) Ad-
dress and other data can then be entered

alphabetization process—a record must
contain at least one letter, or entry is not
permitted).

Normally, you will want to put prop-
er names in the first line of each re-
cord—Ilast name first and first name
last (e.g., enter John Jainschigg as
Jainschigg, John), though other sys-
tems are possible.

UppaTe

Once a record has been added, it can
be modified by bringing it up on the
data-entry screen, editing it, and click-
ing on the UPDATE button. The UPDATE
function is smart enough to realize
when modifications to a record affect its
alphabetical order in the database. In
such situations, the program will dis-
play an alert, asking if you want to keep
the old record while adding the new, or
replace the old record with the new.

SEARCH

When the SEARCH button is clicked,

Under which heading does one write “Gariette, 6'3”
Ford model, met at LaGuardia Airport,” or “Jack’s girtriend's

parents’ summer house”?

by typing it on the record lines.

You can move the cursor from line to
line by pressing the arrow keys or to any
individual line by clicking on it with the
mouse. Any line may contain a phone
number, and a line containing a phone
number may also include notes.

Phone numbers must consist only of
digits (plus certain special character
strings, discussed below), but may be
punctuated normally (e.g., (201) 543-
6007). Notes contained in phone num-
ber lines must consist only of letters and
punctuation. (Note: before entering
phone numbers, it would be wise to read
over the section on autodialing, below).

Aop

Once data has been entered, the new
record may be added to the address file
by clicking on the AQD button. The re-
cord will be placed in the database in
alphabetical order, according to the
first letter it contains (this character
may be preceded by digits, punctuation,
and blank lines without affecting the

the subsidiary dialog box shown in Fig-
ure 2 is displayed. To initiate a search,
enter a search string, select a search
format (case sensitive or insensitive),
and click on SEARCH & MARK. All re-
cords containing the search string will
be swiftly marked, letting you page
through them using the NEXT (Check-
mark) and PRIOR (Checkmark) buttons
(also see MARK, below).

Repeated searches do not clear pre-
existing marks, so groups of records
matching various criteria can be built
up by performing several searches. All
marks can be cleared from the database
by clicking on the CLEAR MARKS but-
ton.

Loap
LoOAD displays a file selector that lets
you load a new address database file.

SAvE

SAVE displays a file selector that lets
you save the address file currently in
memory.
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records accessed as sublists.

Conris

Clicking on CONFIG causes the sub-
sidiary dialog box shown in Figure 3 to
be displayed. The significance of each
item is discussed in detail, below. Click
on LOAD or SAVE to load or save config-
uration files. Click on PHONE.PTH to
write the pathnames currently dis-
played into a new PHONE.PTH file on the
root directory of your boot disk.

Quir

Clicking on QUIT puts the accessory
back to sleep. If you have made changes
to the current database, PHONE.ACC
gives you an opportunity to save it to

disk, prior to shutting down. If you fail
to heed its warning, you must remember
to save the database before turning off
your computer, or your changes will be
lost.

MARK

Clicking on MARK marks the current
record for quick access via the NEXT
{Checkmark) and PRIOR (Checkmark) keys
(see below). Marks are also made as a
result of searches (see above).

NEXT, PRIOR, NEXT (Checkmark),
and PRIOR (Checkmark)
Clicking on NEXT or PRIOR lets you

PHONE

TO ST RS-232 PORT

i3

TELEPHONE HWALL JACK

HODEM

TO ST RS-232 PORT

PHONE

EJ

TELEPHONE HALL JACK
HITH LINE SPLITTER

Figure 4. Two ways of hooking up a modem for use as an autodialer.
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move through your database, record by
record. NEXT (Checkmark) and PRIOR
(Checkmark) work in similar fashion, but
skip from one marked record to the
next, ignoring intervening records.

Alphabet Keys

The alphabet keys provide another
means of leafing through your address
files. Click on a letter to display the first
record alphabetized under that letter.
Subsequent records can be displayed by
clicking on NEXT.

Hardware Hookup and Configuration

PHONE.ACC has an outlandishly so-
phisticated group of autodial functions,
making it appropriate for all but the
most esoteric telecommunications
work. The program employs a Hayes-
compatible modem as a dialer interface.
Figure 4 shows two ways in which the
modem can be connected in-line with a
telephone, permitting both voice and
modem calls to be autodialed.

Once your modem is hooked up, you
must configure the RS-232 port of the
ST toone of the baud rates supported by
the modem to permit the autodialer to
function. The Control Panel desk acces-
sory is ideal for this, because it permits
saving a default RS-232 configuration
to disk via the SAVE DESKTOP function.
Hayes-type modems usually function at
both 300 and 1200 baud; some as high
as 2400 baud.

For voice-call autodialing, other pa-
rameters are inconsequential. If you are
making modem calls, however, the RS-
232 port should be set to the proper
word size, parity, stop bits, and protocol
as well. PHONE.ACC can be called up
and used for dialing modem calls from
within any GEM-compatible telecom-
munications program.

The PHONE.ACC dialer works by as-
sembling command strings and sending




them to the modem. After each string is
sent, the accessory waits for proper ac-
knowledgement before proceeding. To
insure correct functioning, your Hayes-
compatible modem must be set up to
provide verbose result codes (OK,
CONNECT, etc.). This is the state in
which most Hayes-compatible modems
are delivered. If your modem is not cur-
rently set up in this fashion, check the
manual to determine how to reset it.
Most Hayes-type modems can be reset
to this mode by sending them the com-
mand string ATZ or ATV, followed by
a return. This reset code can be provid-
ed automatically by PHONE.ACC as part
of the Setup string sent before dialing
any call.

Autodialing

You dial a call by clicking on the
telephone button opposite a phone num-
ber. When dialing voice calls, you must
lift the telephone handset before the
modem has finished dialing to maintain
the connection when the modem relin-
quishes the line.

When dialing modem calls, the acces-
sory waits until the modem reports a
connection. It then places the modem
on-line and closes itself automatically,
leaving you free to continue communi-
cations using your terminal program. If
you have made changes to the database
currently in memory, you will be given
the opportunity to save it to disk before
the .ACC closes. How the accessory dis-
tinguishes between voice and modem
calls is discussed below.

Configuration

As noted above, PHONE.ACC man-
ages the telephone by sending com-
mands to a Hayes-compatible modem
in the form of ASCII strings. Hayes
commands have a simple syntax, de-
scribed more fully in your modem man-
ual. If you are a modem novice, it might
be wise to read relevant sections of that
manual before continuing.

In the simplest case, a dial command
causes the following type of exchange
between accessory and modem:

AT(cr)

Modem responds: OK

ATDT5551212;(cr)

Modem dials, then responds: OK

ATH(cr)

Modem goes off-line and responds: OK

The string AT (ATtention) is under-
stood by the modem to precede any fur-
ther command. In the above example,
the first AT serves simply to get the
modem’s attention. The second AT is

followed by the command letter D (for
Dial) and T (for Tone, as opposed to
Pulse dialing), and a telephone number.
The string is terminated with a semico-
lon, which tells the modem to return to
command state after dialing (instead of
immediately going on-line and waiting
for a carrier signal). Finally, the third
AT is followed by the letter command H
(Hangup), which instructs the modem
to relinquish the line (causing a discon-
nect unless the telephone handset is al-
ready raised).

Considerably more complex dial
strings may have to be composed to
make different types of calls. For exam-
ple, the following string might be used
to dial the number shown above from
within a PBX:

ATDTS9,5551212;

In this case, the digit 9 is dialed first,
accessing an outside line. The comma
causes the modem to pause long enough
for a normal dial tone to be established
before dialing the rest of the number. It
is easy to think of more complicated
examples. For example, suppose you

The accessory knows certain of the oth-
er substrings already—the basic Hayes
ATtention, Dial, Tone, Pulse, Hangup,
and other commands. The rest of the
necessary substrings are drawn from
the Configuration set and applied glob-
ally in dialing calls to which they per-
tain. All you need to do is define these
strings once, then provide PHONE.ACC
with clues as to how they should be
applied to individual phone numbers.

Configuration Strings

Let’s look at the different types of
Configuration strings, see what they
were designed to do, and learn where
and in what situations PHONE.ACC ap-
plies them:

Setup: PHONE.ACC begins each dial-
ing sequence by sending an AT (atten-
tion) command, followed by a setup
string (if defined) and terminated with
a carriage return, The setup string is
supposed to contain commands that
prepare the modem to interact properly
with PHONE.ACC, assuming it is not nor-
mally set to default specs. For example,

PHONE.ACC has an outlandishly sophisticated

group of autodial functions, making it appropriate for all but the
most esoteric telecommunications work.

were using the accessory to make a long
distance call from within a PBX that
employs pulse dialing internally, but
can access tone dial outside lines. Your
dial string might look something like
this:

ATDP9,T12125551212;

In this case, the Dial command is
followed by a P (pulse dial) command,
causing the 9 to be pulse-dialed. Once
the outside line has been accessed, a T
(tone dial) command is interposed be-
fore dialing the rest of the number.

Composing one of these complex dial
strings for each number in your address
file would be no fun at all. Luckily,
however, much of the business of com-
posing a dial string is very systematic,
and PHONE.ACC can do it for you.

PHONE.ACC thinks of a dial com-
mand sequence as being made up of
multiple substrings, one of which is the
basic phone number from your record.

entering a setup string of Z will cause
the command string ATZ(cr) to be sent
ahead of every call, causing the modem
to reset to its stored configuration.
PBX: To dial a number, PHONE.ACC
starts by sending ATDT (or P, depend-
ing on whether the Tone or Pulse dial
button is selected). It then sends this
string, if defined, to access an outside
line before dialing any local, long dis-
tance, or international call. If you are
using PHONEACC from within a PBX,
this string should probably be set to 9,
(nine comma—dial 9 and pause). Oth-
erwise, it should probably be left blank.
XC/W: Cancel call-waiting. If de-
fined, this string is sent prior to dialing
any number flagged as needing uninter-
rupted communication. It temporarily
cancels AT&T's call-waiting feature,
which normally announces incoming
calls with an audible click that (besides
being annoying) tends to disrupt mo-
dem communications. This string
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should probably be set to *70, (star sev-
en zero comma).

L/D Prefix: Long distance prefix. If
defined, this string is sent prior to any
number identified as being a national
long distance call. One possible applica-
tion: most exchanges now require you to
dial 1 before the area code in placing a
long distance call. If you set this string
to 1, you avoid having to enter a 1 ahead
of every area code in your database.
Alternatively, this string can be used to
access a long distance carrier.

Intl. Prefix: International prefix. If
defined, this string is sent prior to any
number identified as an international
call. Setting it to 011 (the standard in-
ternational direct dial access code)
means that you can record international
numbers starting with the country code.

acters and punctuation out (which
explains why it doesn’t try to dial your
notes), and counting the digits that re-
main. Numbers of six or fewer digits are
assumed to be PBX extensions; of seven
digits, local calls; of ten digits, long dis-
tance; and of more than ten digits, inter-
national.

In most cases, this works fine. But it is
not foolproof. For example, suppose you
are using PHONE.ACC from within a
PBX and have defined a PBX prefix
string of 9, (dial 9 and pause) for access-
ing outside lines. You have tested it and
discovered that four-digit internal ex-
tensions are dialed without the prefix,
while seven-digit and longer local, long
distance, and international calls have
the prefix applied. Well and good.

Now assume you want to set up a

XG/W temporarily cancels arsrs cai-waiting

feature, which normally announces incoming calls with an audible
click that tends fo disrupt modem communications.

Local area code: Useful if you intend
to record all phone numbers starting
with an area code, as you typically
would if you intended using PHONE.ACC
in more than one local calling area. If
defined, this string is used to search long
distance phone numbers, causing a
matching area code to be suppressed
and the call to be dialed as local.

Warning: if you use this feature, it is
important that you punctuate area
codes distinctly and systematically
throughout your database, employing
the same convention in defining the lo-
cal area code string. Otherwise, you risk
accidental suppression of random por-
tions of a number. In other words, sup-
posing your local area code is 212, you
might define this string as (212) and
record all area codes with similar paren-
theses around them.

Flags

As you have probably noticed by now,
PHONEACC is obliged to figure out
what kind of number it is dialing before
it can correctly apply prefix strings as
shown above. In the absence of other
clues, it performs this miracle by copy-
ing your record line to an internal buff-
er, stripping all of the alphabetic char-
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record that will autodial the Police/Fire
Emergency number, 911. At first, you
blithely input the record line:

Police/Fire: 911

... but when you try todial it (hopefully
just as a test, and not in a real emergen-
cy!), PHONE.ACC counts only three dig-
its, assumes it is an internal extension,
and dials it as such. No good.

What you really want to do is tell
PHONE.ACC to dial this number as a
local call—that is, to dial 9, wait a sec-
ond, then dial 911. The way this is done
is to define a flag string for local calls
(Local Flag), then include this string on
the record line. Suppose your Local
Flag string is defined as LOCAL (the
default). You would simply add the
word LOCAL somewhere on the record
line, perhaps as follows:

Police/Fire: 911 LOCAL

. ... forcing PHONE.ACC to forget its pre-
conceived notions and dial the call cor-
rectly.

Similar flags are provided to force the
dialing of internal, long distance, and
international calls. These flags are mu-
tually exclusive. It makes no sense, for
example, to tell PHONEACC to dial
something as both local and long dis-

tance.. When you attempt to dial a re-
cord line that contains more than one of
these four defined flags, PHONE.ACC
will complain and refuse to dial the
number.

Two additional flags, which are not
mutually exclusive, either to one anoth-
eror to the flags already mentioned, are
provided. These are the X /CW flag and
the Modem flag. The former is used to
identify a number as requiring uninter-
ruptible communications and causes
the cancel call-waiting string (if de-
fined) to be slipped into the dial string
on local, long distance, and internation-
al calls.

The Modem flag tells PHONE.ACC to
observe modem-calling protocol in dial-
ing a number, rather than the default
voice protocol. In making modem calls,
as already mentioned, PHONE.ACC
waits for the modem to report CON-
NECT, then places it back on-line and
quits, letting you continue communica-
tions via a terminal program.

Timeouts and Special Characters

Two additional configuration fields
exist:

Modem timeout determines the num-
ber of seconds the program will wait for
a result code after sending a command
string or dialing a voice call. If you use
esoteric codes in your prefix and num-
ber strings—particularly pauses and
waits—you may have to increase this
number to give the modem a chance to
finish working before the program
times out.

Connect timeout determines the
number of seconds the program will
wait for a CONNECT result code after
dialing a modem number.

A note about special characters: Oc-
casionally, advanced users may find
need to include Hayes-standard “dial
modifier” characters in record lines.
These characters include T (tone dial),
P (pulse dial), R (reverse mode from
originate to answer), W (wait for dial
tone before continuing), comma
(pause), exclamation point (flash,
equivalent to pressing down the switch
hook for one-half second), and the at-
sign (@) (wait for quiet answer, used to
access intermediate systems that do not
provide a dial tone), plus the characters
A,B,C,D, * and #, which are used in
accessing special touch tone functions.
Because PHONE.ACC normally strips all
non-digit information (including flags
and perhaps an optionally suppressed
area code) out of a record line before
dialing, attempting to send these char-



acters through the record line is prob-
lematic.

In such situations, you have two
choices. If practical, you can embed the
necessary modem-control characters in
one of the prefix strings, where pre-
processing is not performed. This
should work fine, provided the prefix
string gets inserted in the final dial
string at the proper location. Alterna-
tively, you can include special charac-
ters directly in a record line by preced-
ing each of them with a backslash (\).

The only exception is the at-sign (@ ),
which cannot be entered visibly in a
GEM edit line. To embed an at-sign,
enter \~ (backslash tilde). Backslashed
characters not included in the above list
are not passed to the modem.

Interesting Tech Notes

Written in Mark Williams C, PHONE
.ACC follows the common desk accesso-
ry convention of including its GEM re-
sources as data structures embedded in
code, rather than loading them from an
internal resource file. In order to func-
tion in both medium and high res, the
accessory is obliged to modify the
height and offset positions of its re-
sources dynamically, prior to display.
Again in common fashion for desk ac-
cessories, PHONE.ACC employs only
low-level buffered disk operations,
making disk access fairly speedy.

To simplify coding, the program em-
ploys no dynamic memory manage-
ment, instead storing its database in an
array of fixed-length structures, each
read in as a block. Each record structure
consists of a “mark” integer field (to
store the record mark), a “next” integer
field (which indexes the next record in
the array), a “prior” integer field (in-
dexing the prior record), and ten 40-
character text buffers, used to store
data.

The “next” field of the last record in
the database indexes the first record,
while the “prior™ field of the first record
indexes the last record. The database as
a whole can thus be thought of as a
circular, doubly-linked list of up to 200
elements (the limitation is arbitrary
and, with simple modifications to the
code, could be extended up to the limits
of available memory).

This kind of data structure is ex-
tremely easy to work with, because it
permits records to occupy a logical posi-
tion in the database completely distinct
from the physical position of data in
memory. For example, the procedure
for adding a record begins by searching

HEXT > MEXT NEXT
PRIOR |< PRIOR PRIOR
TEXT TEXT TEXT
KR4 4 X "= s w 25
| L
NEXT MEXT |& NEXT
PRIOR PRIOR ——>| PRIOR
TEXT TEXT TEXT
::: Tk [ T ] SE

Figure 5. Adding a record. Text is placed in an empty record at an
arbitrary location (C). That record is then linked into the database at
its proper alphabetic location (betwsen A and B) by modifying

pointers.

the database array for a free record ele-
ment (indicated by a “mark” field with
value -1), irrespective of position. Data
for the record is copied into the text
buffers in this location. The new record
is then linked into the database by find-
ing its alphabetic place between two ex-
isting records. The pointers of all three
records are then changed as shown in
Figure 5.

Deleting a record is even simpler. Its
“mark” field is changed to -1, indicat-
ing that the record’s spacein thearray is
now free. The “next™ pointer of the re-
cord ahead of it is then set to index the
record following it in the list, while the
“prior” pointer of that record is set to
index the record ahead of it, neatly cut-
ting the record out of the list without
having to move anything around in
memory.

Other operations, such as moving
from one record to the next, forward or
back, handling searches, and alphabeti-
zation, are also rendered very simple by
the database structure. Movement
through the list is always handled by
link tracing—each record carrying, in
effect, a pointer to the record ahead of
it, and to the record behind it.

The program is divided into four ba-
sic layers: an initialization layer, which
reads data files and sets up resources; a
control layer, which reads the user in-
terface and dispatches lower-level func-
tions; a features layer, which contains a
modular function that pertains to each
major feature of the program (i.e., each
button of the main dialog box); and a
functions layer, which contains low-lev-
el database management, resource
management, and string-handling utili-
ty functions.

A major consideration in designing
this kind of software is how best to pre-

vent the user from making mistakes.
One way to approach the problem is to
include error-checking code in the func-
tion corresponding to each feature that
warns the user when an error has been
made.

An alternative approach, and the one
taken by PHONE.ACC, is to have the
function corresponding to each feature
alter the control panel after it executes,
enabling certain buttons and disabling
others, according to current conditions.
Since disabled buttons are not even read
by GEM dialog box management func-
tions, the user is effectively prevented,
in large part, from making any errors at
all.

For example, when do_delete( ) de-
tects that after it has deleted the current
record, no records remain in the data-
base, it disables the Delete key. The key
is re-enabled by do_add( ), when it sub-
sequently adds a record.

Obtaining the program

Because PHONE.ACC, written in
Mark Williams C, is quite long, we have
not printed it in the magazine. To obtain
a hardcopy listing of the program, send
a self-addressed, stamped, # 10 enve-
lope and $1.00 to PHONE.ACC, Atari
Explorer, 7 Hilltop Rd., Mendham, NJ
07945. If you own the compiler, you can
make your own working copy of the
program by entering the listing thus ob-
tained in a text file, then executing the
following command from the Mark
Williams MSH shell command line:

cc filename.c -0 phone.acc -VGEMACC

Alternatively, you can download the
program and source files from the Arari
Explorer Section (DL 8) of the Atari
Vendor’s Forum on CompuServe (GO
ATARIVEN) or the Atari Explorer Top-
ic on Genie’s Atari ST Roundtable. ®
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NEW!

Programs and products

to help you get the most

Joystick Holder

Duggan DeZign has released Stik-
Gripper, a solid steel clamp that attach-
es any joystick to any table top (up to
2'4” thick).

Intended to provide an “arcade feel”
for gamers who prefer not to have to
hold the joystick in one hand while ma-
nipulating it with the other, Stik-Grip-
per is especially convenient for flight
simulators and other games that require
both keyboard and joystick control.

The manufacturer points out that an
added advantage is that the product
eliminates the possibility of pulling the
computer off the table by the joystick
cord in the heat of battle. $18.95.

Duggan DeZign, 300 Quaker Lane,
Ste. 7, West Warwick, R1 02886, (401)
826-2961.

out of your Atari computer
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Atari ST Topics
Index Legalis Publishing Company
announces Intermediate and Advanced
Atari ST Subjects by Ralph Turner.
Turner’s second book “demystifies
many of the difficult procedures and
concepts that challenge the serious ST
user.”” No knowledge of programming is
requirad to take advantage of the step-
by-step instructions designed to help
both beginning and advanced users.
Topics covered include hard disk
management and optimization, ASCII
files, running IBM programs on the ST,
backup procedures, disk structure and
recovery of lost files, connecting multi-
ple SCSI devices, sector and file editing,
and SCSI ID numbers and LUN IDs.

Index Legalis Publishing Company,
P.O. Box 1822-10, Fairfield, 1A 52556,
(515) 472-2293.

Portfolio Case

Caseworks introduces the PCpouch,
a protective case that includes pockets
designed to hold the Atari Portfolio
“palmtop” computer, three of its RAM
cards, and three AA batteries. The case,
which is not much larger than the com-
puter itself, has a special foam lining for
impact and temperature protection.

The PCpouch constructed of water-
resistant 400 Denier nylon sells for
$24.95. A glove leather model is avail-
able for $49.95.

Caseworks, 4038-B 128th Ave. SE,
Ste. 294, Bellevue, WA 98006, (800)
829-0041 or (206) 643-7557.




PRODUCTIVITY SOFTWARE

Navarone Industries announces the
release of ST Scanversion 1.5. The new
version offers four new disk file formats
in which scanned images can be saved to
disk— Degas Full Screen, Tagged Im-
age File Format (TIFF), Compressed
TIFF, and Encapsulated PostScript.

The Degas Full Screen format allows
a full page scanned image to be saved as
a 72 dpi file; the previous version al-
lowed only a portion of the image to be
saved, because file size was limited to
32K.

Encapsulated PostScript, TIFF, and
Compressed TIFF now permit scanned
images to be imported into desktop pub-
lishing programs on IBM compatibles
and Macintosh computers.

The Full Page scan feature has been
enhanced to represent the scanned im-
age more accurately by presenting it on
the display screen at 72 dpi rather than
the previous 75 dpi. The Full Page scan
also accepts halftone and intensity set-
tings to preview the image.

Because file size may exceed 1Mb, a
dialog box now displays the progress of
the save while the save is underway.

For those who prefer keystrokes to
pulldown menu selections, a new collec-
tion of commands can now be executed
from the keyboard. In addition, the ST
Scan software now includes a driver for
the Atari SLM804 laser printer.

A new program, STCopy, when used
in conjunction with the SLM804 turns
the computer system into a copy ma-
chine, printing up to 999 copies of a
scanned page or previously saved .IMG
file. $25.

Navarone Industries, 454 Kenneth
Ave., Campbell, CA 95008, (408) 378-
8177.

Chameleon Software announces My
Fingertip Business for Atari 130XE
and upgraded 800XL systems. De-
signed especially for small businesses,
the business forms package features a
RAM-resident clock, date stamping, in-
spirational quotes, built-in disk func-
tions, a phone book, a complete menu
system, customer profiles, and the fol-
lowing forms: invoice/order, power of
attorney, conditional sales agreement,
promissory note/disclosure statement,
indemnity agreement, general release,
overdue account notice, request for
price quote, dishonored check notice,
and more. $12.95.

Chameleon Software, 1013 Marvern
Dr. E., Chambersburg, PA 17201.

Network For Atari ST

Paradise Computer Systems and
SGS Software announce a complete
networking system for the Atari ST.
The product, called SGSnet, allows
from two to 32 STs to share data stored
on hard disk drives connected to a file
Server.

SGSnet uses the MIDI port of each
ST in the network, providing a data
transfer rate of 31,500 baud. The cus-
tom hardware used by the network al-
lows continuous operation, even if a
node is turned off or removed from the
network.

Network activity can be monitored
either from the file server or by watch-
ing the activity light on the connector
box attached to each node. Up to 500

iz feet of coax cabling
can be used to connect the nodes.

The operating system used is GEM-
and TOS-compatible, and the non-dedi-
cated file server allows users to run oth-
er programs and access files for word
processsing and other tasks while han-
dling network operation.

Other features of the network operat-
ing system include open file monitoring
of up to 100 files by the server, various
permission settings for all nodes, auto-
matic re-login of nodes, and automatic
file locking.

The SGSnet Starter Kit, which con-
tains the hardware and software neces-
sary to network two STs carries a retail
price of $159.95. SGSnet Add-on Kits,
which allow the addition of one extra
node each, are available for $109.95.

Paradise Computer Systems, 3485 B
Sacramento St., San Luis Obispo, CA
93401, (805) 544-7130 (voice), (805)
544-3165 (BBS).

EDUCATIONAL SOFTWARE

D.A. Brumleve has announced a desk-
top publishing program designed for use
by elementary school children. Kidpub-
lisher Professional is an enhancement
of the author’s public domain Kidpub-
lisher. The commercial version features

a greatly expanded drawing program,
an automatically loaded font set, a title
page option, and a faster WYSIWYG
word processor with word wrap.

The program allows the child to draw
and type up to five pages at a time.
When printed, each page has a picture
on the top half and large-type text be-
low. The package includes a non-copy-
protected distribution disk, simplified
child’s manual, extra labels for disk
copies, and instructions for teachers and
parents. $25.

D.A. Brumleve, P.O. Box 4195, Ur-
bana, IL 61801.
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Strategic Simulations has announced
the Atari ST version of the action/ad-
venture Hillsfar. Shortly after arriving
in the city of Hillsfar, each character is
sent on a series of quests, which includes
the completion of several arcade-style
events—archery, maze exploration,
arena combat, lockpicking, and eques-
trian challenges. Gold, experience, and
magical items are the rewards. $49.95.
A cluebook is available for $7.95.

Also available from SSI is Star Com-
mand, a single-player game set in the
future in the deepest reaches of space.
You control a crew of eight star troopers
who have been assigned by the Star
Command organization to save the re-
maining inhabitants of the galaxy from
pirates and aliens. Characters travel
through the galaxy in starships, explor-
ing planets and space stations in search
of objects, people, and enemies—which
may be engaged in hand-to-hand or
ship-to-ship combat. $49.95.

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

Broderbund Software’s Shufflepuck
Cafe, a simulated air-hockey game, is
now available for Atari ST computers.
The game pits the player against nine

Thir s
e .
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ENTERTAINMENT SOFTWARE

different opponents, all of whom are
regulars at the cafe, a seedy saloon rem-
iniscent of the bar in “Star Wars.” Each
of the opponents has a distinctive ap-
pearance, personality, and style of olay.
Their abilities range from the wimpy
Skip Feeny, who is fairly easy to beat, to
the General, who has a murderous
serve. $34.95.

Broderbund Software, 17 Paul Dr.,
San Rafael, CA 94903, (415) 492-
3200.

In Manhunter: San Francisco from
Sierra On-Line you are a manhunter
working for alien orbs, but you are un-
dercover, having taken the place of an-
other manhunter, who has been killed.
The San Francisco skyline is buried be-
neath strange mounds of dirt, and some-
where in the city a scientist is conduct-
ing genetic experiments on humans. His
mistakes are crawling the streets, mak-
ing your life difficult. Features of this
game for the ST include more than 250
different scenes, onscreen maps, and a
unique command system. $49.95.

Sierra On-Line, P.O. Box 485, Coar-
segold, CA 93614, (209) 683-4468.

Bethesda Softworks announces
Wayne Gretzky Hockey for the Atari
ST, a simulation that allows you to act
as either player or coach or let the com-
puter play both teams. You can set the
pace of the action, change the length of
play time, and hand pick your team,
setting 11 components of skill for each
player. Or, you can select a team from
professionally rated International or
NHL Team data disks, which are avail-
able separately.

Included with the game are four clas-
sic Stanley Cup teams—the 1970 Bos-
ton Bruins, the 1970 St. Louis Blues, the
1971 Montreal Canadians, and the
1971 Chicago Blackhawks—and the
1988 Edmonton Oilers and the 1989
Los Angeles Kings. $49.95

Bethesda Softworks, 15235 Shady

Grove Rd., Rockville, MD 20850, ~g
(301) 926-8300.

Lucasfilm Games has announced the
Atari ST version of the comedy-mys-
tery adventure, Maniac Mansion. A de-
mented scientist, Dr. Fred, kidnaps
Sandy, everyone’s favorite cheerleader,
and carries her away to his secret lab-
oratory, hidden (where else?) in a
creepy Victorian mansion. There, with
his fiendish research assistants—his
wife Nurse Edna, son Weird Ed, and a
bizarre kennel of unearthly pets—he
prepares poor Sandy for irreversible
brain surgery. But if your three-person
team is clever enough and quick
enough, you might just save her.

Because you choose from 14 different
rescue teams, each with its own person-
ality, the game can be played over and
over without repetition. And there are
five completely different endings.
$49.95.

Lucasfilm Games, P.O. Box 10307,
San Rafael, CA 94912, (800) STAR-
WARS.

Electronic Arts announces Pro Ten-
nis Tour— The Ultimate Tennis Simu-
lation for the Atari ST. In this game,
you are a professional tennis player,
ranked 64th in the world. Your objec-
tive is to improve your ranking by par-
ticipating in major championships such
as the Australian Open, French Open at
Roland Garros, U.S. Open, and Wim-
bledon. The simulation boasts six train-
ing programs in which you can play
against either a human opponent or the
computer. $39.95,

Electronic Arts, 1810 Gateway Dr.,
San Mateo, CA 94404, (415) 571-7171.

g

Eliminate Disk Labels

Weber & Sons has announced a com-
puter identification system that elimi-
nates the need for disk labels. The One-
LabelSystem features a thin self-
adhesive plastic writing surface that is
affixed to the disk, allowing the user to

record information with a special mark-
ing pen.

Information thus recorded can be
wiped off and replaced with more up-to-
date data at will.

The OneLabelSystem Kit includes
instructions, a marker, and 100 white

and 100 colored writing surfaces, which
can be used on either 514" or 314" disks.
The kit sells for $39.95.

Weber & Sons, 3468 Hwy. 9, Free-
hold, NJ 07728, (800) 225-0044, (201)
431-1128.
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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

Software 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 new listings and program updates.

8-Bit Programs
Action, ICD/OSS 3.6 Parrot I, Alpha Systems 2.8
Bank Street Writer, Broderbund 1.0 Print Shop Companion, Broderbund 1.0
Blazing Paddles, Baudville 04422 Print Shop, Broderbund 1.0
Chipmunk, Alpha Systems 3.04 | Scanalyzer, Alpha Systems 3.6
ComputerEyes, Digital Vision 1.3 SpartaDOS Construction Set, ICD/OSS 3.2
Desktop Performance Studio, Virtusonics 1.4 | Super Archiver, Computer Software Services 3.03
DOS XE, Atari Corp. Super Archiver II, Computer Software Servs. 3.03EHN
eDraper Pascal, Draper 2.1 Top-DOS Plus, Eclipse 1.5+
Enhancements To Basic II, Hathaway Electronics 5.0 | Top-DOS Professional, Eclipse le
FlashBack, ICD/OSS 1.4 | Top-DOS, Eclipse 1.5a
Guitar Wizard, Baudville 11602 Turbofile Micromiser 1.0
Kyan Pascal, Kyan 2.02 Turboword Plus, Micromiser 2.0
MYDQOS, Supra 4.3
MagniPrint [+, Alpha Systems 4.1
ST Programs
1st Word Plus, Prospero 3.14 | «DynaCADD, ISD Marketing 1.70
1st Word, Atari 1.06 | =El_Cal, Debonair 1.14
Accounting Series, Hi-Tech Advisers 2.10 | EZ Calc, Royal 1.33
APL.68000, Spencer Organization 6.05C | <EasyDraw, Migraph 2.35
Alice Pascal, Looking Glass 1.5 Edit-8000, Savant Audio 1.3
Animatic Animation System, Kinetic Microsystems 1.0 | Edit-DSS, Savant Audio 1.0
ASM 32, Memocom Development Tools 3.0 First CADD, Generic 1
Astronomy Lab, Personal Microcosms 1.05 Flash, Antic 1.6
Athena II, Iliad 2.0 | FlashBack, ICD/OSS %3
Award Maker Plus, Baudville 23716 Fleet Street Publisher, MichTron 2.0
BBS Express ST, ICD/OSS 1.3 Fontz, Neocept 12
Beta-CAD, Beta-CAD 1.0 Fortran for GEM, Prospero 2.151
CAD 3D, Antic 2.03 Fuel-Pro, Hi-Tech Advisers 3.00
Calamus, 1SD Marketing 1.09 | GFA Basic, Antic 3.07
oChurch Manager, Hi-Tech Advisers 3.0 Hard Disk Accelerator, Beckemeyer Development 1.13
ComputerEyes Color, Digital Vision 1.32 | Hard Disk Toolkit, Beckemeyer Development 2.00
CompuierEyes Mono, Digital Vision 1.0 Hard Drive Turbo Kit, MichTron 1.25
Cyber Mate, Antic L1 Informer I1, Soft-Aware 2.01
Cyber Paint, Antic 2.0 Interlink ST, Intersect 1.85
Dac-Easy Accounting, Dac 1.0 | [Inventory Manager, La Foret 1.2
Dac-Easy Payroll, Dac 1.0 Inventory Master, Royal 5
Data Manager ST, Timeworks 1.1 Inventory-Pro, Hi-Tech Advisers 4.10
DataTrieve, Abacus E2.05 LDW Basic Compiler, Logical Design Works 2.0
dbMan, Atari 4.0 LabelMaster Elite, Migraph 1.0
Degas Elite, Electronic Arts 1.1 Laser C, Megamax 2.10
«Developer’s Toolkit, Prospero ‘ 1.10 Laser DB, Megamax 1.1
DigiSound, Alpha Systems 1.62 |. MT C-Shell, Beckemeyer Development 1.20
Disk Library, Classic Image 1.2 Magic Sac, Data Pacific 6.1
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Mail Merge, Regent 1.3
Mail-Pro, Hi-Tech Advisers 4.0
Mark Williams C, Mark Williams 3.09
Master Link, Intersect 1.2
eMaster Tracks Pro, Passport Designs 3.5
MasterPlan, ISD Marketing 1.0
Micro C-Shell, Beckemeyer Development 2.74
Micro RTX Developer Kit, Beckemeyer Devel. 1.13
Mighty Mail, MichTron 2.1
Modula 2, Jefferson 15
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 OS-9/ST, Microware 23
Personal Pascal, ICD/OSS 2.05
Phasar, Antic 3.0
Power Print, Alpha Systems 2.1
Print Master Plus, Unison World 1.61
Professional 0S-9/ST, Microware 2.3
Prospero C, Prospero 1.141
Pro Text, MichTron 4.0
Publisher ST, Timeworks 1.11
Publishing Partner, SoftLogik 1.03
«Regent Base 2, Regent 9/15/89
Regent Word 2, Regent 9/14/88
Regent Word Student, Regent 9/14/88
Revolver, Intersect 1.1
«Sales-Pro, Hi-Tech Advisers 5.0
Sales-Pro Plus, Hi-Tech Advisers 4.10

Solapak, Solar Powered Software 3.0

SQL Database, Regent 11/27/88
STAccounts, ISD Marketing 2.0
ST Control, Trio Engineering 1.5
«ST Hard Drive Utility Disk, Supra 4.02
ST Sprite Factory, Future Software Systems 14
ST-Replay, MichTron - 4.0
ST-Talk Professional, QMI 2.0C
SuperBase, Precision 1.049
SuperBase Professional, Precision .03
Super Sales-Pro, Hi-Tech Advisers 4.10
SwiftCale ST, Timeworks 2.0
SwitchBack, Alpha Systems 2.0
T-Basic, Dr. T 1.0
The Chameleon, Future Software Systems 1.0
Thunder, Electronic Arts 1.32
»Touch-Up, Migraph 1.56
True Basic & Run-time, True Basic 2.0
Turbojet, Neocept 1.20
«Turbo ST, Softrek 1.8
Tweakit, Savant Audio 1.4
«UltraBase ST, MicroMiser 2.0
Ultra-Speed Plus, Computer Software Services 1.5
Unispec, Trio Engineering 1,11
Universal Item Selector, Application & Design 3.0
Utilities Plus,MichTron 1.1
VIP Professional, ISD Marketing 1.2
Video-Pro, Hi-Tech Advisers 4.0
Word Writer ST, Timeworks 2.01
WordPerfect 4.1, WordPerfect 8/18/89
WordUp, Neocept 2.0
Zoomracks I1, Quickview Systems 1.0

STBUSINESS POWER WITHOUT THE PROGRAMMING!
introducing ULTRAB ASE FBC* (March, 1990)

“Full Business Capability”
Now in color or monochrome
*NETWORKING  Includes phone networking, LAN support.
*RELATIONAL features required in small business.
*INTEGRATION  Pull, update, double any data.

Ultrabase FBC is a fast, high capacity general database with features
to setup any fully integrated business application to exact specifica-
tions. Designed for end-users and resellers who are not pro-
grammers. Offers the flemibility of a database language in a simple
general database environment without programming.

Non-technical documentation shows you how to modity preset applications or set up
your own integrated point-of-sale, inventory, ordering, shipping, mailing, billing,
ayables, aging, payroll, checking, estimating, rentals, accounting, scheduling, cash
low, turnover, profitability. . .etc., etc., to your exact specifications. *Usermenu” feature
turns Ultrabase FBC into your own customized preset “menu driven” program. Also any
general database application requiring high speed and capacity. Auto backups, editing
shadow file which can be re-read into an&lication eliminates need for networking in many
ec:ses.‘(}onvemenl modem file transfer. We do custom setups to your exact specifications
eap!
PRICE: $349 (any ST, 2 drives or hard drive). MS-DOS version: $499
note: ST and MSDOS applications directly transferable, can be networked together.

RESELLERS: Ultrabase FBC makes you a business applications expertin
a few short weeks without programming. This is your ticket to the lucrative
MSDOS market. Set it up on your ST—sell it for MSDOS installations. We
pruvide all resources including transfer, MS-DOS hardware. We need local
reps!

8-Bit Software
Turbobase 4080coumns. Only business DBMS for 8-bits. $159/$179
Turboword 80 column (XEP80) word processor, WYSIWYG editor §49
Turbofile 50 column (xEPso) file manager, integrates with Turboword $49

for information tech support)
and ordering: (904) 333'0745 ( 1-5 E%Er
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PRICES SLASHED

400
FASTCHIP PLOATING POINT ROM 29.95 19,95
ONNIMON PIGGY BACK BOARD W/OMNIVIEW 80  49.95 29,95

800
RANROD 08 BOARD WITH OSN 0S/OMNIMON

19.95 59,95
BANRODZ 08 BOARD WITH OSN 0§ §9.95 39.95
RANROD3 03 BOARD WITHOUT 08 9.95 29.95
§BM INVENTORY,POINT OF SALR 818, §3.95 49,95

800XL/65-130XE
BAMBODIL WITH OS(OMNIMON/FASICHIR/RTC.) 179.95 9.
RAMBODIL 'IéO 08 38.95 19,
OSNIL IL/IE 08 W/FASTCHIP IL, OMNIMON XL 3§.95 29,
OMNIVIEW I!.éﬂ 80 COLUMN 08 39.95 29,
ONNIVIEW FOR 256KXL 58001[;5 39.95 29,
SECTOR COPIER 256K 800IL/1J01B 19.95 10,
SBMI30 INVENTORY,POINT OF SALE SV5.130XB 99.95 49,
800XL/1200XL

56K UPGRADE 800/1200IL WITHOUT RAM 19.95  29.95
L56K BAN FOR MEMORY UPGRADE AS OF 10-1-89 30.0

ST
SBMST INVENTORY, POINT OF SALR SYSTEN  149.95 69.95

80XXX SYSTEMS
SBM86 INVENTORY, POINT OF SALE SYSTRM  149.95  §9.95

FOR ORDERS AND INPORMATION CONTACT:

Newell
Industries
P-O. Box 253
Wyzlli
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Software
Survey

Lots of new role-playing and action for Atari gamers

Powerdrome

lectronic Arts’ most recent re-

lease for the ST, Powerdrome, is

a simulation of high speed racing
in the future. Cars are long forgotten
and the racing vehicle of choice is the
Typhoon, a jet-propelled aircraft that
demands every bit of piloting skill you
can muster.

The races take place on 3D tracks
that are viewed from inside the cockpit
of your Typhoon. These tracks are full
of nasty surprises such as steep curves,
twisting tunnels, crusher gates (giant
walls that open and close), and your
opponents.

To repair any damage sustained by
your craft, you must pull off the track,
through a green force wall, and enter
the robo-pits. When you land on your
pit, you are shown an overhead view of
your craft and the damaged parts. By
pressing keys on the keyboard, you can
activate robot repair arms to remove
and repair damaged parts. The robo-
pits are also your source of fuel.

To add to the challenge of the game,
occasional storms kick up, forcing you
to pull into the pits and outfit your Ty-
phoon with a filter designed to protect
the engine. Failure to take this precau-

tion can lead to a blown engine—or two.

If you want some human competi-
tion, you can link two STs via a null
modem cable. You must, however, have
two original Powerdrome disks to use
this feature.

The 3D graphics are excellent and
amazingly fast. The game is also en-
hanced by stunning digitized sound ef-
fects, the most spectacular of which is
the sound of the storm.

Piloting a Typhoon is a real chal-
lenge; | recommend Powerdrome to any
ST gamer in search of action and excite-
ment. —Clinton Smith
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he life of a buccaneer on the high

seas is a natural setting for a

computer game, and the folks at
MicroProse have released one that al-
lows ST gamers to buckle their swashes,
batten down their hatches, and enjoy
plenty of action.

You begin the game of Pirates as a
young man preparing to seek his fortune
at sea. You run into a pack of bucca-
neers whose captain can no longer lead
them, so they decide to back you. Before
you can take control of the ship, howev-
er, you must pick up a sword and duel
the captain for the right. Not until you
defeat him can you begin your career as
a privateer.

The Spanish Main, the Caribbean
Sea, and the Atlantic Ocean are filled
with opportunities for an enterprising
seaman. England, Spain, France, and
Holland are locked in a struggle for
dominion on the high seas, and the gov-
ernments of these powerful nations re-

ward with titles and land those who at-
tack the ships and towns of their
enemies.

Other noble efforts include capturing
pirates, finding buried treasure, trans-
porting goods, and running errands for
governors. As you acquire titles from
the governors with whom you decide to
do business, they tell you where to find
the evil noblemen who carry pieces of
maps that will lead you to missing mem-
bers of your family.

You obtain the maps by defeating the
noblemen in duels, and when you rescue
a family member, he or she gives you a
piece of a map that will lead you to a
fabulous lost Inca treasure.

Ahh . .. but the name of this game is
Pirates. There are lots of poorly de-
fended ships roaming the seas, and hit-
ting a city while the Spanish Treasure
fleet or Silver Train is in town can net
you a hefty profit. That done, however,
don’t expect the owners of the ships to

S T T T N g e e e R S T

~ System: Atari ST
Required equipment:
Color monitor
Qmmxeydhk
Summary: An exciti
simulation of life on the
Price: $44.95
MicroProse
180 Lakefront Dr
Hunt Valley, MD 21030
(301) 771-1151

K, gamers, how often have you

been confronted with this sce-

nario: “The peaceful worlds of
AmbliFred have been attacked by the
evil Blarg empire. The Blarg Pfizzi-
Fighterz have swooped upon the unsus-
pecting populous and stolen the vital
Snugwubbler crystals that provide life
support to AmbliFred. You are the only
vigilante skilled enough to pilot the
AmbliFredian Ypsi-Cruiser into Blar-
goid space and attack the Blarg planets
to retrieve the crystals. Good Luck!”

If you spend any time surveying the
game market these days, you are sure to
stumble across enough of these games
to gag a good-sized water buffalo. Ul-
tra-contrived banality and outrageous
use of deus ex machina seem to be sta-
ples of the arcade game world these
days. What's a poor gaming freak to
do?

Buy Blood Money from Psygnosis,
that’s what. This superb piece of pro-
gramming represents David Jones’ sec-
ond major effort for Psygnosis and is
certainly one of the company's finer
products. Ported from the original
Amiga version, this descendent of Jon-
es’s carlier work (Menace) is a stun-
ningly fresh glimpse at what can be
done within the aging genre of scrolling
shoot-em-ups.

Blood Money

Much of the allure of this game is in
the simplicity of its plot. You are the
young and impetuous Spondulix on va-
cation on the holiday world of Thanato-
pia, and you have just received 200
credits from your family for expenses.
Now, you have two choices: You can
while away your vacation days in glori-
ous (and stupendously boring) relax-
ation, looking forward to your new ca-
reer as a Venusian accountant ... or

you can pay the generous folks at Alien
Safari Promotions most of your avail-
able cash to drop you on a planet popu-
lated by the most hideous creatures to
come out of ASP’s bio-genetic engineer-
ing labs.

There are no pretenses here. You just
get in, trash anything that moves (even
anything that looks like it might move),
and get out. If you can properly plunder
all four of ASP’s safari planets, you are
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give you the warmest of welcomes when
next you sail into one of their ports.
Along with glory and riches, you can
find romance with the daughters of the
governors. If you earn sufficient nobil-

ity, you may even be able to persuade
one of them to marry you. Of course, a
jealous suiter is always involved, and
you must duel him for the hand of the
woman you love.

The years eventually take their toll
and force you to retire (imprisonments
weaken your health and hasten this).
When you do retire, your riches, land,
and accomplishments are tallied, and
you learn what station in life you have
achieved.

Because the game has a variety of
play options and difficulty levels, you
will be able to play Pirates over and
over,

The program makes good use of the
mouse and has some excellent action
sequences (the swordfighting and ship
battles are great fun). The graphics are
good and have clever touches of anima-
tion.

Sound effects complement the game
nicely, and Pirates also offers MIDI-
compatible music that is setup to work
with any kind of synthesizer you might
have available.

Pirates is an excellent mix of role
playing, action, and strategy that will
have you returning to those thrilling
days of yesteryear again and again.

—Clinton Smith

assured wealth and fame. But once you
accept, there’s no turning back. And
don’t look for any help—ASP guaran-
tees total hostility in every one of their
aliens or your money back.

The actual gameplay is almost that
simple. Each of the four ASP planets
has a distinctive environment. The first
is the Air planet of Gibba, on which you
use a helicopter as your vehicle of de-
struction. Next is Grone, the Water

planet, where a submarine is your con-
veyance.

You then advance to the Ice planet of
Shreek with a jet pack. To conquer the
Fire planet of Snuff, however, you need
a spaceship.

You begin with 200 credits, which is
enough to gain access to only Gibba or
Grone; you must earn your way into the
higher rounds.

Equipped with the appropriate mode
of transportation, you are dropped on
the surface of the planet to begin your
wholesale butchery. The aliens are
many and varied. Most are beautifully
animated; all are quite deadly. Just re-
member that some of these creatures
are tagged for bounty, and you can earn
credit for obliterating them.

But don’t expect any direct deposit
here. The credit chips fall from the
burning debris of your victims, and you
must fly in and collect them to bag the
bucks. With your reward money, you
can buy not only entry to other planets
but weapons, enhancements, and extra
lives, which are available at the outposts
that ASP has thoughtfully provided
along the way.

As is now traditional in scrolling
fighter games, each planet has its own
special final guardian, a huge creature
that takes numerous blows to defeat.
After days of playing, I have barely
managed to reach the final guardian of
the first level—and never with the ap-

propriatearmaments. [t takes a while to
master the art of shooting, swooping,
and snarfing credits.

Blood Money is a wonderfully craft-
ed program from stem to stern. The
graphics are lovely, the gameplay is ad-
dictive, and the music is atmospheric,
even pleasant—high praise for a game
of this sort—though sound effects can
be substituted for the music. The man-
ual is wonderful. It is clear, concise, and
amusing, and includes some very inter-
esting notes from Jones about the mak-
ing of the game.

Though Blood Money is far from
wimpy, it may not appeal to the most
hyperactive gamers. Movement of your
ship is somewhat relaxed, at least until
you boost its drive systems at a weapons
shop. Don’t expect any mercy, however.
The pace is furious.

The only real niggle I have is that the
entire first disk appears to be devoted to
the slightly pompous introductory se-
quence. This is fine, but it does add to
the loading time and loses its appeal
quickly.

It remains to be seen whether Blood
Money can hold its own against newer
contenders in this popular genre, in-
cluding Xenon Il from Imageworks and
Psygnosis’ own upcoming Stryx. But
until these make their way over from
Europe, Blood Money gives you a lot of
bang for your buck.

—Matthew Laurence
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he Nazis have come up with a

mysterious new energy source

that is enabling them to gain the
upper hand in World War I1. A group of
scientists from the future, who live in a
Nazi-occupied world, have sent you a
rocket pack and a radium gun, which
they hope will enable you to change the
course of history as they know it.

With these devices, you become the
Rocket Ranger, and from your base in
Fort Dix, NJ, you must coordinate the
effort to stop the Nazis. One of your
tasks is to manage a global spy network.
Using five spies, you must infiltrate

and Africa, where, if your spies are not
discovered, they will help you locate
Nazi Rocket labs, Nazi bases, and two
Lunarium stockpiles. You can also have
your spies set up resistance operations
to slow down the Nazi invasion.

The Lunarium stockpiles are impor-
tant, because the Nazis are using the
substance, which lowers male 1Qs, to
subjugate the world. In addition, your
rocket pack is powered by Lunarium, so
you must locate these bases to refuel
after your initial supply runs out.

countries in Europe, South America,

One base is located in a jungle pyra-
mid guarded by Nazi gun emplace-
ments. Take out the guns, and you can
fill "er up. The other is a desert base
protected by Nazi ack-ack batteries
which you must shoot as you fly in from

Rocket Ranger

above.

The five bases that house Rocket
Labs are sources of parts that can be
combined to create a moon rocket. Us-
ing this new rocket, you can fly to the
moon and attempt to shut down Lunar-

old on to your hat, Indiana
Jones is back! The Last Cru-
sade action game, which is not

to be confused with the adventure game
also sold by Lucasfilm, belongs to the
conquer-the-cavern genre.

The object of the game is to survive
four levels of play and reach the Holy
Grail (in time, of course). Sounds easy.
On each level you must collect a speci-
fied artifact—which would be much
easier if Indy didn’t have to battle Indi-
ans, thieves, and other of ne’er-do-wells;
bypass or outwit traps; climb up and
down ropes; or any of the other things
one normally does in a cavern.

And unless you remember to take
each torch you find on the wall, the
cavern darkens quickly; I spent consid-
erable time in the dark!

Successfully recovering the Cross of
Coronado and leaping from car to car
on a circus train brings you to level two,
where you must choose the correct arch,
making good use of the red glasses and
the clues included with the game.
Choose the wrong arch and vour search
will remain fruitless. If you choose the
correct arch, you have an opportunity to
recover the Crusader’s Shicld and scale

Indiana Jones—The Action Game

the castle wall—watching out for light-
ning, of course.

Level three puts you on the Zeppelin
where you must recover your father’s
stolen Grail Diary. If you get as far as
level four, you must recover the Holy
Grail before your father, who has been
shot, has his heart turned tostone. Here,
too, you must avoid the traps set by
Crusader Knights hundreds of years
carlier.

One nice touch is that when you die,
you return on the level you most recent-
ly attained, rather than being sent back
to the beginning of the game—a great
boon for players like me.

The graphics are well-done, but
based on the excellent graphics that Lu-
casfilm used in programs for the 8-bit
Atari, | expected that—and more. The
documentation, unfortunately, is all but
nonexistent. In fact, I called Lucasfilm
to see whether I had a complete pack-
age. [ did.

Other than the extremely brief in-
structions for loading the game, two
paragraphs comprise the documenta-
tion. Also included in the package are
the aforementioned red glasses and a
page of clues designed to help you

choose the correct arch.

I found the game quite difficult to
play, a situation that was exacerbated
by the lack of documentation and hints.
The main problem with the game, how-
ever, is not the game at all, but the
protection scheme it uses.
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h lab
has a Nazi guard who must be subdued
in a fistfight.

The remaining Nazi bases supply
support to a fleet of Nazi Zeppelins that

moves across the map, conquering one
country after another. The only way to
buy yourself and your agents the time
you need is to attack the Nazi ground
operations. These are guarded by
Luftwaffe squadrons which must be
shot down with your radium pistol.
With each successful attack, Nazi effi-
ciency is reduced by 10% (it starts out at
80%).

If the Nazis kidnap the famous
American scientist, Otto Barnstorff,
and his lovely daughter you must at-
tempt a rescue by attacking the Nazi
Zeppelin that is carrying them back to
Germany.

Rocket Ranger uses a special code
wheel form of copy protection, so you
can run the game from a hard drive or a
1Mb RAMdisk, both of which allow the
game to progress quickly without an-
noying disk access and swapping delays.

Rocket Ranger is Cinemaware’s best
game yet. The graphics are of the same
high quality as previous Cinemaware
releases; the sound effects are excellent;
the music is catchy; and the action se-
quences offer as much challenge as
many arcade games. Rocket Rangerisa
Must Buy for Cinemaware fans.

—Clinton Smith

4/

About 25% of the time the game
would not load at all; it would bomb.
This occurred on two different STs with
two different sets of game disks. Anoth-
er 25% of the time, the game refused to
reload after Indy died—and he died a
lot! This detracted from my enjoyment
and made most of my attempts at learn-
ing the game very frustrating. I contact-
ed Lucasfilm and informed them of my
experience. They had no information or
explanation to offer, so I can't say

Tt

whether this is a unique problem or a
common one.

The bottom line? If you are an aficio-
nado of cavern-type games, don’t mind
working in the dark, and can find a
game that loads consistently and prop-
erly, this game is for you; I recommend
it. If, however, you are a shoot-"em-up
specialist, you will die of frustration
long before you reach the Holy Grail.
This game is definitely for spelunk-
ers! —Dave Noyes

Computing
Milestones

1943

ENIAC, the first electronic digital
computer is built by John Mauchley, J.
Presper Eckert, and John Von Neu-
mann at the Moore School of Electrical
Engineering, University of Pennsylva-
nia. ENIAC contained more than
18,000 vacuum tubes, weighed 30 tons,
and occupied a space 30 by 50 feet.

1947

The transistor is invented at Bell Labs
by John Bardeen, Walter Brattain, and
William Shockley. This device paved
the way for second generation (transis-
tor-based) computers first delivered in
1959.

1950

Alan Turing proposes his famous imita-
tion game in the article, “Computing
Machinery and Intelligence” published
in Mind magazine. Never programmed
by Turing himself, a variation of this
“game” was programmed 13 years later
by Joseph Weizenbaum at MIT in a
program he called Eliza.

The first computer checkers game is
programmed by Arthur Samuel for the
newly unveiled IBM 701 at IBM Corp.
in Poughkeepsie, NY. Also in 1953 the
book, The Complete Strategyst by J.D.
Williams is published by Rand Corp.
This, the first primer on game theory,
provided the theoretical foundation for
many early computer game programs.

1954

The first computer blackjack game is
programmed for the IBM 701 at the
Atomic Energy Lab at Los Alamos,
NM. Also that year, a crude game of
pool—perhaps the first non-military
game to use a video display—is pro-
grammed at the University of Michi-
gan.
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ou are on your own 25-yard line

... The quarterback calls for a

long pass play . .. He takes the
ball, steps back into the pocket, and
launches a long spiraling pass as you
race down the field with two huge de-
fensemen on your tail . . . You make the
catch, straight-arm a would-be tackler,
and it’s a clear run into the endzone!
Touchdown!

TV Sports Football captures all the
excitement of a professional football
game. As a coach you call defensive and
offensive plays. As a player you run,
pass, and catch during a full 16-game
season. Your team might even make it
into the playoffs or the Super Bowl if
you are good enough. TV Sports Foot-
ball presents a good mixture of strategy,
arcade action, and statistical gaming all
in one package.

The first thing you do before starting
play is to make a league disk. You can
then edit any or all of the players on the
28 teams of the CWFL (Cinemaware
Football League), changing their rat-
ings in each of four categories—speed,
strength, agility, and hands. Receivers
need to be fast and must have good
“hands” to catch and hold on to the
football. The quarterback must be very
agile to hit his receivers with a pass. And
your linemen need to be strong to open
holes ‘through which your runners can
move on offense, or close holes in the
line on defense.

You can set up real teams or just use
those provided on the disk. I set up the
New York Giants with the names of
real players and their relative abilities
in each of the four categories as I esti-
mated them. This is not as statistically

accurate as some other games; you can-
not, for example, type in last season’s
stats—average rushing yards, passing
yards etc.—for each Giants player. But
there is plenty of football action and
enough realism to make up for that
shortcoming.

TV Sports Football keeps track off
win/loss statistics on all 28 teams for
the entire season as it progresses, and
you can look at the schedules and re-
cords for any team before starting a
game. Contrary to claims on the pack-
age, the program does not keep per-
formance statistics for individual play-
ers and league leaders. Nor does the ST
version offer a halftime show with
cheerleaders and sports announcers.

The opening screen lets you choose
whether to play an exhibition game, be-
gin league play, practice plays, or view
the schedules and standings of the vari-
ous teams,

Any two teams can play head to head
in exhibition. This is a good place to
start actual competition after you have
practiced passing and running with the
ball.

In league play, you play the whole
season from week one through week 16.
The ST version, however, requires that
you reboot after playing each game.
Each week you can put any of the 14
games on Hold or Auto. Games to be
played with at least one human oppo-
nent can be put on Hold, if they are not
to be played right away.

Games in which both sides are played
by the computer can be left on Auto.
The results of these games are flashed
on the screen as you play your game,
just as they are on TV. You can put

TV Sports Football

games on Hold if you want to watch
them later. To get through a season
quickly, you can leave all the games on
Auto for a number of weeks and let the
computer display all the results week
after week.

TV Sports Football is played from a
perspective above and behind the two
teams at the line of scrimmage. Each
side can call defensive or offensive plays
and even improvise plays. Football fans
will recognize the 3-4,4-3, and 6-1 stan-
dard defensive positions. On offense you
have the shotgun, pro-set, and I forma-
tions. You must guess what the other
team will do and prepare for it—just as
in the real thing.

You can play TV Sports Football
alone or with a group of friends. You
can also elect either to take an active
part in the game or just to act as coach
and send in plays for the players to run.

You call plays with the joystick by
moving it diagonally in one of four di-
rections. On offense you choose one of
the three standard formations or to
kick. Then you see diagrams that show
how the four available standard plays
run. You can turn them around, left to
right, by holding the fire button down
when you select a play. This provides
plenty of variety on offense and keeps
the defense guessing. When you kick,
you can choose to punt, attempt a field
goal, or try a fake punt.

After both sides have called plays,
you go to the field. You see both teams
lined up in their called formations. You
can either take total control of the quar-
terback on offense or just tell him to
follow the diagrammed play and hand
off the ball or throw a forward pass.
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From this point on something hap-
pens that is unique to TV Sports Foot-
ball as far as | know. If you do absolute-
ly nothing, the computer will run the
play as you called it. If you continue to
do nothing, it will attempt to keep play-
ing, using your style of playcalling. If
you call a lot of pass plays, the computer
calls a lot of pass plays. If you blitz a lot,
it blitzes.

I have mixed feelings about this fea-
ture. A couple of times I was a little too
slow in calling plays (the computer
waits eight seconds to see if you are still
playing), and the computer took over.
One minute, I was holding the other
team on the 50-yard line. The next, [
was watching the computer switch from
my prevent-the-pass-coverage style of
defense to a blitz that let the other
team’s wide receiver catch a long, long
pass for a game-winning touchdown. I
was so angry, | could have chewed nails.
Not only did the computer seize control
at an inopportune moment, but it called
a highly questionable play—one I
would never have called myself in that
situation.

Despite a few minor flaws, I loved
playing TV Sports Football. The ar-
cade action was so real | played game
after game until I was too exhausted to
go on—it was 3:00 a.m. I delighted in
learning what plays the other team liked
to call and stopping its offense in its
tracks.

I should mention that each team has
its own style of play; some—Ilike Ana-
heim—will throw passes all day, while
others—like Atlanta—will run most of
the time.

Learning to throw passes is half the
fun of the game. On a pass play, you
take the ball, step back, and look for an
open receiver downfield. Assuming you
see one, you point the quarterback’s
arm at him and release the ball. An x
moves up field in the direction he was
pointing. When you let go of the fire
button, the ball travels to where the
mark was. The closest receivers will try
to catch it, as will the other team’s de-
fense.

The graphics in TV Sports Football
are good to excellent. The field goal
scenes are set on the field and look quite
real.

TV Sports Football is an excellent
football game for the Atari ST. [ had
more fun playing several games of the
simulation than I ever have watching a
whole Sunday afternoon’s worth of tele-
vised football. Whether you're a life-
long football fan or just like good arcade
sports action, TV Sports Football is the
game for you. —John S. Manor

SAFE AT
ANY SPEED

Transmitting at high speed can be dangerous to your wallet
on most major online information services. DELPHI has
made high speeds safe, with no surcharges for 1200 or 2400
bps access.

So put your ST into high gear and download from a library
of thousands of programs (including the entire databases from
ANALOG and ST-LOG), challenge new friends to multi-player
games, comparison shop, scan the newswires, or make plane
reservations — all for as little as $4.80/hour.

Join DELPHI now for only $9.95 and your first hour is
FREE! With your computer and modem, dial
1-800-365-4636. Press Return twice. At Username: type
JOINDELPHI and at Password: type EXPLORER.

DELPHI

The Autobahn of Online Services Since 1982

General Videotex Corporation « Three Blackstone Street « Cambridge MA 02139
800-544-4005 « 617-491-3393
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P2

100 Ready-made Templates for

Your ST Spreadsheet!
Available for LDW Power, MasterPlan,
and VIP Professional.

Personal Financial Planning
Home Office and Small Business
New! 1989 Federal Income Taxes
Real Estate and Loan Analysis and
Personal and Business Budgets

Save
Time

Accounting and Bookkeeping Money

Many other unique worksheets included!
Full User Support
30 day, no risk, money-back guarantee!

Complete pkg. --100 templates-- $34.95

To order, send check or money order to:
The Sterling Connection
Box 4850

Berkeley, CA 94704
Specify which spreadsheet you have.

To order by phone, call (415) 655-2355
Mastercard and Visa accepted. CA res. add 6% ($2.10) sales tax.
(Free shipping)
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System: Atari ST
joystick optional

Price: $39.95
Manufacturer:
Origin Systems

Ste. 230
Austin, TX 78746
(512) 328-0282

Copy protection: Yes

adventure that doesn't quite make it

110 Wild Basin Rd.

imes of Lore is an action adven-
ture set in the days of the knights
of the round table.

At the start of the game, you have
three on-screen counterparts from

which to choose—a knight, a barbarian,
and not forgetting female players, a
Valkyrie. The characteristics of these
counterparts can not be edited, and they
don’t change as the game progresses;

they never get any smarter or any more
powerful. The only thing that does
change is their physical condition,
which suffers from injuries received
during combat and lack of food and rest.

ne of the most famous treasure

hunts of all time centers around

the Lost Dutchman Mine.
Now, thanks to Magnetic Images, ST
users can join the quest, searching the
Superstition Mountains of Arizona for
the famous mine.

You begin your adventure as a griz-
zled old prospector in the town of Gold-
field. As you walk through town, aided
by the horizontally scrolling screen of
the ST, you can elect to visit the various
buildings you pass.

A doctor’s office, a saloon, a supply

Lost Dutchman Mine

store, an assay office, a bank, a newspa-
per office, a jail, and a livery stable line
the street and provide you with goods
and services that will help you in your
search.

When you press the joystick button
the screen switches to a scrolling over-
view map of the area on which you are
represented by a small square. Moun-
tains, some of which hide gold-bearing
mines, are the main topographical fea-
tures of the area.

When you get near a mountain you
can attempt to enter its mine by press-

System: Atari ST
joystick

 Price: $49.95
Manufacturer:
VRS .
P.O. Box 17422

(602) 265-7849

cholnrmonm.
Copy protection: Keyword

Summary: An entertaining action
adventure with an Old West theme

Phoenix, AZ 85011

ing the joystick button. If you are near
the entrance, the scene switches to a
side view of your character in the cave.
When you find a gold deposit (repre-
sented by a glowing spot) you can press
the button again to swing your pick and
dig up the deposit. Take it back to the
assay office to turn it into green money.

As you travel across the desert you
may run into such hindrances as ban-
dits, Indians, and rattlesnakes. If you
have a gun, you may be able to fight
them off; otherwise they will rob or kill
you.

Hh=st?11 1%
be, old timer
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That means that the role-playing as-
pect of the game is less than fully devel-
oped. The sad thing is that the same can
be said of the action aspect. | suspect
that the authors were trying to achieve
too much in one package.

The game was obviously ported over
from the IBM PC to the ST, and it is to
this fact that most of the complaints I
have about it relate; the game was port-
ed but not upgraded to take complete
advantage of the capabilities of the
Atari system.

The game screen is divided into a
status area and an action area. The ac-
tion area occupies only about one quar-
ter of the screen. Even so, the scrolling
in that area is very slow and distracting-
ly jumpy. There are scldom more than
three characters in the action area at
one time, so you would expect thatonan
ST the action would be quite fast. It
isn't. Origin’s advertising states that
Times of Lore “‘offers fast and furious
arcade excitement.” This may be true
for IBM owners, who still think eight

colors is a blast, but this ST version is
about as fast and furious as tiddly-
winks!

The joystick control offers little over
the keyboard control, because diagonal
movements are not included. The inclu-
sion of a joystick option is one of the few
special considerations given to the ST
version, and even that wasn't done right.
I suppose I should be happy that a joy-
stick routine was incorporated at all,
since IBM analog joysticks are expen-
sive and generally considered beneath
the dignity of a business machine. In-
deed, if it had been a full implementa-
tion, I would have had no reason to
complain.

Sound effects and music are also sub-
standard. The volume for the musical
introis too low, and when it is turned up,
the static in the background eliminates
the atmosphere that the musician was
trying to create. When the game starts,
the volume for the sound effects is much
higher and must again be adjusted.

The sound of a walking character is

obnoxious in the extreme and can’t be
shut off. You are forced to listen to it
throughout the entire game, because
your feet are your only means of loco-
motion in the Kingdom of Albareth.

The documentation, while seeming
complete, leaves the most important in-
gredient—the goal—to be discovered
by the adventurer. As it turns out, that
goal includes finding and retrieving
stones that impart the ability to foretell
the future.

For the graphic adventurer, Times of
Lore could be a real treat, with its vast
mythical land to explore, but for the
action adventurer, exploring will be a
tedious affair, with too little action to
rate as an arcade game.

A Times of Lore conversion that real-
ly put the ST through its paces would
have received my recommendation. As
it stands, I can hardly suggest that ST
gamers—whether they prefer fantasy
role-playing, adventures, or arcade
games—will like the mix. It just doesn’t
work that well. —Frank Eva

Thirst is another enemy in the desert,
so be sure to have plenty of water.

Along with the adventuring, Lost
Dutchman Mine provides a change of
pace in the form of a card game with a
slick shark named Dapper Dan and the
opportunity to fish for food in the riv-
er—if you have the right equipment.

Lost Dutchman Mine uses both
mouse and joystick to facilitate play.
When you want to make selections from
a menu or shuffle stuff around in your
inventory, you use the mouse. When
you want to move your - prospector
around on the screen, you use the joy-
stick.

The graphics in Lost Dutchman Mine
are nicely done. The game has a couple
of nice digitized sound effects and offers
great MIDI support.

The program is not copy-protected,
so you can copy the two distribution
disks onto one double-sided floppy, your
hard drive, or a IMb RAMdisk.

Lost Dutchman Mine is an entertain-
ing action adventure that should keep
you busy for quite a while. And if the
challenge of the game itself is not suffi-
cient to keep you seated at the key-
board, perhaps the lure of a gold nugget
will be. The $100 nugget is the first
prize in a contest Magnetic Images is
running through the end of 1990. To
enter, simply find the Dutchman, and
send in your claim number on the entry
form. Good Luck!

—Clinton Smith

Red Lightning

obody wants World War 111,
but the idea of conventional ul-
timate conflict has got to be

very intriguing, at least to the veteran
wargamer. Strategic Simulations has
created a scenario for such a conflict
and provides the vehicle for testing all
your pet theories—a new release called
Red Lightning, An Operational Game
of World War I11.

Obviously, as the designers are quick
to point out, certain features of the sim-
ulation had to be based on conjecture.
Estimates of the combat capabilities of

Continued on next page
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Red Lightning

the equipment represented were arrived
atafter much spirited discussion among
people who have been very interested in
the central European situation for
years. The combat capabilities of game
units are based solely on the assumed
characteristics of the hardware de-
ployed by the units. Rather than trying
to make judgments about the profes-
sional capabilities of the troops using
the hardware, the designers asssumed
that all hardware would be used with
equal proficiency by all troops.

Red Lightning can be played by one
person, who takes on the computer, or
two people, who play against each oth-
er. You can choose to command NATO
or Warsaw Pact forces. The conflict is a
hypothetical general war in Europe in
the early 1990’s. Each game turn repre-
sents 12 hours of action in which each
player can make any number of strate-
gic moves before the computer deter-
mines the outcome.

A short game lasts for only ten days
of conflict, while a long game takes 30

days. Units and air forces can be exam-
ined to the level of individual vehicles,
squads, and heavy weapons.

Included with the very complete 27-
page manual is a map of the area of
conflict, printed on high-gloss card
stock. The reverse side is chock-full of
quick reference facts and figures.

A wargamer would be hard pressed to
tell whether he was viewing an IBM or
an Atari ST program; while the map
screen is very detailed, the detail looks
very IBMish. Tiny one-color evergreen
trees indicate forests. Unit icons are un-
intuitive boxes filled with circles or di-
agonal slashes. The only intuitive sym-
bols are an anchor for the marine
brigades and an inverted w that looks
like a bird in flight and represents air-
borne units. If it were not for the fact
that the mouse is fully supported, an
uninformed observer might be persuad-
ed that the program was running off
PC-Ditto.

The menu bar provides access to all
sorts of useful information, such as stra-
tegic, political, unit, and possesion re-
ports. A menu of icons down the right
side of the screen allows input of travel
and maneuvering directions simply by

clicking on an arrow icon. Other icons
labelled U (unit), P (possession), and O
(overyiew) are map-oriented.

Since the screen can display only a
limited number of hexes, O functions as
a zoom out, so that the overall map can
be displayed. From this view, you can
select any hex in the battle area, and the
computer will redraw the map for that
area.

The program features three unique
scenarios, six levels of difficulty, and
scasonal configurations, as well as a
number of other options that affect the
overall duration of the simulation.

Aside from the fact that the joystick
button seems somewhat sluggish in re-
sponding to commands, the program
works. However, there are no anima-
tions and no sound effects to remind you
of battle. Conflicts are represented by
arrows pointing at opposing units, as in
Universal Military Simulator (without
the 3D gridwork).

Although the program lacks some of
the bells and whistles ST owners have
come to expect, the level of detail in the
simulation makes Red Lightning a nat-
ural for veteran wargamers.

—Frank Eva

THE«M?
Presents !f ClGAl A
SPTESYT

CANADESIGN

Infography Award of Logic Art
Trophy

Info graphic posters by Michael Theil ll-Lazarescu
The great winner of Cigala 89 Award

COMPUTER

COMPUTER

ENTHUSIAST

CATALOG

D\bh’t Settle For A Price List!

Shop Complete Descriptions & Photos Of The Latest Atari ST Products

Shopping by mail doesn’t have 1o be a
gamble. Our Computer Enthusiast Cata-
fog presents the latest and greatest in Atari
ST software and accessories... with
complete descriptions and photos. You
can shop with confidence in the comfort
of your own home,

Our selection includes U.S. products as
well as imports from around the World.
Many developers release their products
through us exclusively. Others we're often
the first to make public. Either way you
find out about it first only through the
Computer Enthustast Catalog!

Special Deals abound in the catalog, too!

The info-poster directory of Cigala November Fest, available for $ 26.00
Info-posters 20 x 24" edited in one sample-only,
are available for $ 120,00 ea
The video posters info-cassette (VHS) with music illustraticn {(info-shorts)
includes all Cigala 89 participants works, 1s available for § 40,00 ea
A 8 bit floppie 5.4 disk of info-posters selection, with biblical
reconstitued images & voices, 15 available for $ 20,00 ea
B bit service | image numerical conversion, enlargement, treatment,
programs to order, infographic movies
=
And you too can win in Cigala 90 Award
For rules and catalogue : send § 10,00 to : Canadesign. Cinemaker Studio,
P.O. Box 85. Cornwall. Ontario, Canada K6H 5R9 Allow 30 days

Are you intereSted 7 Etes-vous intére$$4?  Seiinteressatto? IntereSSert sie das ?

62 ATARIEXPLORER SPRING 1990

From time to time we buy out overstocks
and discontinued items. We've liquidated
items from SoftLogik, Michtron, GFA,
Haba Qy-u.mx Camhndj,t. LISP, Pyramide, Polarware, and many others. In
fact, you'll like all of our prices. Theyre usually as good or better than
prices in any mail order price list type ads... but we give you so much more:
Of course the catalog descriptions are great. But we also don’t charge extra
for using your credit card. We ship COD if you like. We give 10 day trials
on hardware and even some software! We handle returns and exchanges
directly (rather than send you 1o the manufacturer). We treal you like a
customer deserves (o be treated and we appreciate your orders! /

E. Arthur Brown Co. Zc4 Fg_;

Toll-Free 1-800-322-4405 -




Devon Aire

ou are the top-notch burglar,

Devon Aire, specializing in

missing jewels—making them
become missing, that is. You have been
hired by the widow Crutchfield to find
the jewels her late husband hid around
her mansion. An easy job, you think—a
real snap.
Then you begin to explore and find that
the mansion is a lot bigger inside than it
looks. To make matters worse, Lady
Crutchfield’s husband was into genetic
engineering and left some of his experi-
ments roaming around the house. The
front door is now locked, so you can’t
change your mind and leave; somehow,
you will have tostay alive, finish the job,
and find a way out of this crazy place.

Devon Aire challenges you to find a
total of 16 jewels. They could be hidden
anywhere; some of the hiding places are
intricate puzzles and some are real
stumpers. [ have found two jewels that [
can see but can’t pick up; one is behind a
bathtub and the other is in a burning
fireplace. One of my favorites is the
jewel in the pool room (I'm not giving
much away here; you still have to find
it). Others are found in more mundance
places, such as behind pictures or on
bookshelves.
The Crutchfield mansion is shown in

a three-quarter view. You control your
man with the joystick as he explores the
mansion room by room. Chairs, tables,
plants, grandfather clocks, and most
other large objects can be pushed,
pulled, and otherwise moved about
within a room. Small objects like books,
juice glasses and jewels can be picked up
and carried from room to room, though
only one at a time. If you try to pick a
jewel up while holding a book, for exam-
ple, the book is set down and the jewel is
shown in your possession at the lower
right of the screen.

Doors connect the various rooms and
hallways of the manison. You simply
walk up to a closed door to walk through
it. My wife and I made a rather exten-
sive map of the Crutchfield mansion
that was still by no means complete.
You will find an upstairs and a dark
basement to explore along with the
more evident main floor.

Through trial and error we learned
that you shouldn’t go through certain
doors until certain conditions are met.
Sometimes the way back is blocked by
piles of furniture or by tables laid end to
end. You could move all that stuff
around and out of the way were it not for
those genetic experiments. Killer canar-
ies and mean mutant pig-mice home in
on you the moment you enter a room
they occupy.

You have a colored bar on the lower
left of your screen that shows your life
energy. You lose energy slowly as you
explore, and the mutants try to hasten
your demise by zapping you until your
energy is gone and you lose a life. You
get three lives, and then you have to
start over.

Fortunately, you can placate the mu-
tant pigs with cheese. You havetofind a
cage to take care of the canaries. And if
you hear a phone ringing, go pick it up.
As long as you carry it and it keeps on
ringing, the pigs and canaries will leave
you alone.

Sometimes during the game it be-
comes necessary to climb up high to exit
a room or to grab a jewel or other object
that you really need. By piling small
objects on top of or beside a larger ob-
ject, you can reach the ceiling of any
room. I found it a lot of fun to figure out
what to pile where to get at a jewel, a
piece of cheese, or a full glass of wine to
restore my life energy.

You might, for example, have to pull

outa table, push it up against a grandfa-
ther clock and then place a juice glasson
top of a bottle on top of a book toreach a
high shelf above a door in the pool room.
You climb by jumping onto each object
in turn. Then you climb back down to go
about your business.

When you find a jewel, you have to
take it back to Lady Crutchfield where
she is waiting in her room. When you
have found all the jewels, you must find
a way out of the mansion. Points are
awarded for returning jewels and com-
pleting necessary tasks along the way.

The main fun of Devon Aire comes in
figuring out how to use all the objects in
each of the rooms. There is supposed to
be a way to put out the fire in the fire-
place where a jewel is in plain sight.
Simply walking up to the fireplace and
trying to take the jewel results in the
abrupt end of one of your lives. There
must be some object or some sequence
of actions that will let you put out the
fire, but I have yet to find it. The jewel
behind the bathtub is also another one
that will make you scratch your head.
The development of an inquiring mind
and a willingness to experiment may be
beneficial side effects of Devon Aire for
some players. In fact, the game would
be a good tool for teaching problem-
solving.

The Devon Aire manual is a slim
booklet that provides just enough to get
you started and then leaves you on your
own. This is really a very simple game—
one that is easy to play but keeps you
busy with one absorbing puzzle after
another. Devon Aire is one of the most
original games I have played in the past
year. Whether or not you ever find all
the jewels and finish the game, you will
find Devon Aire a unique challenge that
draws you in and keeps you playing.

— John S. Manor
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of Ardognus, cast by the priest of

the Sun God Ra during the reign of
Hahmid I1, is about to be fulfilled. The
curse stipulates that any object that
comes between the Shrine of Ra and the
rays of the sun will be totally destroyed
and its pieces showered upon the earth,

Il is October 26, 1930 and the curse

Total Eclipse

and today a total eclipse is set to occur
over Egypt. You have two hours to pre-
vent the destruction of civilization by
finding the Shrine of Ra inside Hahmid
Il's pyramid and destroying it before
the eclipse is total.

The Shrine of Ra is located at the
apex of the pyramid. You start out

standing beside your airplane (a Sop-
with Camel) outside an entrance to the
pyramid. You have only minimal equip-
ment—a wristwatch, a compass, a bot-
tle for water, and a revolver.

Upon entering the pyramid, you find
yourself in a short hallway in which you
see a water trough, an open door, and,

Special Forces is an elite unit that
accepts only the very best sol-
diers. The weeks ahead will be
rough as you try to pass muster, but
with perseverance and lots of guts you'll
make it through the Special Forces
school known as Combat Course. This
package offers all the rigor and chal-
lenge of army training without the hair-
cuts and KP.

In Combat Course, you control a sol-
dier as he makes his way through four
basic types of demanding training
course— Physical, Risk, Combat, and
Combined. In the Physical courses, you
do push-ups, climb brick walls, avoid
attack dogs, and crawl under barbed
wire and through drainpipes.

All this takes place under the watch-
ful eye of a drill sergeant, who awards

points based on your performance. He
barks out orders in a digitized voice that
had me jumping to attention, and you
had better follow them immediately and
to the letter.

In the Risk course you have to pick up
dynamite charges, set them at metal
doors, and get out of the way fast. You
will also learn the art of picking up gre-
nades and getting rid of them before
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on the far wall, an ankh. The ankh is
used as a key to open barred doors.
Walking into a trough (or any water)
fills your bottle. The mouse controls
your gun; you can leave it in your holster
or draw it. A set of crosshairs helps you
aimit, and you have unlimited ammuni-
tion.

In Total Eclipse, the top half of the
screen shows the scene in front of you.
The graphics are of a solid-filled three-
dimensional type called Freescape,
which you may remember from Dark
Side and Space Station Oblivion. The
bottom half of the screen displays your
compass, your gun, your watch, your
heart, the progress of the eclipse, and
the number of ankhs you have collected.

Your heart beats constantly and will
beat faster after any intense exertion
such as a sudden fall. You can rest to let
your heartbeat slow down, but time
passes quickly when you relax. If you
forget to rest enough, however, you
could end the game with a heart attack.

Total Eclipse is a game of explora-
tion and survival. You walk through the
connecting rooms of the pyramid,
searching for the way to the Shrine of
Ra. You can move in any direction,
crouch, turn around, tilt your view, look

up and down, and change the length or
angle of your steps.

Many rooms contain ankhs, treasure
chests, and other objects. Very often
things are not as obvious as they appear,
50 you must examine everything. Your
gun comes in handy for opening chests,
exploring objects on high walls, and
finding secret passages.

You can save game positions and re-
load them, if you meet an untimely end.

In addition to the standard traps and
mazes, Total Eclipse offers the added
appeal of some challenging puzzles. If
you shoot certain objects (an eye hung
on a wall, for example), a message ap-
pears on the screen advising you to,
“Make the match.” You must then find
a similar object elsewhere and shoot it,
which is supposed to make something
happen—I don’t yet know what.

Total Eclipse boasts a great variety
of connected rooms to explore, so a map
is essential. One is provided for those
who need extra help, but you will enjoy
a much greater sense of accomplish-
ment if you make your own.

Some of the rooms pose physical
problems such as getting an ankh sus-
pended in mid-air by a wire or crossing a
room that throws up a wall each time

you step into it. Be sure to save your
game often when attempting to sur-
mount one of these obstacles—and re-
member your heart.

I found it easy to play Total Eclipse,
but difficult to figure out the tricks and
puzzles that hindered my progress
through the pyramid—and I'm still
guessing about some of them.

The graphics in Total Eclipse are
very good. The Freescape graphics defi-
nitely give you a feeling of freedom to
explore an alternate world; I really felt
as though I was inside a pyramid with
time running out on me. I like the extra
touches of the beating heart, the watch,
the blazing gun icon, and the opening
animated screen of the solar eclipse.

Total Eclipse is a game of adventure
and exploration. My own tastes run
more toward action and strategy, but I
found this adventure entertaining and
absorbing. Mapping the rooms, experi-
menting with different paths, learning
to use objects you find, and solving some
of the puzzles while staying healthy and
ahead of the clock, keep you very busy. |
recommmend the game.

—John S. Manor

they blow your hand off.

Other physical challenges include
climbing ladders and riding pulleys.
You must jump up on a pulley and hold
on tight as you glide through the air;
people have been known to drown in the
waters below. Land mines and attack
dogs round out the fun on this level.

The Combat course is probably the
most difficult single course. Dozens of
opponents come at you one at a time as
you run through the course carrying
your machine gun. You have to win in
repeated hand to hand combat, sneak
up on sentries, turn, and fire on the
attackers coming from behind—all
without stopping, for if you stop on any
course, you lose points.

Special dangers, animated in a win-
dow at the top of the screen, appear
from time to time. A simulated helicop-
ter airstrike, for example, is announced
by a loud shout of, “Enemy aircraft”
from your sergeant. Other dangers in-
clude machine gun fire (using rubber
bullets) and attack dogs.

As if that weren’t enough, the Com-
bined couse requires you to run the oth-
er three courses one after the other, too.
You are timed and accumulate points
for successfully completing various ac-
tions, such as throwing grenades, set-

ting charges, and shooting. You are pe-
nalized for stopping or not living up to
the high standards of the Special
Forces—by losing in hand to hand com-
bat, for example.

At first, | found Combat Course a bit
too difficult, and jumping over oil bar-
rels and climbing walls just wasn’t that
much fun. But the more I played, the
more | enjoyed it. The Combined
course, in particular offers an entertain-
ing variety of challenges.

The game includes a construction set,
so you can make up your own courses. |
tried making up my own course with the
construction set, and although the edit-
ing commands take quite a bit of learn-
ing, I think the results are worth the
effort. You can set landscapes, objects
(grenades, mines, barrels, pulleys), and
traps and, in general, control anything
you see on the screen.

Combat Course lets you save and re-
play “tapes” of your runs through the
courses. You just click on the VCR icon
at the left side of the screen to replay
what you have just done. High scores
are also saved to disk.

The program wins extra points for its
unique theme, sharp graphics, and the
digitized sound that creates a real boot
camp atmosphere. The only criticism I

have is that the manual does not provide
adequate instructions for using the con-
struction set.

Combar Course provides loads of
challenging arcade action. Boot camp
may not be to everyone's taste, but the
concept is very well-executed.

—John S. Manor

Moving Without The Mouse

PN sT HELP KEY

If for some reason you are ever un-
able to use the mouse on your ST, you
can move the mouse cursor around the
screen using the Alternate key in combi-

nation with the arrow keys. To move the
cursor over relatively large distances,
press the desired arrow key while hold-
ing down the Alternate key. To move
the cursor a single pixel at a time, hold
down both the Shift and Alternate keys
while pressing the appropriate arrow
key. A left mouse button click can be
simulated on the keyboard with the Al-
ternate-Insert key combination. n

J
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Travel the Oregon Trail in this simulation

of a covered wagon trek through the Old West

THE GAME

a family of five setting out from

Independence, Missouri, in the
spring of 1847 on the Oregon Trail.
Your objective is to arrive safely in Ore-
gon City, Oregon.

Having saved about $420 you must
purchase a wagon for $70, and with t