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IF YOU CAN FIND
A BETTER ATARI ST PROGRAM
WE'LL BUY IT FOR YOU!

Full GEM interfacing, convenient SwiftKeys, and many other unique features of our own.

- win Spell
Checker &
WORD WRITER S'I' Thesaurus
A full-featured, professional word pro-
cessing system for home and business
use. You get:
© A Continuous, 90,000-Word Spell
Checker that automatically identifies
misspelled words as you type your
document.
® An Integrated Thesaurus with over

TIMEWOYS
Data Manager™

wits Report

DATA MANAGER ST “vriter
A complete general information Stor-
age and Retrieval System with report
writing, business graphics, and label
making capabilities. Plus, you get:
® Flexibility that allows you to modify

your data base structure by changing

the size or position of fields of informa-

tion — at any time.

°A Report Writer that gener-

60,000 and

® On-Screen Underlining, /talics and
Boldface, Lightface, Subscript and
Superscript are displayed on your
screen — as you write.

® An Outline Processor that quickly
organizes notes, facts, and ideas in
convenient outline format.

® Every other feature you'll need for
everyday word processing, plus most of
the features found in more expensive
programs.

With Timeworks you get more
than software. . .

You Get Our Customer Technical
Support Team - free to all registered
users.

312-948-9200

© 1986 Timeworks, Inc. All rights reserved.

* Offer expires 90 days after date of original purchase. ** Registered trademark of Atari Corp.
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MORE POWER FOR YOUR DOLLAR
Timeworks, Inc. 444 Lake Cook Road, Deerfield, lllinois 60015
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ates customized data reports. You
specify the title, location, and sequence
of each column.

Femssy

S Wfﬂ' e |
F i

SWIFTCALC ST Somctris

A state-of-the-art spreadsheet for home
and business use. You get:
® Sideways: Lets you print all columns
on one continuous sheet . . . sideways.
® Super Graphics: Graphically display
and print out business information using
pie charts, bar charts, line plots, point
plots, hi-lo-close stock price plots, and
more.
8192 rows and 256 columns provide
up to 2,048,000 cells (locations) in
which to place information.

An

Package with pie charts, bar charts,
line plots, point plots, hi-lo-close stock
price plots, and more.

A Label Maker that prints your impor-
tant information onto all types of labels.

With Timeworks you get our Money
Back Guarantee*

If you can find anything that works better
for you — and it's available — we'll buy it
for you. Details inside every Timeworks
package.”

$79.95 each

TO ORDER CALL:

1-800-535-9497

For the Atari 520/1040 Computers.**
Suggested Retail List Price:

Available now at your favorite
dealer, or call Timeworks.

L Allow you to work on two
sections of your spreadsheet simultane-
ously.

Help Screens: Help you use the pro-
gram — without referring to your manual.
Formatting: Choice of formats — deci-
mal (up to 15 places); graphics; expo-
nential notation; $ sign & commas. Plus,
eight user-defined formats.

You Get Our Liberal Upgrade and
Exchange Policy - Detalils are inside
every Timeworks package.




You Told Us What The
Best Computer Baseball Game
Would Have

“Great graphics” “I want to play in the series!”
“Relief pitchers
—and subs”
“ like to slide alot of different pitches.”
—even head first.”
“Let me see what's happening =% < %

» “Put me right at the plate
on the whole field. % ; q when I'm batting.”

™~ <
Here It Is.
CHAMPIONSHIP BASEBALL
With 4 Divisions, 24 Teams, Playoffs and a Championship Series

You’ve been asking for the best in T A « You control all the action on the
computer baseball games, and you BASEBQ LL field—pitching (8 different pitches),

hitting, catching, outfield relays, base
running, even sliding under tags.
« Player substitutions can be made

want it all—graphics and features.
We've heard you, and Gamestar’s
Championship Baseball delivers. No

other product gives you the complete throughout the game.
sport of baseball like Championship « Division, playoff and championship
Baseball: series play.

o Player Draft, complete with reserves. All this and much more in the most

« Setting your starting lineup. complete baseball program available.
« Batting Practice, Exhibition Game When you’re ready to step into the
and League Play options. major leagues of computer baseball,

Championship Baseball’s your ticket.

« Each division is tougher than the last,
Nobody else gives you more.

so there’s always a new challenge.

For IBM PC, Tandy 1000, Apple Ile, IIc, Commodore 64/128, Amiga, Atari ST and 100% compatible computers.
To order, visit your local retailer or call 1-800-227-6900

Select your players from the talent
pool on their characteristics
and skill ratings. Name them after
today' stars, or anyone you want.

LAMESTAR

Amiga sreens shown; other systems may vary, Commodore 64, 128 and Amiga are trademarks of Commodere Electroncs Limited
fion. "Tandy Corporation. Atari and ST: Atari Corporation. Apple s a trademark of Apple Computer:
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“Nodemaster Chess,” by Jim
Todd, lets you play against your ST.
Written in fast, efficient machine lan-
guage, Nodemaster Chess is a chal-
lenging diversion for beginning and
intermediate chess players.

Jeff Stillson’s “Character Com-
bat” is a game of a different stripe.
Here, the object is to zap letters of the
alphabet as they zoom across the
screen. It’s both an action game and a
typing drill.

“File Viewer” is another useful
utility from Richard Smereka, the
most frequently published outside au-
thor in COMPUTE!’s Atari ST Disk & Mag-
azine. File Viewer is actually two
programs in one—a file-viewing utili-
ty and an interactive disk editor.
Smereka’s previous contributions in-
clude “ST-Shell,” “File Lister,” “Ex-
tended Formatter,” “File Finder,” and
“XREF Debugger.”

And the best is yet to come. In an
upcoming issue, we will publish
Smereka'’s latest effort—a revision of
ST-Shell so extensive that we thought
it deserved a more apt title. “Super-
DOS” is a powerful command-driven
disk operating system for your ST that

both UNIX
and many MS-DOS commands.
Among the dozens of useful features
are input/output redirection, en-
hanced batch-file processing, and a
variety of built-in utilities.

Acts like this are hard to follow,
but if you're a programmer, don’t be
discouraged. All submissions are wel-
come, and we're always looking for
clever, useful applications. If a sub-
mission doesn’t quite meet our needs,
but shows promise, often we'll return
it with a detailed list of suggested
modifications. Many of the programs
which have appeared in these pages
are the result of this process. Don’t be
afraid to try!

—Tom R. Halfhill, Editor
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Mindscape Aims To Please
With New Hits For the
Atari XE'/XL and ST'.

INFILTRATOR

Fasten your shoulder harness and
seat-belt. Infiltrator by Chris Gray puts
you at the controls of a powerful gun-
ship ready for action. You are Johnny
“Jimbo Baby” McGibbits with miles
of enemy airspace to clear. You'll then
convert to covert ground action, be-
hind enemy lines, to destroy the mad
leader and his hostile troops. Avail-
able on the Atari XE/XL only.

BOP ‘N WRESTLE

Pow!Sock! Slammo! Bop ‘N Wrestle
is as close as you can get to profes-
sional wrestling without drawing
blood. Put yourself into the ring with
10 of the biggest, baddest bruisers
ever to perfect the turn-buckle fly.
Available on the Atari XE/XL only.

TRAILBLAZER

Push yourself to the limit in this hyper-
-__Bv__;:g;; spatial spherical grand prix. Leave

your opponent in a cloud of dust as
you leap over black holes, purple
walls, blue bouncers, and the terri-
ble cyan nasty zone. Not for the faint
at heart. But surely an action arcade
adventure in which you can have a
ball. Available on the Atari XE/XL
BALANCE OF POWER and the Atari ST.

by Chris Crawford. You are the Presi-
dent of the United States. Tension HIGH ROLLER
always escalates in this global geo-
political simulation of the cold war's
cruel reality. Test your savvy with what

| BaLANcE = POVER
- tions in America. Available on the
Atari ST only.

Strap yourself into a Harrier jet and
enter the dangerous world of vertical
takeoffs, barrel roll attacks, and heat-
seeking sidewinders. Learn to fly the
most sophisticated combat aircraft in
this flight simulation software. Your
mission is to destroy the enemy head-
quarters 500 miles away. Good luck!

* o« ol : Available on the Atari ST only.
Mlndscape o
mind.

Software that challenges the MINDSCAPE

the New York Times called one of the
most sophisticated strategic simula-

Intiltrator is available on Apple I family, IBM & compatibles, C64 & C128 and Atari XE/XL. Bop ‘N Wrestle is available on Apple Il family, IBM & compatibles,
C64 & C128 and Atari XE/XL (128K recommended). Trailblazer is available on C64 & C128, Atari XE/XL and Atari ST. Balance of Power is available on
IBM & compatibles, Atari ST, Macintosh, and Amiga. High Roller is available on C64 & C128 and Atari ST.

Visit your retailer or call 1-800-221-9884 (in lllinois 1-800-942-7315) for Visa or MasterCard orders. To purchase by mail, send Visa or MasterCard number
with expiration date, check or money order to Mindscape, Inc., PO. Box 1167, Northbrook, IL 60065. Add $3.00 for shipping and handling. Allow 3-5 weeks
for delivery.

If you're an attorney read this: Apple, IBM, PC Jr., C: Atari and Amiga are registered of Apple Computer, Inc., International Business
Machines, Commodore Electronics Ltd., Atari, Inc. and C Amiga, Inc. i is a trademark of Mindscape, Inc.




Art-ST"

Second Prize Contest Winner

Robert M. Birmingham

Here’s a drawing program with a difference:
built-in frame animation. You can create a
series of screens and flip them in sequence
at any rate from slow motion to high-speed
action. The Second Prize winner in our
$10,000.00 Atari ST programming contest,
Art-ST™ runs on any ST in the low-resolu-
tion color mode.

Art-ST™ is a general-purpose drawing program that
offers all the tools you need to draw elaborate pic-
tures as well as more advanced features that let you
create animated slide shows. Since Atari STs sold
after late 1986 no longer come with NEOchrome, it
nicely fills the gap for those who haven't yet pur-
chased a commercial drawing program or aren’t
quite sure whether they need one.

Although Art-ST is a full-fledged drawing pro-
gram with a wide selection of drawing tools, its most
exciting feature is true frame animation. This is
much more powerful than the color-cycling anima-
tion found in most other drawing programs. Color
cycling merely simulates animation by rotating a se-
ries of colors; Art-ST lets you create cartoonlike ac-
tion sequences by flipping through a series of
screens. The screens can be flipped very slowly or at
blinding speed. Animation sequences can consist of
as many as eight screens on an unexpanded 520ST
or 24 screens on a one-megabyte ST. You can start
the animation at any frame in the sequence, play a
sequence endlessly, and even bounce the sequence
forward and backward.

Because Art-ST is compatible with DEGAS- and
DEGAS Elite-format files, you can incorporate exist-
ing pictures in your sequences, too.

You'll find the program file for Art-ST on this is-
sue’s magazine disk under the filename ARTST.PRG.

It can be run from the disk menu or GEM desktop
like any other program, but only from the low-reso-
lution color mode. If you try running it from another
mode, an alert box asks you to change modes.

Art-ST is written in compiled C. Due to its
length (more than 200K), the source code could not
be included on the magazine disk.

The Tool Menu

As seen in Figure 1, Art-ST divides the screen into

two parts. At the left is the menu area, which dis-

plays labeled boxes for the drawing tools available.
To the right is the work area.

To select a drawing tool, simply point to its
labeled box with the mouse cursor and click the left
mouse button. The box you select appears in a dif-
ferent color from that of the other boxes.

Tools that are flagged with an asterisk have an
alternate function which is usually a slight variation
of the tool. For instance, *CIRCLE (which draws a
hollow circle) can be switched to *DISC (which
draws a filled circle). Similarly, *SQUARE (a hollow

Figure 1: The main screen of Art-ST shows the menu
area to the left and part of the drawing area to the right.

ol
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As seen in this series of eight screens, Art-ST lets you create

for rapid frame

square) can be switched to *BOX (a filled square).
You can switch to the alternate function of a tool by
selecting it and then clicking on it a second time. By
repeating this action, you can toggle back and forth
between the two functions.

When the tools menu is displayed, the work
area does not consist of the entire screen. But that
doesn’t mean you can’t draw full-screen pictures.
There are two ways to draw on the hidden part of
the screen. The first is to click on the SCROLL box
arrows to slide the work area horizontally in small
increments. By pointing the mouse cursor at a
SCROLL arrow and holding down the left mouse
button, you can continuously slide the work area in
the desired direction.

The second way to work on full-screen pictures
is to click on the box labeled FULL SCREEN. This
removes the menu area entirely. To bring it back,
click the right mouse button.

In addition to selecting tools from the menu
area, you can also choose a color, fill pattern, line
style, and line thickness. To select a different color,
click on the color boxes near the bottom of the menu
area. Art-ST shows the currently selected color in the
rectangle above the color boxes along with the RGB
(Red, Green, Blue) numbers. To alter the RGB com-
ponents of the color, click on the number you want
to change. The left mouse button increases the RGB
values and the right button decreases them. By ma-
nipulating these values, you can access all 512 possi-
ble colors supported by the ST.

To select fill patterns and line styles, click on the
scroll arrows next to the boxes where they are dis-
played. You can flip forward or backward through
38 different fill patterns and six different line styles.
To select line thicknesses, click inside the box which
displays the line styles. There are seven different line
thicknesses to choose from, but only the thickness of
the solid line style (not of the broken lines) can be
changed.

The Drawing Tools
Let’s examine in detail what each of the drawing
tools does.

DRAW. With this tool you can draw freehand
in the work area by pressing the left mouse button
August 1987

and moving the mouse. DRAW uses the currently
selected color, line style, and line thickness. If you
hold down the Alternate key while drawing, the
paintbrush b t is in the Clipboard
area. (The Clipboard, which we’ll get to in a moment,
is a buffer area used to hold sections of the screen
captured with the *COPY and MAGNIFY tools for
the *PASTE tool.)

FILL. To fill an enclosed shape with a solid
color or pattern, select this tool, point to the area
you want to fill, and click the left mouse button. The
FILL tool uses the current color, fill pattern, and
write mode (see MODES below).

*CIRCLE. After selecting this tool, point to a
spot in the work area that will be the center of the
circle and click the left mouse button. A flickering
“rubber-band” circle appears on the screen. Control
the circle’s radius by moving the mouse cursor to-
ward or away from the center point. When you get a
circle you like, click the left mouse button again to
stamp it down. If you change your mind and don’t
want to draw a circle, click the right mouse button.
*CIRCLE also has an alternate function called
*DISC; this lets you draw a circle or ellipsoid filled
with the current color or fill pattern in a single step.

*SQUARE. Click the left mouse button inside
the work area to specify the upper left corner of the
square. When the rubber-band square appears, move
the mouse until the square is the desired size and
shape; then click the left mouse button again to
stamp it down. The square is drawn using the cur-
rent color, line style, and line thickness. While the
rubber-band square is on the screen, you can abort
this function by clicking the right mouse button.
*SQUARE also has an alternate function called
*BOX; this lets you draw a square filled with the cur-
rent color and fill pattern in a single step. However,
*BOX does not use the current line style and
thickness.

LINE. Specify the starting point of the line by
clicking the left mouse button. As you move the
mouse, a rubber-band line follows the mouse cursor
inside the work area. Click the left mouse button
again to stamp down the line. LINE uses the current
color, line style, line thickness, and write mode (see
MODES, below). To abort the LINE function while




Art-ST, you won't need them, anyway.

To switch between screens or frames (we’ll use
these terms synonymously) in Art-ST, click on the
arrows next to the FRAME box in the lower half of
the menu area. Clicking on the left arrow shows the
previous frame, and clicking on the right arrow
shows the next frame. An indicator shows which
frame is displayed in the work area. Frame numbers
start at 00, so 00 is frame 1, 01 is frame 2, 02 is
frame 3, and so on.

To create an animated sequence, draw a series
of pictures using consecutive frames. Make each pic-
ture slightly different from the one before it. The
*COPY, *PASTE, and *PASTE+ tools are particular-
ly valuable for this job. You can copy an image from
one frame into the Clipboard, switch to the next
frame, and paste the image back down again. This
saves you the trouble of repeating a lot of tedious
work.

Starting The Show

Once you've created a series of frames, Art-ST can
flip them at variable speeds via the SLIDE function.
When you click on SLIDE, an alert box appears. It
asks you to specify the beginning frame in the se-
quence (it doesn’t have to be frame 00), and the end-
ing frame in the sequence. Click the left mouse
button on the frame number to increase it, or the
right mouse button on the frame number to decrease
it. You can also choose whether the sequence should
endlessly loop around and repeat itself (WRAP ON
LIMIT), or reverse direction when the last frame has
been reached (REVERSE ON LIMIT). The latter
choice bounces the sequence forward and backward.

When you click the START button, the animat-
ed slide show begins. By default, the speed is rather
slow. To change speeds, click the mouse anywhere
on the screen during the animation. When you click
toward the left side of the screen, the animation
speeds up; when you click toward the right side of
the screen, the animation slows down. Art-ST is ca-
pable of flipping the screens so rapidly that they ap-
pear to merge together.

To stop the animation, click the right mouse
button. If you selected the SLIDE function by mis-
take, you can prevent the animation from starting by
clicking the QUIT button in the SLIDE alert box.

Even if you never create animated sequences,
the multiple-screen capability of Art-ST is a valuable
feature. You can keep various copies of a work in
progress, store frequently used shapes for templates,
and use extra screens for experimenting with radical
changes. Although other drawing programs have al-
ternate screens, few—if any—offer as many as Art-ST.

Disk Functions
Rounding out Art-ST’s features are some disk func-
tions for saving, loading, and deleting individual

screens or an entire series of frames for an animated
sequence. Select these functions by clicking on the
appropriate boxes in the menu area.

SAVE. When this function is selected, an alert
box asks if you want to save a single screen or multi-
ple frames. If you choose SINGLE, a standard file se-
lector window appears so you can enter a filename
as usual. The filename must end with the .PI1
extender.

Important: Art-ST saves the frame which is cur-
rently displayed on the work screen. In other words, if
frame 03 is displayed when you select SAVE, that’s
the screen which will be saved—not frame 00 or any
other frame. To save other individual frames, you
must switch to that screen before clicking on SAVE.

Saving an entire sequence of frames one by one
would be tiresome, so Art-ST offers another option
when you select the SAVE function. When you click
on MULTIPLE, you'll be asked to specify a range of
frames to save. To specify the starting and ending
frames in the range, point to a frame number and
press the left mouse button to increment it or the
right mouse button to decrement it. Once you've de-
fined the range, click on the SAVE button. Again, a
standard file selector window will appear. Enter a
filename that ends with the .MLT extender. Then
click the OK button.

Make sure you have plenty of room on the disk,
because each screen consumes about 32K. A single-
sided disk can hold a multiple-frame sequence of
only ten screens.

LOAD. With this function you can load individ-
ual screens or multiple-frame sequences from disk.
After you've selected LOAD, you're asked if you
want to load a single screen or a sequence; click on
SINGLE or MULTIPLE. If you pick SINGLE, a file
selector window displays all the .PI1 files on the
disk. Choose the file you want and click OK. If you
pick MULTIPLE, a file selector window displays all
the .MLT files on the disk. Again, pick the file you
want and click OK.

If there isn’t enough memory in your ST to load
an entire multiple-frame sequence that was previous-
ly saved, Art-ST loads as many screens as it can and
ignores the rest. This could happen if someone creat-
ed a sequence with a 1040ST and you're using an
unexpanded 520ST, or if you accidentally installed
some desk accessories before loading Art-ST.

DELETE. This function lets you delete a picture
file from a disk. An alert box will ask you for the
type of file you want to delete. Choosing the SIN-
GLE option means you can delete a single-screen file
from the disk; choosing MULTIPLE allows you to
delete a multiple-frame sequence. After you've
picked one of these options, a standard GEM file se-
lector window appears, displaying the files on the
current drive which match that type (.PI1 or .MLT).
Click on the filename you want to delete and click
OK. If you change your mind, click CANCEL. ST

COMPUTE!’s Atari ST Disk & Magazine
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An extraordinary new publication for users of IBM PCs and compatibles:

- COMPUTEP

C magazine

Special
BONUS

First Issue
FREE

With Subscription

FOR IBM PCs AND COMPATIBLES

A bimonthly magazine devoted exclusively to PC enthusiasts. It includes a disk
containing all of the programs found in each issue.

The IBM PC has long been a recognized standard in the
business ity. But recently, ing amazing
has been happening: Low-priced PC/MS-DOS
compatibles and clones are moving into homes, schools,
and small businesses as never before. According to sur-
veys, they’re being used for just about everything: tak-
ing work home from the office, running small

E i e " S

and

That’s why COMPUTE! Publications is announcing a
new magazine specially designed for PC users: COM-
PUTE!'s PC Magazine. It's a magazine for everyone—not
just corp dat: i or Fortune 500
executives. Whether you've got an IBM PC, XT, AT, or
Model 30, a mid-priced compatible, or a low-cost im-
ported clone, you'll find many valuable applications,
ideas, and entertaining programs in every issue of COM-
PUTE!'s PC Magazine:

* Top-quality programs. First and foremost, COM-
PUTE!'s PC Magazine will bring you a disk full of orig-
inal, previously unpubli software. Applicati
programs for home and business. Educational programs
for youngsters. Utilities. Games. And since all of the
programs are on disk, there are few limitations on
length or language.

* The best of the boards. In addition to original soft-
ware, each disk also includes an outstanding program
picked from the thousands of files available on bulletin
board systems all over the nation. We make sure you
get the latest available revision, fully tested and veri-
fied, with imp y-to-und d ?

* Source code. If you're a programmer—or would like
to be one—you'll appreciate the source code for our
programs included on every disk. You can examine
valuable routines in a variety of languages, and even
customize our programs for your own use.

* Regular columns. Take a look at our “PC News &
Notes” section to learn about the major events through-
out the PC community. Hear all the inside gossip and
rumors with “The Ear.” Use your PC more efficiently
with help from our “Getting Down To Business” col-
umn. And send your questions and hints to “Readers’
Feedback.”

* Reviews. You'll see honest evaluations of the most in-
teresting software and hardware for PCs and
compatibles.

* New Products. Highlights of hundreds of new pro-
grams, peripherals, expansion boards, and other prod-
ucts that are released for PCs every month.

* And more. Interviews with newsmakers, reports from
industry trade shows, and overviews of significant new
product introductions. Plus, in 1988, COMPUTE!'s PC
Magazine will begin publishing the winning programs
from our $15,000 PC Programming Contest!

Starting with the September 1987 issue (available
August 1), COMPUTE!'s PC Magazine will be on news-
stands nationwide for only $12.95 per copy, including a
5%-inch disk bound right into the magazine. Or it can
be delivered directly to your mailbox six times a year
for only $59.95—a savings of over 20 percent.
Subscribers even get a choice of receiving a standard
5%-inch disk or the new 3%:-inch disk with their
magazine.

As a special bonus, if you order a prepaid
subscription before October 1, you'll get the first
issue absolutely free! That’s seven issues for $59.95!

To order, call TOLL FREE 1-800-247-5470. (In Iowa
1-800-532-1272.) Or send check or money order to:
COMPUTE!'s PC Magazine

P.O. Box 10767

Des Moines, 1A 50340

COMPUTE! PublicationsInc.g

Part of ABC Consumer Magazines, inc.
One of the ABC Pubishing Companies



$15,000.00

Programming Contest!

COMPUTE!s PC Magazine

For IBM PCs & Compatibles

First Prize $7,500.00

Second Prize $2,500.00

Five Honorable Mentions $1,000.00 each

COMPUTE! Publications, Inc., a 1 leader in p

1 1:

& publishing, is 1 a new maga-

zine this summer: COMPUTE!'s PC Magazine for IBM PCs & Comparﬁbles. Each bimonthly issue will include a
floppy disk filled with programs, source code, and other useful information. We're looking for the very best
original software for IBM PCs, XTs, and compatibles, and are sponsoring a programming contest with a total of
$15,000.00 in prize money for the top six winners. That’s $7,500.00 for First Prize; $2,500.00 for Second Prize;
and five Honorable Mentions at $1,000.00 each. In addition, the winners will receive our standard purchase
fees for publication in our magazine and royalties if republished in COMPUTE! books.

Even if your contest entry doesn’t win a prize, you will still earn purchase fees if we accept your program

for publication.
Interested? If so, read these rules:

1. Entries must be your original work, previou:gl unpublished in
any form. All those whose programs are accepted will be required
to affirm this in writing.

2. You can submit as many entries as you want, but we cannot
consider programs which have been either entered in other con-
tests or submitted for publication elsewhere at the same time.

3. The contest deadline is October 31, 1987. All entries must be
received at our offices by this date. Programs submitted after this
date will still be considered for publication, but will not be entered
in the contest. If we purchase an entry for publication before the
deadline, the entry is still eligible to win.

4. Entries are allowed (and encouraged) in virtually all software

ss applicati ducati ation

6. Entries must be submitted on 5%-inch floppy disks. If your pro-
gram is written in a compiled language, you must submit both the
runtime code and all of the source code required to compile the
program.

7. Entries must be accompanied by an article which explains how
to use the program and what it does. If your program employs any
new or unustial techniques that you think will be of intefest to
other ou can al ibe how the program works.
(If you feel that writing is not your strong point, please do not hesi-
tate to enter; this is a gmg(amming contest and the entries will be
judged solely on the basis of the programs submitted.)

8. Submissions which do not win a prize and are not accepted for

will be returned only if accompanied by a self-

categories: home and busine:
telecommunications, graphics, sound and music, and utilities.

5. Entries may be written in any programming language—includ-
ing BASIC, C, machine language, Pascal, and Modula-2—as lon
as they meet two requirements. First, if you're using a compile:
language, the compiled object or runtime code must be a self-stand-
inﬁ ﬁro?ram that can be run by someone who doesn’t own a mgy
of the Tanguage. (Interpreted BASIC is an exception. It can be
assumed that nearly everyone owns a copy of BASICA or GW-
BASIC.) Second, we must be able to legally distribute the program
without incurring licensing fees or other obligations to the maker of
the language. If you're not sure whether a certain language quali-
fies, contact its maker for clarification.

Every contest entry must include this signed form:

addressed, stamped mailer.

9. The staff of COMPUTE! Publications, Inc., will judge the con-

test, and all decisions regarding contest entries and acceptances
will be solely at the discretion of COMPUTE! Publications, Inc. All
decisions are final. This includes decisions regarding creativity,
similarity among entries, and general suitability.
10. Winners will be by COMPUTE! P
in early 1988.
11. This contest is void where prohibited by law. Full-time, part-
time, and previous of COMPUTE! Publications, Inc.
and Capital Cities/American Broadcasting Corporation are ineli-
gible for the contest, but may still submit work for publication at
standard rates.

Inc.,

I warrant that the program presently entitled

is my own original work and

that the work has not been submitted for consideration elsewhere, nor has it been previously published in any form. If my work is
accepted by you, I understand that your decision as to the selection of winners and awarding of prizes is final and without recourse
on my part. Should you select my submission, | understand that | will receive no payments until I sign your standard contract,

whicl
image in promotional materials and other forms.

includes assignment of the copyright of the program to COMPUTE! Publications, Inc., and that you' may use my name and
Ef you are under age 18, your parent or legal guardian must sign for you.)

Address entries to:  PC Programming Contest
COMPUTE! Publications, Inc.
P.O. Box 5406

Greensboro, NC 27403

COMPUTE! Publications,inc.&»

Part of ABC Consumer Mogazines, inc.
One of the ABC Publshing Companies




the rubber-band line is on the screen, click the right
mouse button.

K-LINE. This tool is a variation of LINE. K-
LINE allows you to draw a series of connected lines
by repeatedly clicking the left mouse button. The
ending point of one line automatically becomes the
starting point of the next line. To stop drawing con-
nected lines, press the right mouse button. Like
LINE, K-LINE uses the current color, line style, line
thickness, and write mode.

TEXT. After selecting this tool, simply move the
mouse cursor into the work area and type the de-
sired text. You can then move the mouse to position
the text wherever desired. To stamp it down, click
the left mouse button; to abort the function, press
the right mouse button. TEXT uses the current color,
text style, and text size. To choose a text style, click
on the arrows next to the text display box in the
lower half of the menu area. You can flip through 32
different text styles. To change the size of the text,
move the mouse cursor inside the text display box,
and click the left mouse button to increase the size,
or the right button to decrease the size. You can
choose from 21 different text sizes.

PIXELS. This function lets you perform fine de-
tail work on a small section of your picture (pixels

are the tiny screen dots that make up a video image).

The first step is to pick the section you want to edit.
After selecting the PIXELS tool, move the mouse
cursor into the work area; you'll notice that the cur-
sor changes into a box. (See Figure 2.) Move the box
around until it defines the desired area; then click
the left mouse button. If it’s difficult to see exactly
what'’s inside the box-shaped cursor, refer to the iso-
lated view that temporarily replaces the lower por-
tion of the menu area. 3

After you've clicked the mouse button, Art-ST
enlarges the section you defined to full-screen size.
The tiny pixels are now easy-to-see squares. (See
Figure 3.) You can change these pixels individually,
and choose a new color if you like. The isolated
view in the lower left corner of the screen shows the
enlarged section in actual size. If you make a mis-
take, you can restore the enlarged area to its original
state by pressing the Undo key.

To return to the normal-sized work area, click
the right mouse button. The box-shaped cursor re-
mains on the screen so you can define a new section
to enlarge. To exit the PIXELS function entirely, se-
lect another tool. (Note: While using the PIXELS
tool, you cannot select the SLIDE, MODES, SAVE,
LOAD, or DELETE functions.)

*COPY. This tool lets you grab a section of your
picture and place it in Art-ST’s Clipboard buffer.
From there you can stamp it down somewhere else
with *PASTE or use it as a paintbrush by selecting
the DRAW tool and holding down the Alternate key.

The first step is to grab the section. After select-
ing *COPY, move the cursor into the work area and

Figure 2: The square PIXELS cursor shows the area to be
enlarged.

Figure 3: A blown-up view of the area selected in Figure
2. Note the actual-size view at the lower left.

click the left mouse button to specify the upper left
corner of the section you want to grab. When the
rubber-band square appears, move the cursor to
specify the lower right corner. Click the left mouse
button again to copy that section into the Clipboard.
You can abort the function by clicking the right
mouse button while the rubber-band square is on
the screen.

*COPY also has an alternate function called
*CUT. This works much like *COPY except that it
erases the defined section from the screen in addition
to copying it into the Clipboard. To replace the sec-
tion erased by *CUT, you can press the Undo key.
This restores the picture without erasing the
Clipboard.

*PASTE. This tool lets you stamp down any-
where on the picture a copy of whatever is in the
Clipboard. (Of course, this assumes you've just cop-
ied something into the Clipboard with *COPY or
*CUT.) After selecting *PASTE, move the mouse
cursor into the work area of the screen. You'll notice
that the cursor changes into the image of whatever is
stored in the Clipboard. Position the image as de-
sired; then click the left mouse button.

*PASTE even lets you move an image from one
screen to another (an extremely useful feature when

10 COMPUTE!’s Atari ST Disk & Magazine



you're creating frame animation, as we'll see in a
moment). Normally, however, it won’t use the color
palette from the screen it is taken from. Therefore,
when you're copying an image from screen to
screen, the image may contain “false” colors. To
paste an image with its original colors, use the alter-
nate function *PASTE+. You can also change the
way *PASTE and *PASTE+ work with the MODES
tool, explained below.

MAGNIFY. This tool lets you grab a section of
your picture, magnify it, and paste it back down like
a rubber stamp. After selecting MAGNIFY, move the
cursor into the work area and click the left mouse
button to specify the upper left corner of the section
you want to grab. When the rubber-band square ap-
pears, stretch it out to enclose the desired area, and
click the left mouse button again. After this is done,
an alert box appears on the screen. It asks you for
the degree of magnification desired: 2X, 3X, 4X,
5X, 6X, 7X, 8X, or 9X. You can either select the
magnification and click on the OK button, or abort
the MAGNIFY function by clicking on the QUIT
button.

If you click OK, there will be a delay of several
seconds while the program performs the difficult cal-
culations necessary to blow up the image. The delay
depends on the degree of magnification and the area
magnified, but is usually less than 15 seconds. When
the magnified image appears, the *PASTE tool is
automatically activated so you can stamp down the
image wherever you want.

MODES. This function allows you to change
the logic mode used for *PASTE and the other
graphics tools. When you select MODES, an alert
box appears on the screen and offers two options for
both the write mode and text mode: REPLACE and
TRANSPARENT. You can change modes by clicking
on the appropriate buttons. When REPLACE (the de-
fault mode) is chosen, the area overwritten by
*PASTE or the other tools will be replaced by the
new material. When TRANSPARENT is chosen, any
portion of the image that is to be placed in the work

Figure 4: With MAGNIFY, you can enlarge portions of
the screen from 2X to 9X and paste them back down
again.
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area will show the back d color as
See Figure 5 for an example of how MODES can af-
fect the TEXT tool.

Undo. You can press the Undo key to fix any
mistakes you may commit. The Undo key reverses
only the last operation you performed. So if you make
a mistake, press Undo before doing anything else.

CLRSCR. This function clears the screen which
is currently displayed in the work area. If you draw
a picture you want to keep, remember to save it on
disk before selecting this function. If you wipe out a
picture by mistake, you can bring it back with the
Undo key.

QUIT. This selection exits Ar¢-ST and returns
you to the GEM desktop. An alert box requests con-
firmation in case you selected QUIT by mistake.

Frame Animation

One of the unique features of Art-ST is its ability to
have several pictures or frames in memory at one
time and then flip thmugh them at variable speeds.
This is the same p ployed in movi if
each frame is shghtly dxfferent from the one before
it, and if the entire sequence is flipped by at a high
enough speed, an image can seem to move and
come alive. This is much more flexible than color-
cycling animation, where only certain colors in an
image can be changed.

On an unexpanded 520ST, you can fit eight
frames in memory if no desk accessories or RAM
disks are installed. On a 1040ST or a 520ST expand-
ed to a full megabyte, you can fit 24 frames in mem-
ory if no accessories or RAM disks are present. The
best way to free as much memory as possible is to
create a separate boot disk for Art-ST. Don’t put any
RAM disks or desk accessory programs (files with
the extension .ACC) on this disk. Then insert this
disk in drive A and switch on the computer. When
you drop down the Desk menu on the GEM desk-
top, the only item should be Desktop Info. This
leaves all the memory in the computer for Art-ST.
Since you can't call desk accessories from within

Figure 5: By switching write modes, you can change the
way text and other images affect the background graphics.




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

A Hierarchy Of Directories

In your April issue, you discuss
GEM’s Install Application option. I'm
having a problem with this. My word
processor (Word Writer ST) is in a fold-
er on my hard disk, in drive C. My
document files are in other folders on
the same disk.

Two problems occur: First, after
installing Word Writer ST, the program
cannot be found if it is not in the
same folder as the document. Second,
if both are in the same folder, every-
thing works until you attempt to
“save as,” at which point the file
selector opens as disk A, which I
don’t want to use. Any suggestions?

Kim Emerson

First, a few notes about folders: When
Yyou open the directory for your hard
disk C, you're looking at the root direc-
tory, the directory at the highest level.
It may contain files (programs or data)
or folders (also called subdirectories). A
folder that contains additional folders is
a parent directory. The folders inside
are its children. GEM limits you to eight
levels of folders within folders within
folders. (Incidentally, Richard Smereka,
the author of “ST-Shell” in the Decem-
ber 1986 issue, reports that a shell pro-
gram allows you to create folders that
are nested more deeply than eight
levels,)

The Install Application option in-
forms GEM that certain files are sup-
posed to be used with a certain
program. For example, ST BASIC uses
-BAS files—that is, files whose filenames
end with the extender .BAS, such as EX-
AMPLE.BAS. So to install ST BASIC as
an application, you would follow these
steps:

Kactore et

1. Select the application—in this case,
ST BASIC—by clicking once on the
STBASIC filename or icon.

2. Drop down the Options menu on the
GEM desktop.

3. Pick the Install Application... selec-
tion from the menu. A screen like this
appears:

4. Type BAS on the Document Type line
to match up ST BASIC and .BAS files.
5. Click on the OK button.

From now on, when you double-
click on a file with the extender .BAS,
the ST knows it should run ST BASIC
first and then load the .BAS file into
memory. The same can be done with
other applications, such as word
processors.

There are some limits on the Install
Application option, as you've noted. If
you've installed BASIC and you then
open a program, GEM confines its

The difficulty you're having with
the file selector box is easily remedied.
There are two lines you can change in a
file selector: Directory and Selection. If
Yyou click on the Directory line or press
the cursor up key, you can change the
pathname. To quickly erase the whole
line, tap the Escape key. After changing
the Directory to something like C:, click
inside the box that lists the filenames.
The new directory will be read and
displayed.

Getting The Blitter
How will Atari handle the blitter
chip—installed or add-on?

Kenneth C. Skidmore

As of this writing (late April), the long-
awaited blitter chip is still not avail-
able. However, Atari has indicated that
the blitter—which speeds up graphics
and screen printing—uwill be installed in
the new Mega STs, and will be an op-
tional upgrade for current owners of
520STs and 1040STs. The upgrade is ex-
pected to cost from $100 to $150. In ad-
dition to the blitter chip, the upgrade
will include new read only memory
(ROM) chips with a version of the TOS
operating system specially modified for
the blitter. In all other respects, TOS
will remain unchanged.

search to the current path—including
the directory containing the .BAS file
and its parents (and parents of parents).
In other words, the ST knows how it got
to the current folder, so it can search
the local directory and any parent direc-
tories. The application program can't be
in a sibling directory, on another disk,
or in a child directory.

The solution to your problem is to
put Word Writer ST in a higher-level
folder than the text files. For instance,
create a folder called WRITER. Copy
Word Writer ST to that folder. Within
that folder, you could have other folders
(named LETTERS, STORIES, or whatever)
that contain documents. As long as the
parent directory contains Word Writer
ST, you can use it as an installed
application.

12

Running TTP Programs
The only way I can get the FIND.TTP
program from the April 1987 issue to
work (to find a file on a disk) is to
copy FIND.TTP to the disk I want
searched. When I select FIND.TTP,
type the parameters, then insert a
new disk, the response is “This appli-
cation can't find the folder or file you
just tried to access.” Was this the in-
tent of the author or am I missing a
fundamental step? I'm using a 520ST
(TOS in ROM) and an SF354 drive.
Frank Mathison
If you're using a single floppy drive, the
FIND.TTP program must be on the disk
you wish to search. If you're using a
system with a second disk drive, it's
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possible to run “File Finder” from one
disk and search a second disk.

Files that end with the .TTP exten-
sion are TOS-Takes-Parameters pro-
grams. Because File Finder falls into this
category, the operating system (via
GEM) puts a dialog box on the screen
before runmng the program. Thts allows
you to type in the p

file from the desktop, the lines overwrite
each other. The carriage return (Control-
M or CHR$(13)) sends the cursor to the
beginning of the line, but without a
linefeed (Control-] or CHR$(10)), the
cursor doesn’t advance to the next line.
We've included on this issue’s disk
a program called EOL.TTP (if you use a
d-line program such as ST-

name of the file to fmd, in this case—
before the program runs. It's important
to remember that, at the time you enter
the parameters, the FIND.TTP program
has not yet loaded into memory. The
second step taken by the operating sys-
tem, after it gets the information from
the user, is to load the FIND.TTP pro-
gram and pass the parameters to it.

The error message “This applica-
tion can't find the file or folder you
tried to access” is not part of the File
Finder program. It's coming directly
from your ST, which has the parameters
and is trying to run FIND.TTP. But
you've switched disks, so the program
can’t be loaded into memory. This
means that for people who are using a
single disk drive, File Finder must be on
the same disk it’s searching.

There’s a solution to this quandary,
however. In the June issue of COM-
PUTE!'S Atari ST Disk & Magazine is @
program called “Recoverable RAM
Disk,” which sets aside a portion of
memory to act as if it were a disk drive.
If you create a RAM disk, you have, in
effect, a second disk drive. You can then
run File Finder from the second drive
(the RAM disk) and have it search
through various floppy disks you insert
in drive A.

Adding Linefeeds To
“Notepad” Files
About the April issue: A text editor as
a desktop accessory—fabulous—
“Desktop Notepad” is just what I was
looking for. Unfortunately, the files
created are not readable when dis-
played on the screen via the GEM
Show option. Instead, the lines over-
write each other. The only fix I've
been able to come up with is to add a
dummy character at the end of each
line and then go back and change it
to a linefeed (Control-]). This works,
but is too time-consuming. Can‘you
do any better?

Jonathan Corey

“Desktop Notepad” puts a carriage re-
turn but no linefeed at the end of para-
graphs. As a result, when you Show the

August 1987

Shell, rename the file to EOL.PRG). It
converts the end of line characters ac-
cording to parameters you provide.

When you run EOL.TTP, a dialog
box appears on the screen. Enter the
filename of the text file you wish to
modify and one or more of the following
options:

-r end lines with carriage return

-l end lines with linefeed only

-rl end lines with both CR and

-0 filename  send output to the given
filename

-» don’t pause for keypress

For example, if you type the follow-
ing parameters in the dialog box:
test.asc -0 test2.asc -rl

EOL.TTP would take a file named TEST
.ASC, copy it to a new file called TEST2
.ASC, and put carriage returns plus
linefeeds at the end of each line. This
would convert a Desktop Notepad file to
an ASCII file like those created by 1ST
Word.

If you' don’t include an output file-
name, EOL.TTP simply prints the file on
the screen. The no-pause feature is in-
cluded for people who use EOL from a
shell program.

For those who are interested in
studying how this program works, the
source code (written in Megamax C) is
also included on this issue’s disk in the
file EOL.C.

All The Combinations
1 am writing a program in ST BASIC
that finds all the possible ways there
are to add up eleven numbers, some
with decimal places. There can be
from two to eleven numbers added
together from the list, as long as the
number is not used more than once.
What is the solution?

Steve Meierhofer

Given a list of eleven numbers, each of
which might or might not be added to
the total, the number of possible sums is
two to the eleventh power (2048). In-
cluded in that list is one case where no
numbers are added and eleven cases
where only one number is added. So,

13

subtract 12, and the number of possibili-
ties is 2036.

The following program will print
out the 2036 combinations of eleven
numbers, with at least two numbers as
part of each sum:

10 dim a(lm b(ll))

o

60 if j and bik) lhen total = total + a(k):
n=n+

70 next k

80 if n > 1 then print total

90 next j

100 data

1.1,2.1,3.2,5.3,8.5,13.8,22.3,36.1,58.4,94.5,
1529

If you want to print out the results,
change the PRINT statement in line 80
to LPRINT and make sure you have
enough paper in the printer. You might
want to add a semicolon after the vari-
able TOTAL in that line, too. For anoth-
er set of numbers, change the DATA
statements in line 100.

Note that the example program
doesn’t check for duplicate totals. There
might be two ways to calculate a sum of
13.8, for example. Also, if you wanted to
display the numbers in order, you'd
have to store them in an array and use
a sorting routine. One more note: Due
to the limitations of floating-point preci-
sion in ST BASIC, you'll occasionally
see a number like 20.1999, which should
be 20.2, but has succumbed to an accu-
mulation of rounding errors.

More About DESKTOP.INF

In the April issue, the article “/Cus-
tomizing The GEM Desktop” appears
to be in error. It says the Control Pan-
el accessory can be omitted when the
DESKTOP.INF file has stored the rel-
evant information. I determined this is
wrong by trying it (the scientific
method of experimentation). If the
Control Panel is not present, then the
colors in DESKTOP.INF are not ac-
cessed by the computer.

I am somewhat dismayed by this
characteristic of the operating system.
Without the Control Panel, the key
click delay and key repeat speed are
uncontrollable. But with the Control
Panel, date- and time-setting pro-
grams in the AUTO folder are useless,
because accessories are loaded after
the AUTO programs are run and the
Control Panel resets the date and time
when it is loaded.

Jeremy F. Brown



You're right about DESKTOP.INF and If Rez<>2
the Control Panel. The article was in- Prln! Chr$(27)+"b"+“1"
correct. The color information in DESK-
TOP.INF is not accessed unless the
Control Panel accessory is active.

We haven't seen the problem with
setting the time and date, however.
There are a variety of time/date pro-

an At(14,20);
Form Input 8In_time$

grams available in the public domain. g::ﬁ"'e Hiutmed Nudate
They run from the AUTO folder, ask the Return

user to input the time and date, and use

that information to set the internal

clock. They work with or without the

Control Panel accessory in memory. If Rez<>2

We’ve never seen the Control Panel re- Print Chr$(27)+"b" +“4"

set the clock after the time has been set Endif

by an AUTO program.
I loonoiaE we ve T el Print At(11,4)” By George Miller ”

time- and date-setting program in GFA Print Chr$(27)+“q"

BASIC. The compiled program is on the If Rez<>2

magazine disk in the file DATE- Print Chr$(27)+b"+"8"

TIME.PRG. For programmers, the source ks

Procedure Header

Cls
Print Chr$(27)+"p”

Print At(5,2);" COMPUTE!'s Atari ST Disk & Magazine ”
Print At(8,3);” Vol. 2, No. 4 August 1987 "

code is in the file DATETIME.LST. Retum

’ Procedure to check and set clock
Gosub Check_date_time
End

Procedure Check_date_time
ate:
Rez=Xbios(4)
Nu_dates =Date$
Hea
mm A«a 6);'Date presently set to: ”;
If Rez<>2
Print Chr$(27)+“b” +“1”;Nu_date$
Print Chr$(27)+"b"+"8"
Endif
If Rez=2
Print Nu_date$

Print At(3,8);"Press <Return> to use this date or”
Print At(3,10);“Enter new date (mm/dd/yy) ”;
Print At(3,12);"(Be sure to include the /)"
If Rez<>2

Print Chr$(27)+"b"” +"1"
Endif

Print At(14,20);
Form Input 8,[n_date$
If In_date$—

Goln Time

Endif

If Asc(In_date$)<48 Or Asc(In_date$)>57
Goto Date

Endif

Nu_date$=In_date$

Time:

Header
Print At(3,6);"Present time is ”;
If Rez<>2
Print Chr$(27)+“b” +“1”;Time$
Print Chr$(27)+“b" +“8"
Endif
If Rez=2
Print Time$
ndif

Print At(3,8);“Press <Return> to accept time or”
Print At(3,10;“Enter new time (hh:mmss) ”;
Print At(3,12);(Use Military [24 hour] formaty”

Writing A BBS Program
I am interested in writing a bulletin
board system (BBS) program in ST
BASIC, but the BASIC manual doesn’t
include any instructions on how to
send commands to my Hayes-compat-
ible modem. For instance, how do I
tell the modem to answer or hang up
the phone?

Jeffrey D. Beaubien

Hayes commands have become the stan-
dard for microcomputer modems. Most
terminal software is written to support
Hayes compatibility and most modem
manufacturers build in some degree of
compatibility with the Hayes command
set.

Telling the modem to hang up the
phone requires a succession of com-
mands. First, since the computer run-
ning the BBS program would be

ing with another
it's necessary to tell the modem that a
command follows. This alert signal con-
sists of three plus signs (+++). Next,
send the attention code (AT) followed by
the desired command. Note that com-
mands are always sent as uppercase let-
ters. The command to hang up the
phone is HO. The command to pick up
the phone is A. The command to answer
the phone after one ring is SO=1.

Therefore, to instruct the modem to
hang up the phone, send:

4
ATHO

The modem will respond with an

OK, meaning it received and understood

COMPUTE!’s Atari ST Disk & Magazine



This collection of flight guidebooks helps you get the

most out of flight simulation software. Designed to be
used with Flight Simulator, Flight Simulator II, F-15 Strike

Eagle, and other fighter-

et simulations, these books

contain scores of scenarios that lead you across the
U.S., around the world, into battle, and back to your

favorite landing strips.

Flying on Instruments with

Flight Simulator

Jonathan M. Stem 251 pages
Here's fascinating hands-on instruction on fly-
ing with instruments in Flight Simulator and
Flight Simulator II. How to fly in all kinds of
weather—when the cloud ceiling is low or the
visibility is reduced. How to read and fly the in-
strument approach charfs that instrument-
rated pilos use. How to take off, fly to
another airport, and land—aill while the clouds
are a mere 200 feet off the ground. And how
to navigate by using the impressive in-
struments available in Flight Simulator and!
Flight Simulator II. More than 130 actual in-
strument approach procedure charts. For all
versions of Flight Simulator and Flight Simu-
lator Il (Apple, Amiga, Atari, Atari ST, Com-
modore, IBM PC and compatibles, Macintosh).
Flight Simulator or Flight Simulator Il required.
Perfect-bound edition:

$9.95 ISBN 0-87455-091-2

Spit-wire-bound edition:

$12.95 15BN 0-87455-103X

's Flight
for the Macintosh, Amiga, and Atari ST
David Florance, Tom R. Halfhill, and Philp |
Nelson 227 pages
Fly through mists info mystery. This collection
of 48 exciting, news customized simulator
scenarios for the Macintosh, Commodore
Amiga, and Atari ST personal computers puts
you In the pilot's seat. The new generation of
Flight Simulator and Flight Simulator Il offers
better graphics, easier-to-use controls, and

more airports. With this book, you'll experience
hair-raising rescue missions, dangerous night
landings, sightseeing side trips, and one-of-a-
kind flights of fancy. Make COMPUTE!'s Flight
Simulator Adventures your copilot and thrill to
hours of fight.

Flight Simulator or Flight Simulator Il required.
$12.95 ISBN 0-87455-100-5

Learning to Fly with Flight Simulator
John Rafferty

Leamn to fly like a simulator expert in the
imaginary world of Flight Simulator and Flight
Simulator Il. You'll learn all the fun-
damentals—from takeoffs to landings—in a
single, detailed fiight. Then you'll develop
those flying skils by practicing standard rate
tums; executing a fight plan, navigating from
point A to point 8, and more. Leam how to
make precision landings and use the more
advanced instruments in your aircraft. To cap
your fraining—and turn you info a professional
simulator pllot—you'll leam how to read and
Use the actual FAA approach charts commer-
cial pilots fly with. This complete fiight-instruc-
ion tutorial was written by a professional pilot.
$12.95 [SBN 0-87456-115-3

40 Great Flight Simulator Adventures
Charles Gulick 152 pages
This bestseling volume offers 40 exciting, cus-
tomized flight simulator scenarios for Flight
Simulator and Flight Simulator /I on the Apple
1l, 1BM, Commodore 64, and Atari personal
computers.

$10.95 ISBN 0-87455-022-X

HIGHT

il [SIMULATOR
B |ADVENTURES

ND ATARI S

Jet Fi School
Air Combat Simulator .
Tactics and Maneuvers

40 More Great Flight Simulator
Advent
Charles Gulick

236 pages
Forty more challenging flight simulator scenar-
ios for Microsoft's Flight Simulator and
SubLOGIC's Flight Simulator Il. Explore the
world from the air. For the Apple Il, IBM, Com-
modore 64, and Atari personal computers.
$12.95 [SBN 0-87455-043-2

Jet Fighter School: Air Combat
Simulator Tactics and Maneuvers
Richard G. Sheffield 177 pages
Leam actual combat maneuvers and much
more with this hands-on book for popular jet-
combat simulators like F-15 Strike Eagle, Jet,
and Ace. Information about jet fighter pilots
and their aircraft, especially the F-15, provides
an excellent introduction to the subject.
There’s even detalled data about the weap-
ons available to jet-combat simulator pilots.
The heart of the book demonstrates, step-by-
step, numerous offensive and defensive com-
bat flight maneuvers, from the Hi Yo-Yo to the
Defensive Spiral Drive. Tactical ips on £-15
Strike Eagle scenarios round out the book. -
15 Strike Eagle or other jet-combat flight simu-
Iator required.

Perfect-bound edition:

$9.95 ISBN 0-87455-092-0

Splif-wire-bound edition

$12.95 (SBN 0-87455-104-8

Ask for COMPUTE! Books at your local book or computer store.

To order direct, call toll free 800-346-6767 (in N.Y. call 212-887-8525) or write COMPUTE! Books, P.O. Box
5038, F.D.R. Station, New York, NY 10019.
Please include $2.00 shipping and handling in the U.S. or $5.00 airmail. NC residents add 5 percent sales tax and NY
residents add 8.25 percent sales tax. Please allow 4-6 weeks for delivery.

COMPUTE! Publications,nc.

Por of ABC Consumer
G o me ABE Punng Comporves

COMPUTEI books are available outside the United States from subsidiaries of
McGraw-Hil Infemational Book Company.




the instruction you sent. Here’s a list of
some of the more commonly used Hayes
commands:

(Prefix all commands with AT)
Command Parameters Description

A Pick up phone
A/ Repeat last
command line
Dial a tele-
phone number
T Tone dialing
P Pulse dialing
R Call originate
mode (reverse
mode)

Dn n=0..9

’ Pause
; Return to com-
mand state

2= Special off
hook

o Return to on-
line state
Number of
rings to wait
before picking
up phone.
z Reset modem
parameters to
default settings

0-255

For other commands, consult the
manual that came with your modem.

Frankly, it would be quite difficult
to write a useful BBS program in ST
BASIC. At present, many valuable rou-
tines for communications programs
which are in GEMDOS, BIOS, and
XBIOS simply cannot be accessed via ST
BASIC. There is also some doubt as to
whether a BBS program written in ST
BASIC could keep pace with communi-
cations at 1200 bits per second (bps). A
faster language is probably required.

To demonstrate the fundamental
techniques, we've written a short termi-
nal program in GFA BASIC which al-
lows you to send commands to a modem
and communicate with most popular
BBSs, information services, and other
computers. Note that the other comput-
er’s modem must be in answer mode.
The program configures the RS-232 port
for 300 bps, 7 bits, even parity, and 1
stop bit. Changing the value of the vari-
able BAUD from 9 to 7 will permit com-
munications at 1200 bps, but you might
have difficulty reading the screen as it
quickly scrolls by.

Since this terminal program is very
simple, it has no provisions for down-
loading (transferring files from the re-
mote computer). Also, the screen is not
buffered; once text scrolls off the screen,
it’s gone forever. However, the program

Cls

’ Configure RS-232 using XBIOS #15, rsconf

Rsconf=15
Bau 1300 bps

&X10101110 ! decimal 174
1

T: 1
Ser=-1

Void Xbios(Rsconf,Baud,Flow,Ucr,Rsr, Tsr,Scr)
Open “U”,#1,“AUX:" | Open modem as file for I/O

Do

Exit If Asc(K$)=27 ! Escape Key pressed

K$=Inke

If K$<>""
Out 1,Asc(K$)
If Asc(K$)=13

If Inp2(1)

A=Inp(1)
Out 2,4
Endif
Loop

Close #1

! Carriage return

1?2
! Then send line feed to screen

1 Anything received at port?

1 Ok, then show it.

could form the shell for a much more
powerful communications package. The
compiled version is on disk as TERMIN-
AL.PRG. The source code is in the file
TERMINAL.LST.

Printouts In C

I have recently purchased the Lattice
C compiler and am also learning C
using the Kernighan and Ritchie

(K & R) book. I haven’t been able to
discover how to send stuff to the
printer in C. I am looking to do the
same thing that LPRINT does in
BASIC. I know this aspect of C is
machine-depend Please enli

The next higher level of access, and
maybe the best method, involves the use
of the GEMDOS Cprnout( ) function,
also defined in osbind.h. It prints a sin-
gle character to either the RS-232 or
parallel port—whichever has the printer
attached. (You can set this either with
the Install Printer accessory or the
Setprt() XBIOS call.)

Here's a simple program that dem-
onstrates this method. Although it's not
really needed here, the sprintf() func-
tion, from stdio.h, is used to demon-
strate printing to a string. If you're
printing the contents of numeric vari-
ables, or the printer output has to be

me.
Larry Kirkpatrick, Jr.

As you might have guessed, there are
several different ways to get at the
printer in C. At the lowest level, the
BIOS routine Bconout( ) can send a sin-
gle character to the ST’s parallel or seri-
al port (or the screen or the MIDI port).
It's defined in the osbind.h include file,
and it takes two parameters: the port
number—0 = parallel, 1 = RS-232,

= console, 3 = MIDI—and the char-
acter to print.
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f d, the sprintf( ) function is quite
useful.

#include <stdio.h>

#include <osbind.h>

main()
char buffer[256];
int count;
sprintf(buffer, “Hello printer./n");
for (count = 0; count < strlen(buffer);
Cprnout(buffer[count++]);

The Lattice C and Mark Williams
C compilers also let you access the
printer as if it were a file. This ap-
proach is more consistent with the Unix

COMPUTE!’s Atari ST Disk & Magazine



operating system (the birthplace of C
and the de facto standard for C pro-
gramming), which makes no visible dis-
tinction between files and input /output
devices. The next example illustrates
this approach.
#include <stdio.h>
char *pname = “LST:"; /* Lattice name,
use “prn:” for Mark Williams C */
main()
i
FILE *fp;
if (fp = fopen(pname, “w”)) 1=
NULL)

{
fprintf(¢p, “Hello printer./n");
fclose(fp);

Learning Machine Language

I have a 1040ST and would like to do
some assembly language program-
ming. I have experience writing as-
sembly language on an IBM
mainframe computer, so I believe that
1 would have little difficulty learning
to program on my ST if only I could
find a good book. In addition, I need
some advice about buying an assem-
bler. I want one with these features:

1. It must support all MC68000
instructions.

2. It must support macros that I
create.

3. It must allow me to put the assem-
bler, linker, and other software tools
in a RAM disk. All necessary work
files should be in the RAM disk, as
well.

4. I want to assemble and link the
program with just one command, like
ASMLK MYPROG.

5. The package must fully support
GEM calls, line A commands, and so
on.

1 realize that you probably don't
recommend specific packages, but I
would appreciate any guidance you
might give me.

Paul Riche

You shouldn’t have any difficulty satis-
fying your first two requirements. Every
ST assembler that we've seen supports
all the MC68000 opcodes and allows
macros. Similarly, any assembler that
works from a floppy ought to run from a
RAM disk, or from a hard drive, for that
matter. Whether you can fit everything
you need into a RAM disk depends on
the nature of your program and the
amount of memory in your computer. If
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you're writing a simple TOS application,

which is limited to GEMDOS, BIOS,

and XBIOS calls, you may be able to fit
the source code, all of your software

tools, and even a small text editor into a

RAM disk on a 1040ST. However, the

linking libraries needed for a GEM ap-

plication would require additional RAM,
and, as the program grows in size, you
may have more difficulty making it all
fit.

If you run the assembler and linker
from a batch processor program, or from
a command-line program such as ST-
Shell, it is certainly possible to assemble
and link a program with just one com-
mand. For instance, this batch file as-
sembles and links a simple assembly
language program using the Atari devel-
opment system software:

2368 -1 -u %15 linke8 [u] %1.68k=
%1.0,08bind,aesbind,vdibind relmod
%1.68k %1.prg rm %1.0 rm %1.68k wait

Using BATCH.TTP, the batch pro-
cessor supplied with the Atari develop-
ment system, you would invoke this
batch file, supplying the name of the
source file you want to assemble and
link. For example, if this batch file is
named ASMLNK and your source file is
named SAMPLE.S, you could invoke the
batch process with the command
ASMLNK SAMPLE. Executing each line
of the batch file in turn, BATCH.TTP
substitutes your filename wherever %1
appears in the preceding file, taking the
file all the way through assembly, link-
ing, and the final “fixup” done by REL-
MOD.PRG, which gives the file the ST-
specific header and other information
needed for it to run in the ST environ-
ment. The files OSBIND, VDIBIND, and
AESBIND are linking libraries for TOS
and GEM system calls.

Other assembler packages have
similar capabilities; if you find one that
includes a GEM shell, you may be able
to start the process with the mouse,
rather than typing in filenames.

Every 68000 assembler supports
GEM and TOS in the sense that it can
assemble the TRAP opcodes and line A
exceptions used to make system calls on
the ST. However, that ability is useless
unless you have documentation which
describes in detail how to use the hun-
dreds of system routines that make up
GEM and TOS. Unfortunately, at this
writing, there is no single source of doc-
umentation that explains all of this
information from the viewpoint of a ma-
chine language programmer. The docu-
mentation supplied with the Atari
development system contains all the
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information you need, but this material
is uneven in quality. For example, some
of it refers to GEM programming on the
IBM PC.

There are several books on the mar-
ket which describe various parts of the
system software that makes up TOS and
GEM. At this time, the Atari develop-
ment system is the only single source
that contains all of that information. As
a practical matter, most ST programmers
end up buying several ST references.

Whichever assembler package you
choose, make sure that its linking librar-
ies use the “official” Atari names for all
system routines and follow Atari’s pa-
rameter-passing conventions. It's hard
enough to become familiar with dozens
(or more likely, hundreds) of system rou-
tine names, without having to remember
a second, nonstandard set of names and
translate between them.

Be careful about buying any assem-
bler that’s included as part of another
language package. The AS68 assembler
included with the Atari development
system is a fully functional macro as-
sembler, as are some third-party assem-
blers. Some C development packages
include an in-line assembly feature, but
those assemblers are designed for writ-
ing short assembly routines to be called
from C programs. As a result, they lack
many features needed to write stand-
alone ST applications.

In addition to an assembler and
linker, you'll probably need a resource
editor of some sort. Like the Apple Mac-
intosh, the ST uses special data struc-
tures called resources to support
interactive graphics objects such as
menus and windows. On the ST, these
are stored in a separate file (ending with
the extension .RSC) which an applica-
tion loads as needed. A resource editor
lets you rapidly design and test re-
sources, a task that's tedious and diffi-
cult without this specialized tool. A
development system should also include
a symbolic debugger and an archive or
librarian utility. The first tool is invalu-
able for testing and debugging programs,
while the second allows you to create
your own linking libraries.

The last requirement is a good text
editor. One of the most popular editors
among programmers is MicroEmacs, a
public domain editor that has been
adapted to many different mini- and mi-
crocomputers. MicroEmacs is included
with some language packages and also
can be found on many BBSs. ST



When Electronic Arts announced
its acquisition of Batteries Includ-
ed last spring—after several
weeks of conflicting rumors and
confusion—many ST users took to
bulletin boards and information
services to express dismay. Few
software companies had support-
ed Atari computers over the years
as strongly as had Batteries In-
cluded. With ST hits like DEGAS,
DEGAS Elite, and Thunder!, and
with eight-bit computer software
like PaperClip, Homepak, and
B/Graph, Batteries Included had
earned a solid reputation for high-
quality software, fair prices, and
good customer support.

On the other hand, there has
been some animosity between ST
users and Electronic Arts. Many
ST users were upset over EA’s
early support of the Commodore
Amiga instead of the ST, and over
remarks by EA President Trip
Hawkins that software develop-
ment was easier on the Amiga
than on the ST. Hawkins patched
things up a bit by introducing
some ST software, but many ST
users still viewed EA’s acquisition
of BI with trepidation. Would the
deal mean the loss of a strong
software booster for the ST?

Fortunately, it appears that EA
is committed both to keeping BI's
existing software available and to
bringing out the new products
which were under development at
the time of the acquisition. There
are,two reasons for this commit-
ment: The most important asset
that EA acquired in the deal is BI's
product line, so it doesn’t make
sense to kill the products; and EA
is welcoming BI’s productivity soft-
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Batteries Still Included

ware in order to broaden its own
game-oriented line in anticipation
of a public stock offering in late
1987 or early 1988.

“This is going to be a real
strong move for us,” says Char-
lotte Taylor, EA’s public relations
manager. “We're considering go-
ing public, maybe by the end of
the year, although no date has
been set. From a strategic stand~
point, this definitel

quarters in San Mateo, California.
One BI program under devel-
opment that has been long await-
ed by ST users is the PaperClip
Elite word processor. An early ver-
sion was shown at a computer in-
dustry trade show in January, but
BI postponed the release date sev-
eral times. Taylor says that work
on PaperClip Elite ground to a halt
for about three months during the

our position in the marketplace It
was certainly a good move on our
part.”

Hawkins, in a prepared state-
‘ment, said: “Batteries Included
has always had an excellent repu-
tation. We knew that their home
productivity and Atari ST-compat-
ible software would be comple-
mentary to our own products. . ..
Based on demand, we will take a
number of existing quality prod-
ucts to market immediately. And
we are currently conducting work
sessions with the artists from Bat-
teries Included to complete prod-

period when EA took
over BI. Work has now resumed,
and PaperClip Elite is expected to
be released in a few months.

The Amiga version of Paper-
Clip Elite, incidentally, is apparent-
ly a dead project. “It was a
rumored product, and then other
rumors started spreading that it
was vaporware—and that’s some-
thing that’s true, as it turns out,”
says Taylor. “There isn’t an Amiga
PaperClip and there never was.”

Taylor says that EA will con-
tinue to sell all 35 products ac-
quired in the BI deal as long as
there is sufficient demand. Exist-

ucts already under devel

Basically, what EA bought
was a warehouse full of software,
BI's name and trademarks, and
contracts with freelance program-
mers. BI had about 35 employees
when the deal with EA was inked,
but Taylor says only a handful
will probably be hired by EA—
mostly customer service person-
nel. BI had no staff programmers,
relying instead on contract pro-
grammers for software develop-
ment. Those contracts have been
picked up by EA, and Taylor says
EA is evaluating the projects to
determine whether work should
continue. BI's main office in Rich-

The Editors

mond Hill, Ontario, has been
closed, and all operations have
been consolidated at EA’s head-
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ing BI packaging will be used,
with the addition of a sticker that
says “Electronic Arts.” When the
supply of BI packaging is exhaust-
ed, Taylor says EA will design
new packaging that retains the BI
name. “Batteries Included will be-
come a line of Electronic Arts soft-
ware,” she says. “We wanted to
retain the name because Batteries
Included has a real strong name
in the marketplace, especially
with regard to productivity
software.”

Rumors of EA’s public offer-
ing have been circulating for
months, and were renewed re-
cently when Brederbund Software
announced it is going public. An-
other home software company ex-
pected to go public soon is Epyx.

COMPUTE!’s Atari ST Disk & Magazine



Readership Survey Results E—

In the December 1986 issue of
COMPUTE!'s Atari ST Disk & Maga-
zine, we ran a full-page question-

naire for readers to clip and mail.
Hundreds of forms were received,
and the answers have now been

Which peripherals do you own or use with your ST?

Atari  Conmodore Apple I Mac

18M/clone T1-99/44 Tandu/RS _ Other

In which languages do you progran on the ST?

BASIC  Logo

Pascal Assembly FORTRAN Forth  Other
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tabulated. Although this was not a
scientific survey, we think the re-
sults are both interesting and a
fairly accurate barometer of the
Atari ST community.

According to the survey, our
average reader has an Atari 520ST
with TOS in ROM, a single-sided
floppy disk drive, an RGB color
monitor, and a dot-matrix printer.
The ST is not his or her first com-
puter; the previous machine was
most likely an eight-bit Atari 400,
800, XL, or XE. Our average read-
er’s software library includes a
few games, a graphics-design pro-
gram, and a word processor. The
average reader programs in BASIC
but avoids most other languages.
Readers like to find source code
and an Atari Art picture in each
issue of COMPUTE!'s Atari ST Disk
& Magazine.

Of course, this is a composite
sketch of our average reader. As
any pollster will tell you, the off-
beat responses which fall into the
“Other” categories are often the
most fascinating aspect of a sur-
vey, even though they aren’t in-
dicative of the majority. For
instance, in response to the ques-
tion about previously owned com-
puters, readers reported owning
everything from the Exidy Sorcer-
er (a micro from the late 1970s) to
a PDP-11 minicomputer.

Following is a summary of
the responses we received. Some
percentages total more than 100
percent because of multiple an-
swers or rounding.

* Which ST do you own or use?
Atari 520ST: 68%

Atari 1040ST: 35%

Don't own or use an ST yet: 2%

« If you own an ST, is it your
first computer?

Yes: 26%

No: 74%

« If you previously owned (or
still own) another computer,
what kind is it?

Atari 400, 800, XL, or XE: 45%



Commodore PET, VIC-20, 64,
128, Plus/4, or 16: 19%
TRS-80/Tandy/Radio Shack: 8%
IBM PC, PC XT, PCjr, AT, or
compatible: 6%

Texas Instruments TI-99/4A: 4%
Apple I, 1+, Tle, Tic: 4%

Apple Macintosh: 1%

Other: 16%

* Which ST monitor do you own
or use?

RGB color: 75%

Monochrome: 32%

TV: 7%

Composite color: 3%

* Which ST disk drives do you
own or use?

Single-sided floppy: 53%
Double-sided floppy: 49%

Two or more disk drives: 38%
Hard disk: 8%

* Which peripherals do you own
or use with your ST?
Dot-matrix printer: 76%
Letter-quality printer: 11%
Color printer: 5%

Laser printer: 0%

300-bps modem: 10%
1200-bps modem: 34%
2400-bps modem: 3%

MIDI synthesizer: 11%
Audio digitizer: 1%

Video digitizer: 1%

Other: 4%

* Which types of ST software
have you purchased?
Games: 70%

Graphics design: 60%

Word processor: 58%
Programming language: 45%
Business applications: 44%
Telecommunications: 40%
Educational: 16%

Other: 21%

None: 2%

* In which languages do you
program on the ST?

BASIC: 60%

C: 25%

Pascal: 20%

Logo: 18%

Machine language: 11%
Forth: 6%

FORTRAN: 2%

Other: 10%

I don’t program on the ST: 25%

The Ear

News, rumors, and gossip
heard around the ST community.

An Inside Job

A recent item from Runes, news-
letter of MAGIC (Midwest Atari
Group, Iowa Chapter):

A suggestion was made to compile a
list of what equipment the members
owned. Al discussed the inherent
dangers of such an action, namely
that it would be an ideal “shopping
list” for criminal elements—and as
we are away from home the first
‘Thursday of every month, we would
provide an ideal opportunity for
such acts. Someone noted that many
of our spouses are home while we're
at the meetings. However, in many
cases, the spouses might be inclined
to assist the thieves in moving the
equipment out of the house, so that
was no comfort. There will be no
list.

Good Fortune Cookie

The trade battles raging between
the US and Japan over microchip
dumping, import tariffs, and
plunging dollar/yen exchange
rates have apparently left Atari
unscathed—according to Nenl

Burying The Hatchet

Atari and Commodore have final-
ly settled their legal feud that
dates back to 1984. As reported in
our last issue, Atari was on the
verge of getting its day in court to
fight over rights to the custom
chip technology in the Amiga.
(The old Atari—pre-Jack Tra-
miel—originally had a license
agreement with Amiga for the
chips.) Instead of going forward
with a courtroom battle, however,
Atari accepted a settlement in re-
turn for dropping the $150 million
lawsuit and a related suit in feder-
al court. As part of the agreement,
both companies decided not to re-
veal details of the settlement.
Don't expect to see an Atari
Amiga, though—Commodore
didn’t give that up. If any money
changed hands, we'll have to wait
and see if it shows up in the an-
nual reports.

The Missing Link
Some folks have been wondering
whether Atari’s new laser printer

is ible with existing hard

Harris, Atari’s media di-
rector. Harris explains that Atari
computers are completely assem-
bled in Taiwan from components
bought in that country and Korea.
‘‘We're buying almost nothing
from Japan now,” he says, “so
we're not in any way affected.”
Other computer manufacturers
that rely on Japanese components
weren't so lucky; some makers of
laptops were slapped with a 100
percent tariff on computers im-
ported to the US.

disk drives. Both must plug into a
direct memory access (DMA) port,
but the ST has only one such
port. And the hard drives current-
ly on the market don't have a
pass~through port for daxsy-

ining other DMA peripheral:
such as the laser prmter Howev-
er, Atari says not to worry. The
laser printer includes a DMA
pass-through that allows the hard
disk to be the last link in the dai-
sy chain.
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PageMaker ST?
Rumors have been circulating that Aldus Corp., which makes the excel-
lent Pag desktop publishi: for the M h and

IBM, is working on a version for the Atari ST. If so, it would be formi-
dable competition for SoftLogik’s Publishing Partner, the only other
desktop publishing f now available for the ST in the US. But
Aldus says it’s not so.

Ahl In The Family

Ignore the rumors and published reports going around that Atari has
sold its house magazine, the Atari Explorer, to former Creative Comput-
ing publisher David AhL As noted in the October 1986 issue, Ahl has
been putting out the Explorer as an employee of Atari, and Atari says
that relationship hasn’t changed.

Mega-Mania

Have you been going crazy while waiting for a Mega ST? Are you
turning blue while holding your breath for an Atari PC? And what
about that under-$1500 Atari laser printer, anyway? All were sup-
posed to be available in March or April but were then postponed to
late summer. Now Atari says the new c could start shi

Atari On
The Prowl

Fattened with $75 million recently
borrowed from investors, Atari is
hunting for smaller companies to
acquire and other companies to
invest in. One goal: “vertical inte-
gration” to reduce manufacturing
costs.

Atari successfully borrowed
the $75 million in April by selling
bonds in Europe, shortly after
canceling plans to borrow the
money in the US. Atari is said to
have decided there was more de-
mand among European investors
than among US investors. (Atari
says that at least half of all ST
sales have been in Europe, mostly
in West Germany.) Although Atari
raised about $50 million by going
public last fall, much of that mon-
ey was paid to Warner Communi-
cations to complete Jack Tramiel’s

as early as June; the laser printer, in May. But Atari still hasn’t an-
nounced firm prices for the Mega STs, even though costs for the critical
one-megabit memory chips have fallen faster than anticipated. The lat-
est talk pegs prices for the Mega ST-1 (one megabyte) at around $1100,
the Mega ST-2 (two megabytes) at about $1500, and the Mega ST-4
(you guessed it—four megabytes) at under $2000.

The Burning Of Atlanta

Llich,

and j

miffed at the sponsors of the two blggest industry trade shows, the
Consumer Electronics Show (CES) and the Computer Dealers Exposi-
tion (COMDEX). Customarily, Spring COMDEX is held every May in
Atlanta, and Summer CES is every June in Chicago. But this year the
huge shows overlapped—they were both during the same week in
late May. This forced manufacturers and publishers to either skip one
show, or to deploy twice the materiel and personnel to exhibit at both
shows simultaneously. Journalists were upset because they had to shut-
tle back and forth between Chicago and Atlanta.

Some companies opted for CES, the bigger show, so Atlanta got
burned. Atari, for instance, decided to set up its major exhibit at CES
and to limit its usually large COMDEX presence to a hotel suite. To
make up for the missed action at COMDEX—which is mostly business-
oriented—Atari dispatched a team to tour the country and entice
potential dealers into carrying Atari products.

Whisper To The Ear

Got something you want to get off your chest? The Ear wants to hear. Mail
missives to The Ear, c/o COMPUTE!'s Atari ST Disk & Magazine, P.O. Box 5406,
Greensboro, NC 27403. All sources treated confidentially.
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purchase of Atari from Warner. To
raise additional funds, therefore,
Atari offered $75 million in Euro-
bonds at 5% percent interest.

The money will be used “for
acquisitions in general,” says Neil
Harris, Atari media relations di-
rector. By acquiring or investing in
companies which supply compo-
nents, Atari hopes to reduce its
manufacturing costs. This kind of
vertical integration, as it's called,
was a familiar strategy during Jack
Tramiel’s years at the helm of
Commodore. It became a major
factor during the home computer
war of 1983-84, when Tramiel re-
peatedly slashed prices of the
VIC-20 and Commodore 64 to se-
verely wound his competitors—
including the old Atari.

““It worked for Jack then,”
says Harris. “Why not again?”’

Although Atari won't reveal
its acquisition plans in detail, it
did recently invest in NSI, a small
chip and board manufacturer
based in Marlborough, Massachu-
setts. NSI supplies chips for Atari
computers as well as components
for IBM PC compatibles.



Last time around, we looked at
the standard first C program,
“Hello, World!"”:

main()
printf(“Hello, World! \n");
}

This time, we're going to ex-
amine “Hello, GEM!,” a simple
ST-specific equivalent. When I say
simple, I mean simple in function,
since all it really does is print a
phrase on the screen. But as you'll
soon see, this task isn’t quite as
simple when you use GEM, the
Graphics Environment Manager:

i e

Hello, GEM!

while(button==0)
vq—mouse(handle,&button,&nul,&nul);
v—clsvwk(handle);
appL_exit();
}

/* s#ssxssaness Eng of HELLOGEM.C **+*ssssns

Obviously, there’s quite a dif-
ference between this program and
the simple “Hello, World!” pro-
gram in the last issue. The reason
for this is that the standard C en-
vironment uses very simple forms
of input and output—simple for
the programmer, at least, if not for
the user. There’s a standard input
device called stdin, and a standard

"

‘/

75
/* HELLOGEM.C—Output a simple bit of text ‘/
Tt

using GEM VDI routines.
”

‘/

4/

/* Global variables—For use by VDI library routines. */

int contrl[12],
intin[128],
ptsin[128],
intout[128],
ptsout[128];
/* Our program starts executing here */
main()
int handle, x, nul, button=0;
int work_in{12},
work_out{57};
/* Initialize the GEM application */
appL_init();

/* Initialize input array, get the physical workstation */

/* handle, and open the Virtual Screen Workstation */
for (x=0, work_in[10]=2; x<10; work_in[x++]=1);
handle = graf _handle(&nul, &nul, &nul, &nul);
v—opnvwk (work_in, &handle, work_out);
v—clrwk(handle);

/* Output our line of text */
v__gtext(handle,32,32,“Hello, GEMY");

/* Wait until the mouse button is pushed, */
/* then close the virtual workstation, */
/* and exit from the application */

Sheldon Leemon
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output device called stdout. These
usually take the form of an alpha-
numeric terminal. Stdin is a key-
board, and stdout is a monitor
screen which displays text charac-
ters in a continuous stream, one
after the other.

But GEM'’s input/output ar-
rangement is a lot more compli-
cated. Its input comes from a
keyboard that includes function
keys and cursor keys, and from a
mouse with one or more mouse
buttons. Its output goes to a bit-
mapped graphics display or some
other graphics device whose pixel
resolutions and color capabilities
may vary. Rather than displaying
neat lines of text, the GEM screen
can contain overlapping windows,
icons, and drop-down menus. The
GEM user interface is designed to
make life much easier for the
user, but it can really complicate
things for the programmer.

Learning to program in C on
the Atari ST, therefore, is a dou-
ble challenge. First, there’s the
matter of learning the C key-
words, syntax, and compiler direc-
tives, along with peculiarities of
the compiler and linker programs.
And, as if that weren’t enough,
there’s a huge amount of ST-
specific information to learn: sub-
jects ranging from GEM graphics
to windows, dialog boxes, icons,
menus, and input from the key-
board and mouse.

Fortunately, it’s possible to do
some useful programming without
becoming an expert on every one
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of these subjects. But the only

way to get started is to dive in. So
let’s examine the sample program
to see which parts are pure C and
which parts are specific to the ST.

Plenty Of Comments

Hello, GEM! starts out with its ti-
tle and purpose printed as com-
ments. In C, comments start with
the characters /* and end with
the characters */. Comments, like
other C statements, can stretch
over a number of lines, so it's im-
portant to make sure that your be-
ginning /* matches up with the
ending */. Because C aliows you
to create complex statements and
expressions that perform a lot of
work in a compact space, C source
code can be dense and almost im-
possible to read. So while includ-
ing plenty of comments is always
good programming practice, it's
especially important with C.

In addition to allowing a lot
of comments, C lets you format
the source code very flexibly. It's
customary to use formatting con-
ventions such as single-statement
lines and indentation to keep con-
ditional blocks and loops grouped
together, thus increasing the read-
ability of your program.

Immediately following the
opening comments in Hello, GEM!
are some global-variable declara-
tions. In C, before you use a vari-
able, you've got to declare what
type it is. This tells the compiler
how much space to set aside for
each variable. C variables come in
several sizes—char (a single char-
acter), short (a short integer), int
(an integer), long (a long integer),
float (floating point), and double
(double-precision floating point).

The exact sizes of these data
types depend on the C compiler
you use. For example, the Mega-
max compiler uses a 16-bit word
for shorts and ints, while the Lat-
tice compiler uses 32 bits for ints
and longs. The only rule that a
compiler must follow is that each
category must be the same size as
or larger than the preceding one.
An int must be as large as or larg-
er than a short, and a long must
August 1987

be as large as or larger than an
int.

Declaring Variables

Normally, you declare each vari-
able that will be used by a func-
tion at the beginning of that
function. However, variables that
are declared within a function are,
by default, local in scope. This
means that they only exist within
that function and cannot be used
by other functions. To create vari-
ables that are global in scope—
that can be used by all functions
in the program—you must declare
them to be of the type extern.

One way of doing this is to
declare the variables outside of
any function. In Hello, GEM!, we
declare a number of global vari-
able arrays. These arrays are like
the subscripted arrays in BASIC,
except that in C, the length of the
array appears in brackets instead
of parentheses. The declaration int
contrl[12] means that the compiler
should set aside 12 sixteen-bit
words for an array of integers
called contrl.

This array can be used by any
function in the program, including
functions in the library files that
are bound in with the linker. In
fact, you may notice that none of
the functions in our program use
the global variables. The reason
that we have to declare these ar-
rays is that they’re used by the
VDI library routines. Those rou-
tines don’t declare the arrays
themselves, so we can decide how
much space to allocate for them.

Declaring Functions

After the global declarations
comes the function called main().
As you may remember from our
last column, main( ) is the func-
tion which executes first in any C
program. In this case, it’s also the
only function we declare.

We start off the function defi-
nition by declaring the variables
that we're going to use. These in-
clude some integers and some
integer arrays. Notice that one
declaration states int button = 0.
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This is an example of initializing
an integer variable as part of its
declaration. This single declaration
does two things: It sets aside
space for the button variable, and
it sets the initial value of that
variable to zero.

Next comes the function call
appl_init(). Although this looks
like a typical C function call, it
really calls a GEM function. C
programs make GEM function
calls by way of the GEM libraries
that are linked in with the pro-
gram object files. These libraries
are also called bindings, because
they tie in C code with the ma-
chine language code required to
make GEM function calls.

At the machine language lev-
el, you make GEM calls by plac-
ing input parameters in specified
arrays and issuing a TRAP in-
struction. The GEM bindings re-
ceive the input parameters from
the C function parameter list,
place them in the proper arrays,
and make the GEM function call
for you. This makes GEM function
calls appear to be part of the C
language. But even an expert C
I wouldn’t il
know what appl_init() does. It's a
specific GEM function that’s used
to register an application with the
GEM application environment ser-
vices (AES).

Opening A Workstation
Since Hello, GEM! uses GEM’s
graphics capabilities, we must first
open a graphics workstation. This
allocates space for keeping track
of the various graphics settings
like pen color, fill pattern, and so
on. It also enables output to the
screen device. Since several pro-
grams can share the screen device,
we use what's called a virtual
screen workstation. This kind of
workstation lets us use the screen
as if we had it to ourselves, even
if we're really sharing it with an-
other program (such as a desk ac-
cessory). We open this
workstation with the call
v_opnvwk( ). First, however, we've
got to set up some input parame-
ters for the call.



Most of the input parameters
are stored in the array work_in.
We initialize this array with a
loop. This is similar to a BASIC
FOR-NEXT loop, but it’s also dif-
ferent. The C loop uses three sets
of conditions within parentheses
which follow the keyword for.
These conditions are separated by
semicolons.

The first is the starting condi-
tion. In our example, there are
two starting conditions, separated
by a comma. We set loop counter
x equal to 0, and we set the last
element in work_in equal to 2.

After the starting conditions
comes the terminating condition.
This is a statement that's tested
during each pass through the
loop. If the statement is true, the
loop continues to execute. If it’s
false, the loop ends. In this case,
the terminating condition is that x
must be less than 10. If the value
of x is 10 or greater, the loop
ends.

The last condition is a state-
ment that executes at the end of
every pass through the loop. This
allows us to increment the loop
counter, x. In this case, we com-
bine the increment with an assign-
ment The

pointer. The graf_handle( ) func-
tion uses the expression &nul as
an input parameter. That expres-
sion gives the address of the vari-
able nul. That way, the graf__
handle function can store return
values directly to that address.
Since we don't really want the
other information graf_handle re-
turns, we make all four pointers
the same.

Now that we’ve initialized
work_in and handle, we can call
v_opnvwk( ). Note that we
passed a pointer to handle, so that
v_opnvwk could use the value of
the screen device ID and return
the value of the virtual work-
station ID in the same variable.

We'll use the virtual we ion

keep executing. (The statement
button = 0 is always true, since it
assigns the value of zero to but-
ton.) Button == 0 remains true
until one or both of the mouse
buttons is pushed.

When that happens, the loop
stops executing and the program
executes the last two statements,
which close the virtual work-
station and unregister the applica-
tion with GEM. This points out
another difference between GEM
and normal C functions. While C
functions normally allocate and
deallocate memory space automat-
ically, GEM functions such as
appl_init( ) and v_opnvwk( ),
which allocate resources, usually
have corresponding calls such as

handle in the rest of our VDI
calls, such as v_clrwk( ), which
clears the screen.

Printing The Message

The next section of Hello, GEM!
actually prints our phrase on the
screen. Since GEM uses a bit-
mapped screen (as opposed to a
character-oriented screen), even

appl_exit() and v_clsvwk() to re-
turn these resources to the system.
It’s very important to remember to
perform these corresponding calls
before your program ends, be-
cause otherwise the system might
not recover.

One of the reasons why C is
so popular on the ST is that, as
you 've seen, the language easily
GEM system calls with-

text is idered to be graphi
Therefore, in addition to the text
phrase to prmt e must include

the grap WC handle

work—in[x++] = 1 is equival

to the statements work_in[x] = 1
and x = x+1. Thus, in its ten
passes through the loop, this state-
ment sets work_in[0] through
work_in[9] to a value of 1, and
work_in[10] to a value of 2.

Finishing The Call
The other input parameter we
need to initialize is handle. This is
the device ID number of the
screen device. We initialize handle
with the call graf_handle( ). This
call shows two different ways in
which a function can return
information.

The first way is by assigning
a variable to the value returned
by the function. If handle-

= graf_handle( ), then handle re-

ceives whatever value is passed
back by the graf_handle call,
using the return() function.

The second way is by using a

and i ion about the posi-
tion of the text in our v_gtext()
call. I picked position 32,32 be-
cause it prints the text within the
boundaries of the screen in any
resolution mode. A more complex
program, however, would take
into account the screen resolution
being used in order to position
graphics objects and text.

Now that we’ve got the text
on screen, we want to give the
viewer a chance to read it before
the program exits to the GEM
desktop. Therefore, we’'ll use the
VDI function vg_mouse() to read
the mouse button in a while loop.
This is another kind of C loop
which keeps executing as long as
the statement in the parentheses
following the keyword while is
true. In this case, the statement
following while is button == 0,
which means that button must re-
main equal to zero for the loop to
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in its own framework. But pro-
gramming with GEM adds yet
another level of complexity to
learning C. Though the sample
program here is much more com-
plex than its pure C counterpart, it
is by no means a full GEM imple-
mentation. For instance, it does
not open and manage a window.
Fortunately, C language im-
plementations are very flexible in
this regard. If you want to, you
can use the standard character-
oriented I/O traditionally associat-
ed w1th C, so you can follow the

ina
textbook. But if you want to get
right down to creating full ST-style
applications, you must take the
plunge and use C and GEM calls
together, expanding your program-
ming horizons to the limit. ST
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File Viewer

Richard Smereka

With this utility, you can view the c of
a disk file in hexadecimal and ASCII form, edit
the file, and save the changes. Output can be
directed to the screen, a printer, or another
disk file. It runs on any ST in the medium-
resolution color and high-resolution mono-
chrome screens. Recommended for
intermediate to advanced users.

When you open a nonexecutable file on the GEM
desktop, one that’s not a program, an alert box offers
you the Show, Print, or Cancel menu. You can dis-
play the file on the screen or send output to a print-
er. But anything other than a text file shows up as
garbage characters, and there’s no way to edit the
file while it’s displayed. A general-purpose file
viewer /printer/editor would be a useful utility to
have around.

That's the reason behind “File Viewer.” Like the
GEM desktop, it lets you display the contents of a
disk file on the screen or generate hardcopy on a
printer. But it has many other features as well. First,
it works not just with text files, but with all types of
files—object files, source files, data files, picture files.
File Viewer also lets you direct output to another
disk file in addition to sending output to the screen
or a printer. It displays or prints each byte in the file
in both ASCII and hexadecimal form, which is in-
valuable when analyzing a non-ASCII file. Addition-
ally, this program lets you edit the file and save your
changes on disk. File Viewer also has many options
for controlling the input and output. And finally, it
has a 1 d-driven i ive mode
that lets you supply a new display address during a
file dump.

In effect, File Viewer is actually two programs in
one: a view utility and a disk editor. Two separate
programs could be written for these functions, but
File Viewer conveniently includes the disk editor as
part of the view utility itself.

One caution is in order: Since File Viewer lets
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you the of disk files on a byte-
by-byte basl.s, it’s not something to play around with
haphazardly. If you're not careful, you can scramble
a file or even a whole disk, perhaps irretrievably.
Unless you know exactly what you're doing, don’t
edit any file you care about. If you do need to edit a
file, a safe precaution is to copy the file to a blank
disk and experiment with the copy.

Command Syntax

File Viewer is on this issue’s magazine disk under
the filename VIEW.TTP. In this form it can be run
from the GEM desktop, but not from the magazine
disk menu. To run it from a command-oriented in-
terface such as “ST-Shell” (COMPUTE!'s Atari ST Disk
& Magazine, December 1986), rename the file
VIEW.PRG.

The command syntax of this utility can be rather
complex, so read the following sections very careful-
ly. Later, we'll show some actual examples of File
Viewer in use.

When you run File Viewer from the GEM desk-
top, a dialog box labeled TOS-Takes Parameters ap-
pears after you double-click on the VIEW.TTP icon
or filename. (See Figure 1.) You must enter the com-
mand parameters on the dotted line using this
format:

[options] [x:][ \ pathname \infile [[x:][ \ pathname \Joutfile]

in are optional; do
not type the brackets. Separate options and parame-
ters from each other with a space. We'll cover all
these parameters in a moment.

When running File Viewer from a command-line
interface such as ST-Shell, use this format:
VIEW [options] [x:][ \ pathname \ linfile [[x:]

[ \pathname \ Joutfile]

For both formats, options represents one or more
options discussed below; x: is the disk drive identifi-
er (A-P); pathname is the disk pathname, including
names of folders (subdirectories) if any are used; in-
file is the filename of the disk file you want to view;



Figure 1: When you run “File Viewer” from the GEM desktop,

it opens this dialog box to accept parameters
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Figure 2: Sample output generated with “File Viewer.”

FILE VIEWER

CHEE L ptart BT ninkl ulasass
August 1987 Vol. 2 -

Copyright 1987 COMPUTE! Publications, Inc.
All Rights Reserve
Page 1 Dump of File: TEST.C
00000 000000 2369 6E6I 6C75 6465 203C 7361 D70 LS
00010 000016  312E &B3E ODOA ODOA 6368 6172 2061 7272
00020 000032 6179 SBAD 4158 5349 5A45 SD3B ODOA ODOA
00030 000048  6D61 696E 2829 ODOA 7HOD OA20 2020 2020
00040 000064 7265 6769 7374 6572 2069 EOD OA20 2020
00050 000080 2020 ODOA 2020 2020 2070 7269 &E74 6628
00060 000096 2225 735C 6E22 2CS3 3153 5452 494E 4729
00070 000112  3BOD OA20 2020 2020 7072 694E 7466 2822
00080 000128 2573 SC4E 222C 5332 5354 5249 4E47 2938
00090 000144  ODOA ODOA 2020 2020 2066 6F72 2869 203D
000A0 000160 2030 3820 693C 204D 4158 5349 SA4S SB20
000BO 000176  692B 2829 ODOA 2020 2020 2020 2020 2020
000CO 000192 6966 2028 6172 7261 795B 695D 203D 3D20
0DO 000208 5354 4FSO 290D 0A20 2020 2020 2020 2020
000EQ 000224 2020 2020 2020 4272 4541 6B3B ODOA 2020
000F0 000240 2020 2020 20: 20 656C 7365 ODOA 2020
00100 000256 2020 2020 2020 2020 2020 2020 2062 &CAL
00110 000272  4EGB SF61 7272 6179 2849 290D OA7D ODOA
00120 000288  ODOA 626C 616E 4BSF 4172 7261 7928 6B29
130 000304  ODOA 7265 6769 7374 6572 2068 IBOD OATB
00140 0003: DOA 2020 2020 2061 7272 6179 SB&B 5D20
00150 000336  3D20 4ESS 4CAC 3BOD OA7D ODOA OD

#include <

mple

arr
.y[MAxsllE];
mainO).

er ij..
5 printé (
"Z-\n",SISYRlNE)

At ("
Xl\n",BZSYRINE) '

“65" i< maxerzes
e

and ouffile is the filename of the optional output file.

If you can’t remember the syntax, run File View-
er with no parameters; it will display the proper for-
mat on the screen.

File Viewer Options

There are six options you can include in the [options]
position on the command line:

screen output (default = on)

printer output (default = off)

disk file output (default = off)

TTP program pause after execution (default = off)

offset into file (default offset = zero)

screen wait (default = on)

—s
=P
—d
—t
-0
-w
The options are like switches that assume a po-
sition by default. When you include an option on the
command line, you reverse the switch’s position. In
other words, if an option’s default setting is on, then

including that option on the command line turns it
off, and vice versa.

You may type the options on the command line
in any order using upper- or lowercase letters, and
any number of options may be present. Be aware,
however, that some options are affected by the state
of other options. For instance, if you turn off screen
output, you must turn on printer or disk output to
avoid an error.

Redirecting The Output
Let’s cover these options one at a time and see what
they can do.

—s  This option turns off the screen output.
1t’s valid only when directing the output elsewhere,
such as to the printer or another disk file. If you turn
off screen output without redirecting output to a
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printer or a disk file, then File Viewer displays the
error message No Output Requested.

—p  You can send output to the printer by
including the —p option on the command line. If at
any time File Viewer cannot communicate with the
printer, it displays the error message Problem Com-
municating With Printer.

—d  Two steps are necessary to redirect out-
put to a disk file. First, the option —d must be in-
cluded on the command line. Second, a filename for
the new disk file must be included as the last param-
eter on the command line. If you specify a filename
that already exists, the existing file is deleted, and
the new file takes its place. If File Viewer is unable
to write to the disk—for instance, if the disk is full—
it displays the error message Disk Write Error on
[filename].

—t  This option is generally needed only
when running File Viewer from the GEM desktop as
a TTP application. When included on the command
line, —t forces File Viewer to pause after displaying
the output until you press a key. It then exits back to
the GEM desktop. This gives you a chance to exam-
ine the output or any error messages that may ap-
pear. Without the —t option, File Viewer would
return to the desktop too quickly for you to see any
results. The —¢ option is not necessary when run-
ning File Viewer from a command-line interface such
as ST-Shell, because the screen isn’t cleared after the
utility executes.

—o0 Normally, File Viewer starts dumping
the file from the beginning (offset zero). If you in-
clude the —o option on the command line followed
immediately by a decimal or hexadecimal value
(with no spaces intervening), File Viewer begins dis-
playing the file from the specified point. (To specify
a hexadecimal offset, precede the value with an x or
X.) If the offset value is not within the range of the
file, File Viewer displays the error message Illegal
Offset Given and begins dumping from the beginning
of the file.

—w By specifying this option on the com-
mand line, you effectively turn off the screen-wait
feature and the interactive-mode screen prompt.

Interactive Mode
As mentioned above, File Viewer has an interactive
mode that lets you edit the disk file you're analyz-
ing. Normally this feature is on. After displaying 21
lines of output on the screen, File Viewer waits until
you press a key. You'll see this message:
A=Abort, N=No Wait, C=Change Byte, O=New Offset, Any

Other Key

This is where File Viewer’s interactive mode

comes into play. You can press A, N, C, O, or any
other key:

A (Abort) This aborts the display and exits
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the utility. If you've made any editing changes to the
file you're analyzing, File Viewer asks whether you'd
like to save the file with the changes. Just follow the
prompts; the program will exit afterward.

N (No Wait)  This turns off the wait feature;
File Viewer displays the file continuously. To make
the screen pause, press CTRL-S. To restart it, CTRL-
Q. Since the interactive mode is available only when
Wait is on, you can no longer edit the file or specify
a new file offset.

C (Change Byte)  This lets you edit the con-
tents of the file by changing any byte. First, File
Viewer asks you for the file offset. This is the num-
ber of bytes from the beginning of the file. Next, the
program asks for the new byte value. Both the file
offset and the new byte value may be entered in
decimal (base 10) or hexadecimal (base 16) format. If
you choose hexadecimal, the first character must be
x or X. After you change the byte, File Viewer asks
whether you'd like to change another byte. If you
don't, File Viewer asks whether you'd like to contin-
ue the dump.

O (New Offset)  This brings up a prompt for
a new file offset. When you supply a new number in
decimal or hexadecimal (with an x or X preceding
1 decimal b the dump c from the
new offset.

Pressing any key other than A, N, C, or O con-
tinues the dump.

A Few Examples
If you're confused by how these options work, a
look at the following examples should clear things
up. Each example is shown two ways: As used from
the GEM desktop when running File Viewer as a
TTP application, and as used from a command-line
interface such as ST-Shell. (Remember to rename the
utility VIEW.PRG if you're running it from a
command-line interface.)
Desktop example:
TEST.PRG
ST-Shell example:
VIEW TEST.PRG

This simply dumps the contents of disk file
TEST.PRG on the screen. The dump starts at the be-
ginning of the file, and File Viewer pauses every 21
lines until you press A, N, C, O, or any other key as
explained above.
Desktop example:
—p —d TEST.PRG B:TEST.DMP
ST-Shell example:
VIEW —p —d TEST.PRG B:TEST.DMP

In addition to dumping the contents of disk file
TEST.PRG on the screen, this example also sends
output to the printer (—p) and a disk file (—d)
named TEST.DMP on drive B. Since screen output is



active, File Viewer continues to wait every 21 lines
for a keypress.
Desktop example:
—s —d —p TEST.PRG B:TEST.DMP
ST-Shell example:
VIEW —s —d —p TEST.PRG B:TEST.DMP

This is very similar to the previous example; it
dumps the disk file TEST.PRG to the printer and to
a disk file named TEST.DMP on drive B. But it turns
off screen output by including the —s option. This
also disables the interactive mode, since File Viewer
won’t prompt you on the screen to press a key every
21 lines.
Desktop example:
—p —d —oxFF TEST.PRG D: \DMP \ TEST.DMP
ST-Shell example:
VIEW —p —d —oxFF TEST.PRG D: \DMP \ TEST.DMP

This example shows how to display the contents
of a file starting at an offset within the file, rather
than from the beginning of the file. The —o option
specifies the offset, which in this case is entered as a
hexadecimal value, FF (remember that hex values
must be preceded by x or X). In other words, the
dump starts at position FF within the file TEST.PRG,
which in decimal is the 255th byte. Alternatively,
you could specify the offset in decimal as —0255.
Other options on this command line specify that the
dump is sent to the printer and a disk file named
TEST.DMP in the DMP folder on drive D.

Notice that the offset value must follow the —o
option without any space.

Desktop example:

—w —d —p —t —010000 E:TEST.PRG A:TEST.DMP
ST-Shell example:

VIEW —w —d —p —t —010000 E:TEST.PRG A:TEST.DMP

This dumps the file TEST.PRG on drive E to the
screen, the printer, and a disk file named TEST.DMP
on drive A. The dump starts at an offset of 10000
(decimal) within TEST.PRG. The —w option turns
off the screen-wait feature, so the display scrolls by
continuously without pausing for a keypress. There-
fore, interactive mode is not available. The —¢ op-
tion forces File Viewer to pause for a keypress when
it finishes the dump.

Sample Output
As seen in Figure 2, File Viewer's output is rather
straightforward, particularly if you've used similar
utilities or have ever seen a core dump on a main-
frame computer. Since the Atari ST is a 16-bit com-
puter, File Viewer formats the output in words (one
word is two bytes or 16 bits). If you're more familiar
with byte output, you'll quickly become accustomed
to the new format.

Every page is numbered and includes a header
with the name of the file being dumped. Each line of
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the dump includes the file offset in hexadecimal and
decimal. Following this is the value of each word.
Each word on the line is followed by a space.

Remember that there are two hexadecimal digits
per byte, and four hexadecimal digits per word. Each
line thus contains eight words or 16 bytes (hexadeci-
mal 10).

The last portion of each line shows an ASCII
representation of each byte on that line. Even if
you're not familiar with hexadecimal numbers, you
can observe the ASCII data within the file.

The file offset numbers make it possible to lo-
cate any byte within the file by locating the nearest
offset and then counting to the byte you want. For
instance, to find byte 50 (decimal), locate the nearest
offset, which is 48. Start counting from the begin-
ning of this line. Byte 50 would be the third byte,
since the first two bytes are 48 and 49.

Whenever you change the file offset during a
dump (by pressing O at the interactive-mode screen
prompt), File Viewer outputs a blank line. Looking
again at Figure 2, you'll see that the file offset was
changed after byte 351 (336 + 15). The new offset
starts from byte 944 and continues until byte 1295.

File Viewer continues dumping until it reaches
the end of the file or until you abort. If you abort a
dump while directing output to a printer or a disk
file, File Viewer sends the message Only a Partial
Dump of [filename] to the printer or disk file.

Additional Notes

When File Viewer dumps a file, it reads the entire
file into the computer’s memory and manipulates it
there. That means you must have enough free mem-
ory to load the file. If there’s insufficient memory,
File Viewer displays the error message Can'’t Allocate
Enough Memory for This File. You can free up extra
memory by removing desk accessories, reducing the
size of RAM disks, and so on.

Another error message that may appear occa-
sionally is Error Opening [filename], where [filename]
is the file you're trying to examine. This indicates a
problem with that particular disk file. File Viewer
knows the file exists (a directory search has proven
this), but it has encountered an error when trying to
open the file. Try reading another copy of the same
file on a different disk.

Programmers who wish to study how File View-
er works can examine the source code file VIEW.C
on the magazine disk. File Viewer was compiled
with Mark Williams C.

Please keep in mind that File Viewer is a very
powerful utility that is intended for intermediate and
advanced users. If you're not careful, you can do a
lot of damage to a file. If you're going to make
changes to a file, always work with a backup copy,
not the original.
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Nodemaster Chess

Jim Todd

How well do you play chess? Can you beat the
ST in a head-to-head match? Find out when
you play “Nodemaster Chess,” a game written
entirely in machine language. It runs on all
STs, color and monochrome.

The game of chess has fascinated people for thou-
sands of years. It originated somewhere in Persia or
India and gradually spread throughout the world.
The rules we use today evolved in Europe during the
Middle Ages.

The first researchers in artificial intelligence (AI)
believed that a good chess-playing algorithm would
be a major breakthrough. If you could figure out
how to write a program that thinks and makes deci-
sions like a grandmaster-level chess player, you'd be
able to write other very powerful Al applications.

As computers got faster and the cost of memory
decreased, programmers were able to take a new ap-
proach to chess—using brute force. First, you give
the computer a way of deciding which moves are
legal, and you add a routine that analyzes the rela-
tive strength or weakness of a position. Then you
test every possibility. The computer has, say, 40 pos-
sible moves. The other player has perhaps 40 re-
sponses. That gives the computer somewhere around
1600 positions to analyze. Another 40 moves (64,000
boards) and 40 responses (2.5 million boards) later,
you find a reasonably good move. It doesn’t require
intelligence, just a way of deciding if a move will
lead to a good or a bad position.

This is how “Nodemaster Chess” works. In fact,
after every move it will tell you how many board
positions, or nodes, it considered before deciding on
a single move.

Preparing To Play

Nodemaster Chess is on this issue’s magazine disk
as CHESS.PRG. You can run the program from the
August 1987
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GEM desktop or the magazine disk menu. It works
on both monochrome and color monitors. Readers
with color monitors must use Set Preferences to
switch to medi lution; Nod Chess
doesn’t work in low resolution. Black and white are
used for the chess pieces, while the chess board is
drawn in red and dark gray.

When the copyright notice appears, press any
key. The program asks, Play W)hite or B)lack? Press
the W key to play the white pieces or the B key to
play the black pieces. The color you select is always
positioned at the bottom of the screen. White always
moves first.

Next, the program asks, Set up chess problem
(Y/N)? If you press N for No here, Nodemaster
Chess sets up a standard board for a new game. If
you press Y for Yes, the program will present you
with a blank board before the game starts. By repeat-
edly pressing the right mouse button on the blank
board, you can cycle through all of the white and
black pieces and place them on any squares you
want. (An alternate method of selecting the pieces is
to use the cursor keys and the Home key; more
about this later.) This makes it possible to set up a
game in progress (using notes made from a previous
game) or to set up chess problems. To begin playing,
move one of your pieces.

Next, the program asks, Skill level 1-5 (1=easy,
5=hard)? Simply press a number key from 1 to 5 to
choose a difficulty level as described below:

Level Approximate Time Per Computer Move
1 2 seconds

2 2 minutes

3 1 hour

4 24 hours

5 24+ hours

Level 1 is recommended for beginning players.
Level 2 plays at an approximate 1200 rating (a Unit-
ed States Chess Federation rating of 1500 is about



Level |
EC8
Nodes:
000660289

With “Nodemaster Chess,” you can play against your ST

on any of five skill levels.

average for tournament players). Level 4 is good for
postal chess, and level 5 is recommended only for
solving difficult chess problems.

Making Moves

If you selected the white pieces, it’s your move to
begin the game. All moves are made with a large
cursor that always returns to the lower left square
between presses of the mouse button. To pick up a
piece, position the cursor on that piece by moving
the mouse or pressing the cursor keys, then click the
left mouse button.

To move the piece, simply position the cursor
on the destination square and click the left mouse
button again. The piece instantly moves to the new
square, and the computer begins thinking about its
countermove.

You may prefer to use the cursor keys instead of
the mouse; press them to move the cursor in the in-
dicated direction. To select a piece, a left mouse but-
ton function, press the Insert key. Move the cursor to
the desired position, then press the Insert key again
to complete the move. As mentioned earlier, the
Home key allows you to change a piece, simulating a
press of the right mouse button.

If you pick up a piece by accident, or change
your mind and decide to move another piece, you
can put down a selected piece by deliberately mak-
ing an illegal move. Since Nodemaster Chess doesn’t
allow illegal moves, it deselects the piece and returns
the cursor to the lower left square.

When the computer is done thinking, you'll hear
a bell tone (if you don't, turn up the volume on your
monitor). The computer’s piece flashes twice, then

moves to the new square. If you're keeping records
of the game, notice that the computer’s move is
printed in the upper left corner of the screen in alge-
braic chess notation.

The program also reports the number of nodes—
possible board positions—it evaluated before making
its decision. This number increases on the higher
skill levels.

Additional Notes

To castle (a special maneuver involving the king and
a rook), move the king two squares toward the rook.
Don’t move the rook first; it will be taken as a single
move by the rook and not recognized as a castling
move. Nodemaster Chess recognizes castling and
automatically places the rook into position for you.
Remember that castling is not allowed if the king is
in check.

To capture a pawn en passant (another special
maneuver), the capturing pawn must be on the fifth
row. When the computer moves a pawn two spaces,
so that its new position is next to your pawn, you
may capture it en passant by moving diagonally into
the square the other pawn passed through.

When a game ends in checkmate or stalemate,
Nodemaster prints an appropriate message in the
upper left corner of the screen, and rings the bell
three times in succession. Press R (Restart) to play
another game; press E (Exit) to end a game in pro-
gress and return to the GEM desktop.

If you're losing badly, think of R as Resign. You
can select a different color or skill level for the next
game.

At any point during a game, you can change,
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add, or delete a piece on any square by repeatedly
pressing the right mouse button until your choice
appears. Occasionally this feature comes in handy
for pawn promotion and other unusual situations. Of
course, it also lets you cheat. Is the computer’s
queen causing you trouble? Turn it into a pawn. Bet-
ter yet, turn four or five of your own pawns into
queens. Nodemaster Chess will do its best to cope
with any situation you may create.

The intelligence routines in Nodemaster Chess
work by performing a ply search—the program looks
ahead a certain number of moves and picks the best
alternative from that range of moves. The depth of
the ply search is twice the skill level. Therefore, on
level 1, the program looks only two moves ahead;
on level 5, it looks ten moves ahead.

Nodemaster Chess is written entirely in machine
language for speed and compactness. The executable
program file CHESS.PRG is only about 11K long.

The Rules Of Chess

If you've never played chess, here’s a brief introduc-
tion to the rules. There are many books available
that explain tactics and strategy in depth, so this is
just an overview to get you started.

Players take turns making moves, with the
white player making the first move. You must make
a move when it's your turn; it's not possible to pass.
If the only available moves would place the king in
check—which is illegal—the game is said to end in
stalemate. In other words, it’s a tie; nobody wins.

When it’s your turn, you have the choice of
moving any piece that’s not blocked. There’s one ex-
ception: If your king is under attack, it’s in check and
you must protect your king by moving him out of
check by interposing a piece between the king and
the attacker, moving the king out of the attacker’s
path, or capturing the piece giving check. You must
defend the king at all costs. You can never move the
king into check.

The goal of the game is to checkmate your op-
ponent’s king. (Checkmate comes from the Persian
phrase shah mat, which means the shah is dead.)
Checkmate occurs when the king is in danger of be-
ing captured and there are no moves which will ex-
tricate him from this state. The game ends on this
note. The king is never captured.

The king is thus the most important piece be-
cause checkmate ends the game. The king can move
one space in any direction—horizontally, vertically,
or diagonally. Once per game, the king can castle,
moving two spaces toward a rook, with the rook
jumping over the king. You're not permitted to castle
if the king or the rook is under attack or if either has
previously moved. You can’t castle across a square
that’s covered by an opponent’s piece. The advan-
tage of castling is that it moves the king near a cor-
ner, away from the action, and puts a rook into play
near the center columns.
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The queen can move in a straight line any num-
ber of squares horizontally, vertically, or diagonally.
No piece can jump over another, except a knight. So
for a queen’s move, the intervening squares must be
clear.

Bishops move any number of squares diagonal-
ly, which means that a bishop that begins on a white
square remains on that color for the whole game.
The bishops flank the king and the queen, one on
each side, at the start of the game.

Knights are the horse-shaped pieces that start
one square from the corner, between the bishops
and rooks. They move in an L shape: forward or
backward two spaces—horizontally or vertically—
and then one space at a right angle (or one space
horizontally or vertically followed by two at a right
angle). They're the only pieces allowed to jump over
other pieces.

The rooks, which resemble castles, begin in the
corners. They move in straight lines forward or back-
ward, left or right (but never diagonally).

Pawns advance forward, one square at a time, in
a straight line. They can’t move backwards. As their
first move, pawns can optionally move two squares
instead of one, from the second row to the fourth. If
the space in front of a pawn is occupied, no move-
ment is allowed. Pawns capture diagonally one
space (but only in the squares to the left and right).
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Character Combat

Jeff Stillson

As letters of the alphabet march relentlessly
across the screen, your job is to zap them
before they breach the inner wall. You'll
succeed if you have steady nerves and good
typing ability. The program runs on all STs
with a color monitor.

There are two ways to describe “Character Combat.”
If you're a hunt-and-peck typist, it’s an educational
program that helps you learn to type a little faster.
For keyboard experts who don’t need any typing
practice, it's an action game that challenges your
dexterity.

To run Character Combat, switch to low resolu-
tion and open the file CHARCOM.PRG from the
desktop or select it from the disk menu program. If
you attempt to run Character Combat in medium
resolution, an alert box tells you to switch to low
resolution.

Character Combat is fairly easy to play. Letters
appear on the left side of the maze and scuttle to the
right. If one of them makes it to the right-hand edge,
you lose a life. You stop a letter by pressing the cor-
responding key on the keyboard (typing A shoots
the character A, typing Q zaps the Q, and so on).

There’s one trick, though. There are three col-
ored panel d, blue, and gr just above the
playing field. At any given time, one of the panels is
highlighted and the other two are dim. You may
shoot only the characters corresponding to the bright
color. If green is the color, you can only shoot green
letters; characters on blue or red are immune from
your shots. To change the current color, press the
space bar.

Getting Started

After you've run the program, you see the title
screen. You have the option of playing a relaxed,
standard, or frantic game. Select the speed by press-

ing the number next to the speed at which you want
to play. It's probably best to try the standard game
first to judge how easy or hard it is for you. When
the speed has been selected, the game immediately
starts at level 1.

The main screen has two parts. The top half
contains a variety of indicators and other infor-
mation. The bottom half is the playing field, where
all the action occurs.

The top line of the upper screen tells you the
score and number of lives left. Just underneath is the
bonus/timer bar, which measures the time you have
left to clear the level. If the bar hits zero, the level
automatically ends, and you're awarded no extra
points. The letters bar tells you how many more let-
ters you have to destroy to finish the level. If you
clear the maze with bonus time remaining, you're
awarded bonus points for the level. The more time
left, the more bonus points you get.

The 26 letters of the alphabet occupy the next
row. At the beginning of a level they appear in or-
der, from A to Z (later, they may change positions,
which is explained below). As you move to higher
levels, some of these letters will not look normal;
they might be outlined, light, or underlined. We'll
explain what this means in a moment.

Just above the playing field are the three color
panels. These rectangles tell you which letters are
vulnerable to your zap guns. The panel that’s lit up
is the color that’s vulnerable.

The Firing To Zap message appears next to the
three color blocks. If you see these words, you're in
zap mode, where shooting at a letter sends it into
oblivion. If the message is turned off, you're in back-
up mode, where pressing a key causes the letter to
back up a space.

The rest of the screen is the maze. The configura-
tion for the current level is selected randomly from a
pool of ten, but the hardest mazes aren’t activated
until you get to higher levels. All mazes are 5 rows
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SCORE: 0849422

LIVES LEFT

Zapping letters of the alphabet in “Character Combat.”

by 15 columns, and contain three things: colored
squares (red, blue, green, or white), walls, and letters.

Keyboard Commands
The keys you'll use most often are the letters A-Z.
Other keys you may need include the following:

* The space bar changes the color of the target back-
ground. One of the three color panels darkens and
the one to the right lights up.

* Return toggles the firing between zap mode and
backup mode, turning the message Firing To Zap on
or off.

« F1 pauses the game. Press F1 again to resume the
game.

* F10 ends the current game. You see your final sta-
tistics, and are then asked if you want to play again.
« Enter (on the numeric keypad) starts a new level
after the bonus/timer or letters bar has counted
down to zero.

Special Characters
Letters always enter the playing field on the left
edge. They generally move from left to right. If a
wall blocks forward progress, letters try to walk
around it by moving up or down. They never back
up unless you're shooting at them in backup mode.

To shoot a specific character, you must note
which color it's on and use the space bar to highlight
that color panel. Then type the corresponding letter
on the keyboard. Most of the time you shouldn’t be
aiming for individual letters, however. A better strat-
egy is to note the current color and shoot any letters
that match up. If the current color is red, shoot all
the red letters.

When you begin a game, you'll notice that the
26 letters are in alphabetical order and they all ap-
pear as normal characters. As you proceed to higher
levels, some characters will be underlined or out-
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lined and some will change places. These are special
characters, which change the rules slightly. Keep in
mind, though, that the letters in the maze are always
white and of normal style.

Shakers are the outlined letters. When zapped,
they shake up all the letters in the maze. The re-
maining characters move one space in any direction.
In addition, a zapped shaker leaves a white spot in
the maze where it was shot.

Makers are underlined. When makers are
zapped, they make a wall in one of the four spaces
around them.

Takers are underlined and light. These guys can
walk through walls—or actually, knock down the
walls as they walk over them. Nothing special hap-
pens when they are shot.

Swappers are light (shadowed). These are nasty
ones. When you shoot one, two letters swap posi-
tions in the alphabetical list of letters. Henceforth,
when you want to shoot a letter which is not in its
proper place in the list, you must hold down Shift
while pressing the letter key.

Two Firing Modes

You are allowed to shoot letters of a certain color for
only a little while before the color changes automati-
cally. The higher the level, the shorter the color
cycles.

There are two firing modes, Shooting To Zap
and Shooting To Back Up. Press the Return key to
toggle between the two. When you are shooting to
zap and you hit a letter, it disappears from the
board. If it is a letter whose target letter has a special
style, then the special effects are triggered.

When you are in backup mode, the current tar-
get color has no effect. The rightmost letter corre-
sponding to the key fired is affected, regardless of
the color that’s turned on, including white squares.
Also, the letter is not zapped. Instead, it simply
moves one space to the left. If moving to the left
pushes the letter off the left edge of the maze, it is
removed from the maze.

The main benefit of backup mode is that if the
letter is of a special style, no side effects are trig-
gered when you shoot it. If you dislike the effects of
zapping a swapper, you can push it off the board. It
is also the only way to shoot letters stuck on white
squares, because it’s impossible to eliminate letters
occupying white spots while you're in zap mode.

Additional Rules

White squares make things a little harder. Besides
being unable to zap the letters they contain, you
can’t see white letters against their white back-
ground. Keep this in mind if you're just about fin-
ished with a maze, but can’t seem to figure out the
location of the last letter or two. The missing letters
are probably caught on white squares surrounded by



walls. You must turn zap mode off and start going
through all the letters of the alphabet as quickly as
possible, listening for a letter backing up. Then get it
out in the open and zap it, or simply back it up until
it falls off the left edge of the maze.

Each of the sound effects has a meaning. There
are distinct pings and shooshes for each of the follow-
ing events: zapping a normal letter; zapping a shak-
er; zapping a maker; zapping a swapper; a taker
breaking down a wall; hitting a letter in backup
mode; hitting the space bar or Return key to change
the color or firing mode; the target color changing by
itself; losing a life; and the clearing of a maze.

When a letter falls off the right edge, you lose
one life. The letter that went off the edge disappears
and the rest of the letters in the seven rightmost col-
umns are removed from the maze to be added back
later in the level.

You score points for the following: zapping a let-
ter, having bonus time left at the end of a level, and
making the special bonus on the bonus round. For
knocking out a letter, you generally receive around
400 points, although this value depends on two fac-
tors: the speed at which you're playing, and where
you zapped the letter (the farther to the left the letter
is when you kill it, the more points you get).

For bonus time, you receive 240 points for every
second left. You also get 20,000 points for zapping
all 20 letters in a bonus round.

Earning A Bonus

On the first three levels, you see standard mazes.
The fourth is the dark level. The fifth is a bonus
round, where you have a chance to earn extra
points. This pattern of three normals, one dark, and
one bonus repeats until the game ends.

All levels that are multiples of 5 (levels 5, 10,
15, and so on) are bonus rounds, where there are no
walls, white squares, or special letters. The maze al-
ways has the same simple color pattern, and there
are always exactly 20 letters that must be zapped to
clear the maze. What makes a bonus round hard is
that the letters move a lot faster than usual. You get
normal points for the letters, but if you zap all 20,
you get a special 20,000-point bonus. This really is a
bonus round; you don’t even lose a life when a letter
goes off the right edge of the maze, and the right-
most seven columns don’t clear when a letter goes
off the right edge.

You're given an extra life after completing every
bonus round, whether you make the 20,000-point
bonus or not.

Just before the bonus rounds (levels 4, 9, 14,
and so on) are dark levels. The colored squares of
the maze all start out black and change to their actu-
al color only when a letter moves onto the square.

At the end of a game, your final skill level is
displayed. This rating is a measure of the actual dif-
ficulty of the final level you completed. ST
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Personal Calendar

Guy Davis

Never miss an important appointment, birth-
day, or anniversary again. With this valuable
application, you can create an appointment cal-
endar for any month of any year. It's easy to
use and runs on all STs, color or monochrome.

Elephants and computers may never forget (at least
while the power’s on), but people do. Forgotten ap-
pointments and events can lead to disaster, discord,
and disruption. Were you supposed to have lunch
with Marty this Tuesday or next Thursday? Is Uncle
Ben’s birthday on September 7 or September 17?
When is the next loan payment due? And is your
wedding anniversary creeping up again?

If you use your computer frequently—either at
the office or at home—an appointment calendar pro-
gram may help you keep up with important events.
Ideally, the program should be easy and quick to

use, allow you to schedule events as far in advance
as you want, and let you jot down short notes to
jog your memory about important dates and
appointments.

“Personal Calendar” lets you do all this and
more. You can even schedule events into the next
century if you want. And it runs on all STs—color
systems in medium resolution, and monochrome
systems in high resolution.

Getting Started

On this issue’s disk you'll find two files for Personal
Calendar: CALENDAR.PRG and CALENDAR.PAS.
CALENDAR.PRG is the Personal Calendar program
itself, and CALENDAR.PAS is the Personal Pascal
source code, which is mainly of interest to program-
mers. To run Personal Calendar, select it from the
disk menu or click on the icon/filename from the

Figure 1: “Personal Calendar” lets you schedule appointments and
important events for any month of any year.
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Personal Calendar
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Figure 2: Each day of the year has a ten-line memo pad for jotting

down notes.

Tesk File Edit

Personal Calendar

fQugust 4987

9:30 - Take the dog to the vet.|

Rugust 12, 1387

o

Figure 3: The program can even warn you ahead of time of upcom-

ing special events.

Desk File Edit

Personal Calendar

Saptenber 4987

Mark's birthday.

Septenber 5, 1387

GEM desktop, just as you would run any other pro-
gram. If you're using a color ST system, make sure
the screen is adjusted for medi luti

When the program starts, you'll see a blank
screen with a new menu bar at the top: Desk, File,
and Edit.

At the far left is the Desk menu, which lets you
run any desk accessories you may have installed
when you booted up the computer. (This is the same
Desk menu which appears on the GEM desktop and
in all GEM applications.)

Next is the File menu, which contains the fol-
lowing disk-related selections: Load Calendar, Create
Calendar, Convert File, Change Password, and Exit

Program.

To the right is the Edit menu, which contains
the following calendar functions: Select Month, Set
Date, and Special Request.

We'll examine each of these functions in detail,
but let’s start by showing how to create a calendar
from scratch. Make sure you have a blank formatted
disk handy.

Creating A Calendar

Select the Create Calendar option under the File
menu. You'll be asked to enter a filename for your
calendar. For now, use the default filename, CALEN-
DAR.DAT. Insert a blank disk in the drive and press
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With computers firmly established in
offices—and more and more new
applications being developed for every
facet of business—the demand for
trained computer service technicians
surges forward. The Department of
Labor estimates that computer service
jobs will actually double in the next ten
years—a faster growth rate then for any
other occupation.

Total systems training
No computer stands alone. ..

it's part of a total system. And if
you want to learn to service and repair
computers, you have to understand
computer systems. Only NRI includes a
powerful computer system as part of

your training, centered around the new, i Ny lour R ot
fully IBM-compatible Sanyo 880 Series oo NRLDiccavery o)
computer. on audio tape

t ‘computer circt

keyboard and 360K double-density, double-sided disk drive
olution monochrome monitor * 8K ROM, 2!

As part of your training, you'll build
this highly rated, 16-bit, IBM-compatible
computer system. You'll assemble
Sanyo’s “intelligent” keyboard,
install the power supply and disk e et

drive and interface the high- : st oot Send for 100-page free catalog
resolution monitor. The 880 , Youl lmu? -nd Send the coupon today for NRI's 100-
Computer has two operating ﬁqmr supoly.d ok page, full-color catalog, with all the facts
speeds: standard IBM speed i about at-home computer training. Read
of 4.77 MHz and a remarkable . a0 diectione: detailed descriptions of each lesson,
turbo speed of 8 MHz. It's con- Py each experiment you perform. See each
fidence-building, real-world part of your piece of hands-on equipment you'll work
experience that includes training training. Youeven  with and keep. And check out NRI
in programming, circuit design get some of the training in other high-tech fields such
and peripheral maintenance. ‘most popular software, including WordStar,  as Robotics, Data Communications,

2 CaleStar, GW Basic and MS DOS. TV/Audio/ Video Servicing, and more.
No experience necessary—
NRI builds it in

Even if you've never had any previous
training in electronics, you can succeed
with NRI training. You'll start with the

NS ...

McGraw-Hill Continuing Education Center €
3939 Wisconsin Avenue, W, Washington, DC 20016 I

basics, then rapidly build on them to | VB o Iomorow. El optane ey |
‘master such concepts as digital logic, | {97 CHECK ONE FREE CATALOG ONLY [ Industrial Electroncs. ] i Conditioning, Heating, & |
microprocessor design, and computer [ Communication Electronics Refrigeration
P! B I [ Computer Electroncs [ Electronic Design Technology 0 Locksmithing & Electronic Security
memory. You'll build and test advanced | % gvlrg??mgm:a Sevicing E ;elalph‘oge ?ewlcmgse % Eu:lmnql Cor;\mc\lm\ |
el . ] Sateite Eectronics gt Electronics Senicin tomotive Seniin

electronic circuits using the exclusive | [ Robotics & Industrial Control [ Basic Electronics. 2 E |
NRI Discovery Labﬁ, professional dxgltal (] Data Communications. [ Electricians [ Bookkeeping & Accounting
multimeter, and logic probe. Like your | T — |
computer, they're all yours to keep as | - |

CityStateiZip ‘Accredited by the National Home Study Council




Figure 4: Once you create a yearly calendar, you can display any

month in that year.
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Return.

The program then prompts you to enter a pass-
word. This lets you protect your calendar entries
from prying eyes. The password must be in all-
uppercase letters (such as OVERLORD). If you don’t
want password protection, just press the Return key.

Next you're prompted to enter a four-digit year.
Enter 1987 and press Return.

After some brief drive activity, a month is dis-
played on the screen as seen in Figure 1. At this
point you have successfully created your first calen-
dar file. Now let’s make some entries.

Point to any day on the calendar and click the
left mouse button. A ten-line memo pad for that day
appears, as shown in Figure 2. Each line is divided
into two columns; the lefthand column is the longest
line. This column is for entering notes like “Mom’s
birthday” or “9:30—Take the dog to the vet.” The
righthand column, only three spaces wide, is for spe-
cial entries, and we'll cover this in a moment. For
now, just type a couple of entries in the first column.

You can move the cursor to a new line in the
memo pad by clicking on that line with the mouse,
by pressing the cursor-control keys, or by pressing
the Tab key. If you make a typing mistake, you can
fix it with the Delete, Backspace, and cursor keys;
the Escape key erases all text on a line. When you're
done typing entries, click on the OK box or press Re-
turn. The memo pad disappears.

When the calendar reappears, you'll notice that
the day you selected is flagged by an asterisk. This
indicates that information is stored for that particular
day. In the future, whenever you run the program
and check the calendar, you'll know that something
you want to remember is happening on that day.

Special Events

If Personal Calendar did nothing but what is de-
scribed above, it would already be a useful program.
But it also has the capability to alert you ahead of
time to special events that are particularly important.

To record a special event, enter a note to your-
self in the lefthand column of the memo pad as ex-
plained before. Then, in the small righthand column,
enter any number from 1 to 366 to indicate how
many days in advance you want to be alerted to the
event. For instance, if you enter a 10 in the right-
hand column, Personal Calendar will automatically
display the memo pad for that day up to 10 days
ahead of time. The memo pad will pop up whenever
you select the Load Calendar option under the File
menu or the Set Date option under the Edit menu.

To see how it works, point to a day on your cal-
endar and click the mouse button. Type in an entry
and include the 13 in the second column as shown
in Figure 3. Then click on the OK button and select
the Set Date option under the Edit menu. Set the
date to be within 13 days before your entry and
press Return.

The first thing you'll see is the memo pad for the
date you just set; this lets you enter any appointments
for that day. When you click on the OK box, the pro-
gram searches for any upcoming special events. When
it reaches the special event you just entered, it dis-
plays that day’s memo pad on the screen.

This is an extremely valuable feature. As long as
you run Personal Calendar on a daily or near-daily
basis, you'll always be alerted to a special event in
plenty of time—up to a year in advance, in fact. (Re-
member, any number from 1 to 366 days can be en-
tered in the special event column.)
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Figure 5: The Special Request feature of “Personal Calendar” is ide-
al for people who like to plan their life far in advance.
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Note: The memo pad that pops up to inform
you of a special event doesn’t let you make any edit-
ing changes. To close the memo and return to the
calendar, click on the OK box. If you want to make
changes to the memo pad for that day, just click on
the calendar and open it as usual.

Other Options

Let’s examine some of the other functions of Person-
al Calendar. The Set Date option can be used to set
the current date or to test any special entry you type
in. When you first run the program, the computer’s
GEMDOS system date is retrieved and used as the
current date. (If you have a realtime clock and calen-
dar installed in your ST, you'll probably never need
to access this function.)

The Select Month option under the Edit menu
lets you change the month displayed on the screen
to any month in the current year. Just click on the
box representing the month you want and then click
OK. (See Figure 4.)

If you want to set an event further into the fu-
ture—next year or next century—choose Special Re-
quest under the Edit menu. Type in any date you
can think of and press Return. As shown in Figure 5,
Personal Calendar calculates the calendar for that
month and displays it on the screen.

You can even use the Special Request function
to call up calendars for past years. For instance, the
calendar for December 1941 accurately shows that
Pearl Harbor Day, December 7, fell on a Sunday.

To exit the Special Request function, click the
mouse anywhere on the calendar screen or make
any other menu selection.

When you select the Change Password option
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under the File menu, the program displays the pass-
word you entered for the current calendar file and
lets you change it. If you didn’t choose password
protection when you created the file, or if you
change the current password to blanks, the file will
automatically load for you in the'future without re-
questing a password.

The Load Calendar option under the File menu
lets you load any previously created calendar file.
Normally you select this function each time you run
Personal Calendar. If the year of the calendar file
you are loading matches the year to which the sys-
tem clock is currently set, the program displays any
special events for that particular date.

Converting Calendars

The Convert File option under the File menu lets
you convert an existing calendar file to another cal-
endar file of a different year. This can save you a
great deal of work when each new year begins.

For example, let’s say you've created and used a
calendar file for 1987. When 1988 rolls around, you
want to keep all of your old special entries—annual
events such as birthdays, anniversaries, and the like.
By loading the 1987 calendar file (or a copy of it)
and selecting Convert File, the 1987 calendar will be
reformatted so you can use it for 1988.

Before carrying out this conversion, the program
asks if you're sure you want to reformat the current-
ly loaded calendar. If you answer yes, you're asked
to enter a password and the year to which you want
the file converted (normally the following year). Any
entry that was not marked as a special entry is
stripped from the file.

To exit Personal Calendar and return to the
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GEM desktop, select the Exit Program option under
the File menu.

Special Notes

Personal Calendar stores all of its data in two disk
files. The first file has the filename you selected
when you created your calendar. The second file is
created automatically by the program and is named
FILENAME.KEY, where FILENAME matches the file-
name you chose for your calendar. For instance, if
you used the default filename for your calendar,
CALENDAR.DAT, the companion file generated by
the program would be named CALENDAR .KEY.
Make sure there is no existing file of this name on
your data disk; it will be erased as the new file re-
places it.

If you fill in every line on the memo pad for
every day of the year, you'll just about fill up one
single-sided disk. Since most people aren't that busy,
you'll probably have room on your disk for several
calendar files. You can keep separate calendars for
personal events and business appointments, for ex-
ample. If a disk starts to get full, though, it's a good
idea to copy the current calendar file and its .KEY
file to a fresh disk.

If you decide to put several calendar files on one
disk, name the files carefully. The files CALEN-
DAR.Y87 and CALENDAR.Y88 would have the
same key file, CALENDAR.KEY. Of course, this
means that the second CALENDAR.KEY file would
erase the first one. To avoid this problem, name your
files CAL1987.DAT and CAL1988.DAT or something
similar. These two files would have the key files
CAL1987.KEY and CAL1988.KEY, thus eliminating
any problem.

You can easily make a paper copy of any calen-
dar by pressing the Alternate-Help keys to generate
a printout using the ST’s built-in screen dump utility.
Just make sure you have a compatible graphics print-
er hooked up and online, and that it has been set up
properly with the Install Printer desk accessory that
came with your ST. See your computer manual for
more details.

Personal Calendar computes all of its dates
using the Gregorian calendar system. By papal de-
cree, the Gregorian calendar replaced the old Julian
calendar in 1752. Although Personal Calendar can
display months before this year, the program dis-
plays the month as it would have appeared if the
Gregorian calendar were in effect at that time.
Therefore, the calendar screen won't reflect the actu-
al arrangement of days as they fell under the Julian
calendar. For instance, Personal Calendar can display
the month of December 0001, but it appears as that
month would have looked if the Gregorian calendar
had been adopted in the year 0001.

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

Todd Heimarck
Assistant Editor

Requirements: Any ST with the TOS
operating system in read only mem-
ory and a color or monochrome
monitor.

When the title screen of Balance of
Power first comes up, you're given
the choice of playing the part of
Americans or Russians. But, con-
trary to what you might think,
this is not a typical war game
where two superpowers slug it
out for supremacy. In fact, if you
accidentally (or deliberately) set
off a nuclear war, everybody
loses. Balance of Power is best de-
scribed not as a war game, but as
a peace game.

The main screen is a world
map, and everything is controlled
with the mouse and drop-down
menus. The menus also act as a
kind of world almanac—you can
find out which nation has the
most political violence, the most
doctors, or the most television
sets. A scoreboard on the bottom
line tells you how many points
have been acquired by the USA
and the USSR. The goal of the
game is to gain more points than
the other player. Most people
automatically choose to play the
United States president against
the computer’s Soviet leader, but
it’s occasionally insightful to try
the Russian side, to see things
from their point of view.

You get points by helping
your friends and not helping your
enemies. But it’s not that simple.
It’s really a popularity contest in
which you have to reap votes
from the other countries in the
world.
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Wielding Influence

As the leader of a superpower,
you have a wide variety of op-
tions at your disposal. You can
send military aid to a country’s
government or bankroll the insur-
gents—or do both, if you want.
You may send billions of dollars
in economic aid. To put a little
more force behind your actions,
you can land troops in a country,
either in support of the govern-
ment or on the side of the rebels.
You can ask the CIA (or KGB) to
destabilize the government. This
might range from encouraging
dissidents to the more extreme ac-
tions of inciting riots or support-
ing a coup d’etat. You can sign
treaties with the heads of govern-
ments, whether it’s a simple mat-
ter of establishing trade relations
or agreeing to a conventional (or
nuclear) defense accord. Finally,
you can turn on the diplomatic
pressure, which often leads to a
statement that the country wishes
to maintain good relations. You
get points for these

destabilizing the government of
the Philippines. East Germany
and Syria are Soviet allies, but the
Philippines are on your side, so
you'd have to stop the Russians
from getting involved there.

While it's your turn, either
before or after you’ve sent guns,
money, troops, diplomats, and
spies into a country, you have to
take a look at what the other side
is doing. You'll see a list of things
that the Soviets (or Americans)
are up to. Let’s say the Russians
have sent some economic aid to
Poland. You, as the president of
the USA, can ignore their action
or start a back-channel discussion,
in which your diplomats indicate
that your government disapproves
of their actions in this situation. If
you object, you initiate a crisis,
which gives each side a chance to
either stand firm or back down.

In a crisis situation, whoever
backs down first loses points. If
you're arguing about the Sudan
and you back down, you might
lose a few points. No problem.
But if you're talking about Great
Britain or India, the stakes might
grow to a few thousand points.

If neither side backs down
and you both stand firm, the re-
sult is a nuclear war. Everyone
loses. The game is over.

Exercising Judgment

When you're deciding on a policy
to pursue in a certain country, you
must two things: How

At the same time that you're
providing military aid to Israel
(assuming you're playing the
USA), giving economic grants to
Peru, and signing a treaty with
Burma, the Soviets could be rush-
ing troops to East Germany, sup-
porting the economy of Syria, and
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important is the country and in
which sphere of influence does it
belong?

For example, Australia is
worth a lot of points—it’s strongly
on the American side, and it’s a
partner of the USA in a nuclear
defense treaty. If you play the



Soviet side, you can’t send troops
into Australia (well, you can, but
you'll either have to back down or
risk starting a nuclear war). Like-
wise, if you're playing the USA,
stay away from places like East
Germany. If the computer is play-
ing the USSR, it won't let you de-
stabilize or support rebels in
major countries that are strong
Soviet allies.

After you make your moves
and object to a few of the other
player’s policies, you select Next
Turn. At this point, the computer
lodges diplomatic objections to
some of your decisions.

Balance of Power has an im-
portant psychological component,
especially when you're playing
against another person. You have
to make tradeoffs and compromise
occasionally. You might back
down and remove your troops
from Mali. But when the q

to give a little on this Mozambi-
quean situation.”)

The computer’s personality is
very tough. It will let you get by
with one or two outrageous ac-
tions, but eventually you'll be
backed into a corner where the
choice is to blow up the world or
lose a lot of popularity points.
However, if you're too timid, it
will walk all over you. The trick is
to avoid being too weak or too
gung-ho.

A Game For Thinkers
The opening screen of Balance of
Power says you're wasting your
time if you play the game without
reading the instructions—and it's
right. You have to read the ac-
companying manual to under-
stand how the game works.

Chris Crawford, who wrote
Balance of Power, has also written

of Mozambique comes up, you
don’t flinch. (“Look, I removed
my troops from Mali. You've got

a sep book (published by Mi-
crosoft Press) about how he put
the game together. If you buy Bal-
ance of Power and you're interest-

ed in becoming a better player (or

if you're a programmer who

wants to learn how he pro-

grammed it), the $10.95 book is a

wise purchase. Crawford has also

written a more general book (pub-

lished by Osborne/McGraw-Hill)

about how to write computer

games. It's pretty good, too.
Balance of Power is unlike the

vast majority of computer games

you might have encountered. If

you have an interest in interna-

tional politics, you'll find it a

challenge.

Balance of Power

Mindscape

3444 Dundee Rd.

Northbrook, IL 60062

$49.95

for the

Featuring

= Resource Construction Set « Make

Megamax C
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L B
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$ 1 9 9. 95 For more information, call or write:

TACKLE BOX ST

Complete Atari Documentation
for OSS Personal Pascal Users
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GEMDOS * AES
XBIOS * VDI
BIOS * MATH LBR.
SYSTEM VAR. * PASCAL TUT.

TACKLE KIT: A DISKETTE FULL OF
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SAMPLE PROGRAMS
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* OVER 550 PAGES OF DOCS

* PAGE SIZE: 8% X 11

* 3 DISKETTES

* OPTIONAL HARDWARE SECTION

$69.95*
SRM ENTERPRISES

USAFA, CO 80840
(303) 472-6624

* ADD $4.00 SHIPPING CHARGE
MIC, VISA, CHECK AND COD ACCEPTED

(VERSION 2.00)

FOR MORE INFO., WRITE OR CALL:

P.O. BOX 40
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Publishing Partner

Philip I. Nelson
Assistant Editor

Requirements: Any ST with a color
or monochrome monitor and a print-
er. A laser printer is desirable, but
not required.

SoftLogik’s Publishing Partner is a
comprehensive and extremely pop-

document. As art director, you
make basic design decisions about
the appearance of each page. As
mechanical artist, you paste up the
document, arranging text, head-

a convenience to experienced us-
ers, all of the major menu options
also can be selected with key-
board commands.

Figure 1 illustrates a sample

lines, graphics, and other el
And as typesetter, you print the
document in its tinal form.

Not surprisingly, any pro-
gram which offers that many
functions is not simple. Publishing
Partner includes a multitude of

ular desktop publishi

for the Atari ST. Although some of
the program’s popularity certainly
stems from lack of competition (at
this writing, it is the only ST desk-
top publishing program available
in the US), Publishing Partner is a
powerful and attractive program in
its own right.

Publishing Partner works on
either color or monochrome Atari
ST systems, although a mono-
chrome monitor is strongly recom-
mended for its higher resolution
and superior picture quality. A
color monitor may be useful if
you want to use a color printer.
Because some color printers may
support a wider color range than
the ST can display, the screen
may not reflect the exact colors
you select for printing, but the
program will output whatever col-
ors your printer can handle.

This versatile program even
works on a minimum-configura-
tion ST system: a 520ST computer
with a single floppy disk drive. As
is usually the case, though, you
can work more efficiently if you
have a second floppy drive, a
hard disk, or enough memory to
support a RAM disk. Publishing
Partner is not copy-protected and
can easily be installed on a hard
disk drive.

Instant Press Baron

Like other programs of its type,
Publishing Partner combines sever-
al functions in a single package, al-
lowing an individual to act as a
complete publishing company in
miniature. In the guise of an edi-
tor, you compose copy or load pre-
viously prepared text into the

prog; options, and you can ex-
pect to spend a significant amount
of time learning how to use it.
However, the author has done a
good job of making the program’s
many options accessible in an or-
derly, uncluttered fashion. Every
program function is available from
onscreen menus and tools, and, as

Figure 1: Sample Printout

d from the Publishi
Partner disk printed on an crdx-
nary, 9-pin dot-matrix printer. The
document has been reduced to fit
on this magazine page, so the
print quality looks somewhat
sharper than it really is. Neverthe-
less, you can see that even a dot-
matrix printer is sufficient for
many purposes. Of course, you
can obtain significantly better
quality with a 24-pin dot-matrix
printer or a laser printer.

Figure 1 also demonstrates
several basic features of Publishing
Partner. You can place text of vari-

Publishing

Partner™
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ous sizes and styles anywhere on
the page, within columns or out-
side them. Column rules, boxes,
and other graphic elements are
easy to create, and you can in-
clude graphic images wherever
you wish.

Electronic page composition is
comparatively fast and conven-
ient, but it still takes time to cre-
ate a page as complex as this
sample. Even if you begin with a
clear mental picture of what you
want, there’s a certain amount of
trial and error involved in laying
out most pages, so creating the
page may take longer than you
expect, at least until you gain

Figure 2: Publishing Partner Work Screen

Desk File Create-Layout View Style Format Edit
T

1| Publishing Partner™

1 |page layout program or the Atari
ST. You can see text, rules
(lines) and columns in their
41 |actual size and position on the
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page. Using Publishing
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12 point I
24 point e
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=

experience with the f

Printing takes time, too. We
printed this page on Star and Ep-
son dot-matrix printers and timed
the process. In both cases, the
printout took more than 20 min-
utes. That speed may be accept-
able for light-duty applications,
such as a monthly newsletter, but
it’s not practical for large docu-
ments. The Publishing Partner
manual, for instance, is 164 pages
long, plus or minus a few pages of
addenda. At a rate of 20 minutes
per page (3 pages per hour) it
would take more than 54 hours,
or about six 8-hour days of con-
tinuous printing, to print that
manual on a dot-matrix ma-
chine—assuming that its print-
head didn’t suffer a meltdown
during the ordeal.

Laser printers provide vastly
superior print quality and also are
much faster than their dot-matrix
brethren, usually cranking out a
page in less than two minutes. If
you need that level of quality, but
you don’t have a laser printer,
there are many services (including
the SoftLogik company itself) that
will print documents on a laser
printer for a fee.

WYSIWYG

Computerized page composition
has the same advantage over tra-
ditional composition methods that
computerized word processing has
over typewriting: Because the pro-

The Publishing Partner work screen always shows you the document in correct
relative proportions, as it will appear when printed. In this case, the actual size
viewing option has been selected. At the top of the work screen are the pro-
gram’s main menus, with special tools located along the right border.

cess is electronic, you can make
changes and corrections quickly
and easily, using the computer’s
screen as your work surface. Since
the screen depicts precisely what
the final document will look like,
there’s no need to print the docu-
ment until everything is just right.

The term WYSIWYG (What
You See Is What You Get) often is
used to describe this one-to-one
correspondence between the on-
screen document and its printed
counterpart. Figure 2 shows the
sample document as it appears
within the program, viewed at
normal size. Publishing Partner
lets you view the document in
many different sizes, always with
the correct proportions. To check
the overall composition of a page,
for instance, you might select the
full-page viewing option, which
shows the entire page on the
screen at once.

Publishing Partner makes it
easy to flip from one page of the
document to another, although
only one page appears onscreen at
a time. The number of pages you
can have in memory depends on
the size of your computer’s mem-
ory and the complexity of the
pages involved.
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The program also supports
many different text styles. A text
style is a way of modifying the
text font currently in use. In addi-
tion to standard ST text styles
such as italics and boldface, Pub-
lishing Partner offers double un-
derline, backslant, strike-through,
and several other styles. These
styles can be used singly or in
combination with one another.
When you select a different text
style, it appears immediately on
the screen, mirroring the appear-
ance of the final document.

Unfortunately, the same can-
not be said for text fonts. A text
font is a complete character set
with a distinctive appearance.
(The body of this article, for in-
stance, is typeset in a font named
Malabu II, while its title and
headlines are typeset in a different
font named Times New Roman.)
Although you can use various
fonts on the screen, the Publishing
Partner manual states in an ad-
dendum that you can print with
only one font: Helvetica. If you
attempt to print any font other
than Helvetica, character spacing
is thrown off.

For text fonts, then,
WYSIWYG should be amended to

COMPUTE!’s Atari ST Disk & Magazine
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WYSIKOLWYG (What You See Is
Kind Of Like What You Get). The
font limitation is a signifi
drawback in a desktop publishing
program. Perhaps by the time you
read this, SoftLogik will have
solved the one-font problem.

Columns And Forms

One feature that sets a desktop
publisher apart from most word
Pprocessors is its ability to format
text in columns. Unlike most
books and letters, which have a
single column of copy, most mag-
azine, newspaper, and newsletter
pages have multiple columns.

When you insert text into a
column, Publishing Partner formats
the text to fit the column’s bound-
aries automatically. Within a col-
umn, you can format the text in
many different ways: centered,
right-justified, and so on. Further-
more, you can link columns to-
gether, so that if the text is too
large to fit in a single column, it
flows automatically into the next
column,

Once columns are linked, the
flowing process, also known as
routing, is automatic. If you delete
a paragraph from the first column,
text that previously occupied the
second column flows back into
the first, and so forth. Text often
is routed from one column to an
adjacent one, but you can also
route to any other column in a
document. In a newsletter, for in-
stance, you might want to contin-
ue a front page story on an inner
Ppage, a task which is easily done
with Publishing Partner.

The program provides a few
standard forms, such as the 8%z X
11, three-column form shown in
Figure 1. Of course, you can cre-
ate an unlimited number of cus-
tom forms by dropping in
columns and other elements and
then saving the blank document
on disk.

The master page feature is
similar to the automatic header/
footer feature of many word pro-
cessors, but goes one step further
to accomodate double-sided
pages. A document could contain

two different master pages, with
information that repeats on each
page. Thus, you could arrange for
the book title and page number to
appear on the right side of the
page for odd-numbered pages,
and on the left side of the page
for even-numbered pages.

Manipulating Text

As you might expect, Publishing
Partner gives you minute control
over the placement and appear-
ance of text on the page. The
point size of a character refers to
its physical size. One point equals
1/72 inch, so 12-point type is
12/72, or 1/6, inch in size; 72-
point type is 1 inch in size, and so
forth. This program lets you use
many different point sizes, as il-
lustrated at the top of the center
column in Figure 1.

Just as important as the size
of characters is their position on
the page with relation to each
other and to other graphic ele-
ments. Here Publishing Partner
lets you choose from three differ-
ent measurement systems: picas,
inches, and centimeters.

When you're placing text and
other graphic elements on the
page, it is often desirable to have
certain items aligned visually. To
aid in this process, the program
allows you to display a grid on
the background of the page. You
can also display rulers above and
to the left of the work screen. The
grid and rulers are calibrated to
match the currently selected mea-
surement system. These tools do
not appear when you print the
document, of course.

Another useful composition
tool, which has no counterpart in
conventional word processing, is
the snap-to guide. A snap-to guide
is like an invisible magnetic line
which you can implant in a docu-
ment. Once implanted, the guide
attracts anything placed within a
certain range, making alignment a
quick and easy process. Snap-to
guides can be placed wherever
you need them, and turned on
and off at will.

Publishing Partner does a
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good job of spacing characters
correctly when you enter text in a
document. However, depending
on the point size of characters and
the length of the words involved,
this process occasionally can lead
to odd results (one short word
might be stretched across an en-
tire line, for instance). To let you
correct such anomalies, the pro-
gram allows manual kerning—pre-
cise adjustment of the space
between individual characters.

Text Objects

Publishing Partner allows you to
handle text in two entirely differ-
ent ways. The first sort of text, al-
ready mentioned, is the same sort
of text you might create with a
word processor: a sequential col-
lection of characters in orderly
lines. When you type past the end
of a line, the cursor automatically
drops down to the beginning of
the next line, and so forth.

Publishing Partner allows you
to enter and edit text in this way,
although nobody would mistake
this program for a word processor.
Because its main function is page
composition, not text editing, Pub-
lishing Partner understandably
lacks many features common to
word processors. You'll probably
want to create text with a real
word processor, then load it into a
Publishing Partner document for
composition. The text-editing fea-
tures of Publishing Partner are pro-
vided chiefly for the minor
adjustments and editing incidental
to position, not for posing
long documents from scratch.

The second way the program
allows you to handle text is as a
text object—a body of text that is
“pasted onto” a page outside a
column. Text objects often are
used to create titles or banners;
the title at the top of Figure 1 is
an example. A text object can be
freely restyled, and moved into
position just as you might push a
cut-out headline around on a
physical page until it’s in exactly
the right spot. However, text ob-
jects lack some features of text
contained in columns; you can’t
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link two text objects and flow text
from one object to another, for
instance.

Thus, Publishing Partner con-
tains two different editors: a text
editor and an object editor. In
Text mode, you can manipulate
text much as you would with a
word processor, with a number of
special features designed specifi-
cally for page composition. In
Object Editor mode, text objects
and columns are treated simply as
graphic elements that happen to
contain characters rather than
some -other images. Once you
have placed a graphic element on
the page, the object editor remem-
bers its size and position, allowing
you to reposition the element as
needed.

The toolbox menu, located at
the right side of the work screen
(Figure 2), includes a number of
tools for drawing lines and other
shapes, filling areas with a pat-
tern, and so forth. Again, since
these functions are intended as
aids to page composition, they are
less powerful than corresponding
functions in a full-fledged drawing
program. It's possible to draw
simple shapes with these func-
tions, but for serious artwork
you'll need a program designed
expressly for that purpose.

Figure 3: Picture Mode

Desk File Create-Layout View

Style Fornat Edit

Import Quotas
To simplify the process of mixing
graphics with text, Publishing
Partner allows you to import any
graphic image stored in a DEGAS-,
NEOchrome-, or TNY-format disk
file. In Picture mode, you can load
any such image into the pro-
gram’s picture buffer. You then
may copy any part of the picture
into the current document.

Like other graphic objects, the
picture element can be resized or
repositioned at will, without de-
stroying the picture or anything
that it overlays. Figure 3 ill

FIFTEEN TIMES THE POWER!

90% + CONFIDENCE LEVEL

purchase only 1 thoroughbred handicapping
strategy when you can have the POWER of the 15 most
popular handicapping strategies available?

A proven computer program, designed by an M.8.A. o
Finance, combines improved variations of the 15 most
popular handicapping strategies into one easy program
This POWERFUL progiam called Mult-Strats can
analyze a race using 15 strategies in a fraction of the
time you analyze a race using just 1 sirategy.

Simply type in the answers to the program questions. All
theinfois n he Daily Facing Form. The resulsof he 15
strategies will automatically appea reen or
Drinter Mull-Sirala then tabulates th 1 strategy totas
10 give you an ultimate number for each horse.

When 10 or more strategies select the same horse to
win, that horse has over a 90% chance of winning.

MultStas package inludes: _+ 15 srategies + 40
money managemen) & §V" or 32"

the Publishing Partner work screen
in Picture mode: A picture has
been loaded from disk and we are
selecting a portion of the image to
copy into the picture buffer.

Graphics can come from any-
where, of course. Most snapshot
programs for the ST support both
DEGAS and NEOchrome format, so
it’s possible to import just about
any image that you can display on
the ST’s screen. Given the popu-
larity of desktop publishing, it
probably won't be long before
some enterprising soul starts mar-
keting clip art for Publishing Part-
ner and similar programs, just as
has been done for eight-bit pub-
lishing programs.

The term importing also is

In Picture mode, Publishing Partner allows you to import graphic images from
any DEGAS-, NEOchrome-, or TNY-format file.
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used to describe the process of
bringing a non-Publishing Partner
document into the program. This
is ordinarily an ASCII text file
which you have created with a
word processor or obtained by
other means. A text file is very
different from a Publishing Partner
document file, which contains all
the object, formatting, and posi-
tion data needed to recreate every
page in its entirety. Once the text
file has been imported and put in
place, it becomes part of the
document.

Since the program has only
one picture buffer, you are re-
stricted to loading one picture at a
time (although parts of pictures
can be copied to and from the
document freely, within the limits
of available memory). You are not
allowed to import any text file
larger than 32K (32,768 bytes);
any file larger than 32K must be
split into segments smaller than
32K before loading.

Dazzling Customer Support
One of the greatest strengths of
Publishing Partner doesn’t involve
the program at all, but rather the
company behind the program.
Customer support is something
which all software companies

as seriously as SoftLogik.

Deron Kazmaier, the pro-
grammer behind Publishing Part-
ner, has shown a rare devotion to
supporting and improving his pro-
gram. He is personally available
on CompuServe’s Atari ST Forum
to answer questions and provide
online help to Publishing Partner
users. This help even goes so far
as writing custom printer drivers
for Publishing Partner users who
own oddball printers. This level of
support, almost unheard-of in the
industry, greatly adds to the at-
tractiveness and utility of the
software.

On The Minus Side
Though Publishing Partner works
well for the most part, it is no ex-
ception to the rule that every
large, complex program has a few
warts and bugs.

In the wart category, some
users may be annoyed by the pro-

with printers [sic] ink in your veins,
you will no doubt be amazed to find
that there is something to be learned
even by you, the Great Karnack.

To its credit, the manual does
contain some informative tutorials
and an explanation of all the pro-
gram’s features. But the index is
somewhat haphazard (the ele-
phantine entry Working with DE-
GAS, NEOchrome, and Tiny
Pictures is followed by no page
reference, for instance), and the
manual ends with a four-page ad-
dendum containing corrections
and additions to the main text.
The program disk contains a third
piece of documentation with fur-
ther addenda.

It's understandable that the
first edition of the manual was
rushed to market in somewhat
rough form. But the program is no
longer in its first release, and a re-
vision that demonstrates the ease
of using Publishing Partner is

3

gram’s use of dard dialog
boxes. Publishing Partner uses
standard GEM menus, but its doz-
ens of dialog boxes appear in a
different font, with peculiar,
rounded selection boxes. Some
people think this adds a distinc-
tive, decorative look to the pro-
gram, but others find it obtrusive

and ur y. Since the dia-

P and most cc take
for granted, but it's rare to see a
company take customer support

STOP
PIRACY! v

Datalock security keys provide
the best protection for Atari

ST software. Allows users to
make backup disks or transfer
to a hard disk. We manufacture

keys in any quantity at low cost.

Are your programs worth pro-
tecting with Datalock? Send
$5.00 for a unlque key and disk.
Please specify Ata

l]HTHL[IEﬁ

——— e
Manufacturing Co.
P.0. Box 950 St. Joseph, MI 49085

(616) 982-1786

logs don’t do anything that a
standard GEM dialog can’t do,
making them look like something
else simply adds to the potential
for confusion in what is already a
very complex program.

As mentioned earlier, the in-
ability to print with more than
one font is a serious limitation, al-
though it may be corrected soon.

Another weak point is the
user’s manual. It's understandable
that the authors wanted to pro-
duce the manual with their own
software, but they apparently did
so without the benefit of copy
editing. Typographical errors are
common, and the manual begins
with an introduction that begs for
an editor’s pencil. Here’s a brief
sample:

Unless you are a descendant of
Randolph Hurst [sic] and were born
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Competition Is Coming

In summary, Publishing Partner is
a full-featured, reasonably bug-
free package, backed up by excel-
lent customer support. By leaping
first into an empty market, Pub-
lishing Partner has gained a
healthy following and established
a strong competitive position for
the future.

But competitors (notably,
Fleet Street Publisher from Great
Britain) already are gathering in
the wings, and Publishing Partner
still lacks the mature, polished
character of a package like Aldus’s
Pagemaker for the Apple Macin-
tosh. To survive and prosper,
SoftLogik needs to iron out the
wrinkles in the program and im-
prove the documentation.
Publishing Partner
SoftLogik
4129 Old Baumgartner
St. Louis, MO 63129
$149.95
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THE BEST
SERVICE

THE LOWEST
PRICES

ELECTRONIC ONE*

LINES
OPEN

106 ES.T.
MF

CALL (614) 864-9994 » P.0. Box 13428 « COLUMBUS. OHIO 43213

S.T. SOFTWARE
UTILITIES/EDUCATIONAL

PAINTWORKS . 4

MUSIC STUDIO

J\ ATARI 1040 ST
Personal Computer System

1,048,576 BYTES RAM
196,608 BYTES ROM
BUILT IN TOS

312 INCH DBL.

SIDED DISK DRIVE

« TWO BUTTON MOUSE DA EASY PAYROLL 1 2099
* COLOR MONITOR T RABA CHEGK WINDER -1 14499
* 512 COLORS DATA MANAGERS.T. 4799
« MIDI IN/OUT PORTS Q. sk

VIPPRO . 149.99

VIP LITE .

B/W SYSTEM $669°° COMPLETE COLOR SYSTEM

ATARI 520ST

S.T. SOFTWARE

ENTERTAINMENT
THE PAWN .
HACKER?2 .
CHAMP BASI
CHAMP FOOTBALL
MICRO LEAGUE BASEBALL .
LEADERBOAHD

STRIP POKER
BREAKERS .

ALTERNATE REALS
MERCENARY

o

LOW, LOW, LOW PRICEC

JI COMPUTERS
520ST 520ST FOR THE HOME V
SINGLE DISK SINGLE DISK AND OFFICE
DRIVE DRIVE AT LOW, LoW
B/W Monitor Color Monitor PRICES k JIK
Complete Complete ELEC;T:ONIC
E
45999 61999
« SF354 SGL o SF3COMEG HABAWRITER2.
DISKDRIVE 129 HARD DRIVE 529 AR
* SF314 DBL « COLOR BASIC COMPILER
DISKDRIVE  199%° MONITOR ~ 2089% A

BASIC COMPILER

+ BWMONITOR 12999 EASY DRAW

LOW, LOW PRICE HOME COMPUTERS
ATARI 800XL (64K)
ATARI 65XE (64k) W/SOFTWARE
ATARI 130XE (128K)
STAR NX10

FIRST SHAPES .

STAR NP10 i DONALD DUCK PLAYGHOUND

ke WINNIE THEPOOH ........
FORTIS DM 13010 (130 CPS) .......... 190G R
PANASONIC 1080i . $189.99 HOMEWORD HELPEHWRITNG 29 99
BANASONICHO9TI Lo o s $259.99

OGRE .
SKYFO

N

CHAMP wF\E“TLING

TEMPLE APsHAleLon

UNIVERSE Il
BLACK CAULDRON .
KINGS CUEST 1
KINGS QUES
KINGS QUESTS......
PHANTASIENI. .....
FLIGHT SIM. Il

CALL FOR COMPLETE CATALOG

ORDER: CASHIER CHECK, MONEY ORDER, MASTERCARD" OR VISA* (ADD 4% FOR CHARGE CARDS). .
; ALL PRICES SUBJECT TO CHANGE WITHOUT NOTICE
: ADO $3

. NO PERSONAL CHECKS ...

NOC.0.0.'S ... SHIPPED

ON ALL ORDERS UNDER $100.00 . . . ADD $5.00 ON ALL ORDERS OVER $100.00. ACTUAL FREIGHT CHARGED ON MULTIPLE ORDERS.

00
INTERMATIONAL: ACTUAL FREIGHT CHARGED ON ALL GROERS GUTSIDE THE CONTINENTAL UNITED STATES INcmeo AP0

POLICIES; NO n:runNs WITHOUT A RETURN AUTHORIZATION
PLEASE SPECIF'

. NO RETURNS UNLESS DEFECTIVE. ALL

CALL OR WRITE FOR FREE CATALOG

CALL ELECTRONIC ONE (614) 864-9994

WILL BE ...NO

P.0. BOX 13428 COLUMBUS, OHIO 43213
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ComputerEyes
Video Digitizer
And MichTron
Realtizer

Todd Heimarck
Assistant Editor

Requirements: Any ST with a mono-
chrome or color monitor and a video
source (such as a color or black-and-
white video camera, or videocassette
recorder).

Analog information does not
please computers. The continuous
variation of a human voice, for
example, contains pitches ranging
from high to low, volumes from
loud to soft, and speeds from fast
to slow. You can't just plug a mi-
crophone into a computer to re-
cord a voice; you need a sound
digitizer to convert the analog sig-
nals into discrete chunks of digital
information—numbers—which
can then be stored in memory or
saved on disk.

Likewise, the signal from a
videocassette recorder (VCR) or
video camera is analog. A video
digitizer allows you to take a vid-
eo picture and convert it to a digi-
tal form usable by a computer.

If you own a video camera or
a VCR with a good freeze-frame
capability, and you also own an
ST, you may be interested in one
of two new video digitizers: the
Realtizer (from MichTron) and
ComputerEyes (from Digital Vi-
sion). Both devices take an ordi-
nary video signal as input and
convert it into a graphics screen
on the ST. The screen can then be
saved in NEOchrome or DEGAS
format. Once you have the picture
digitized, you can manipulate it to
your heart’s desire.

Both systems are plug-in car-
tridges and are easy to use. With
the ST turned off, plug the digitiz-
er module into the cartridge port
and insert the Video Out cable
from the camera or VCR into the
RCA plug on the cartridge. Then
turn on the ST and run the digi-
tizer program that is supplied on

disk. The only significant hard-
ware difference is that the Real-
tizer draws its power from the
computer, while ComputerEyes
has a power adapter that must be
plugged into a wall socket.

There are several other differ-
ences, however, which we'll cover
in a moment. For instance, al-
though both digitizers work in the
low- and high-resolution modes,
only ComputerEyes works in me-
dium resolution. The first time
you use either digitizer, it helps to
suppress your natural urge to ex-
periment and to at least glance
through the manual. Within a
short time, you'll become accus-
tomed to the various options and
will be ready to start making
pictures.

Why Digitize?

To begin with, you may be won-
dering what a video digitizer is
good for. If you already have a
video camera, why not simply
videotape something you want to
record?

There are some useful appli-
cations for digitized pictures. If
you're a teacher or are writing
educational software, you could
capture a picture of a flower and,
using DEGAS or NEOchrome, label
the stamen, pistil, petals, and oth-
er parts. Or you could digitize a
map of the Mediterranean and
draw in the conquests of Alexan-
der the Great or Caesar.

In a business setting, you
could create presentations that in-
clude actual pictures mixed with
text or graphics. A graph of five-
year profits could be superim-
posed on a picture of the factory.
Information about product lines
could be combined with digitized
photos. Employee records could
be linked to photos stored on a
hard disk. With a desktop pub-
lishing package such as Publishing
Partner (reviewed elsewhere in
this issue), you could incorporate
photos into a newsletter.

Game designers who want to
analyze the movements of a golfer
or swimmer could record a se-
quence of actions and then move
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through them, digitizing the indi-
vidual frames. Or they could cap-
ture scenes for use as backgrounds
in games.

But perhaps the best argu-
ment for a video digitizer is that
it’s fun. If you already own a vid-
eo camera and an ST, you can
hook them together to do some
i ing things. For pl
freeze a frame of a Star Trek epi-
sode and put yourself in the
scene. Or digitize a picture of your
favorite enemy and print it out for
a personalized dartboard. Or draw
a mustache on a friend’s face, just
to see how it looks.

ComputerEyes Screen Modes
The ComputerEyes system works
in all three screen modes support-
ed by the ST: low resolution (320
X 200 pixels with 16 colors out of
a palette of 512), medium resolu-
tion (640 X 200 pixels with 4 col-
ors out of 512), and high resolution
(640 X 400, monochrome).

In lo res, you can capture
screens using two, four, or eight
shades of gray. You can also add
a red, green, or blue tint to exploit
the full range of 16 colors.

Another lo-res capability is
the full-color mode, which re-
quires a color video camera. In
this mode, the program analyzes a
picture for up to 16 of the most
predominant colors. It then uses
that palette within a screen,
rounding all colors to the closest
color available on the ST. This
mode produces the most realistic
pictures, but there’s a catch: If you
create two pictures, the palettes
are usually incompatible, so you
can’t make collages with elements
selected from different color vid-
eos. If you want to mix and match
pictures, it’s best to stick to the
gray scales.

On a medium-res screen, you
can select two tints (black and
white) or four tints (with two
shades of gray). There’s also a
full-color mode, but it's limited to
four colors.

In hi res, you have two
modes to choose from: dither or
normal. Dither decreases the reso-
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lution somewhat, but it uses vari-
ous pixel patterns to simulate
shades of gray. It usually pro-
duces the most realistic results.
Normal mode offers the full 640
X 400 pixel screen, but each
point is either black or white, with
no simulated gray scales.

Two-Stage Digitizing
The ComputerEyes software digi-
tizes a scene in two stages. In the

first stage, the video signal is
scanned and stored in memory as
series of color values (an interme-
diate picture). Next, the internal
representation is converted to a
visible screen.

There’s an advantage and a
disadvantage to this system. The
advantage is that once the image
has been captured in memory,
you can fine-tune it, adding or
subtracting color, adjusting the

STEREO %69

ST COLOR/MONO CARRIER
§

GET FULL STEREO SOUND
FROM ANY COMPUTER SYSTEM.

/AVATEX 1200HC MODEM
'CTS 2400 BAUD EXTERNAL
2
COVERS
520 STSYSTEM.
(CALL OURTOLL FREE NUMDER
o3 FOR SPECIFIC INFORMATION,
1040ST SYSTEM /ASSISTANCE AND PRICING.
ST COLC‘)R/MONO MONITOR
$9. CALL US ABOUT THE NEW mﬁg?ﬂ:ﬁim
svscgkg%z AVATEX 2400 BAUD $5.95
! To Order
‘CALL FOR FREE CATALOGUE
MEGATROMNICS swmss
W’IIW' 800-232-6342
INSIDE UTAH (801) 752-2642
FAX(801) 752-8752
We beat any
advertised price.

'MEGATRONICS, INC. PO. BOX 3344, LOGAN, UTAH 84321
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brightness and contrast, and gen-
erally fiddling with the picture
until you like what you see.

The disadvantage is that it’s
slow. Depending on the mode
you're in (higher-resolution screens
take longer), it takes 6, 12, or 24
seconds to scan a video image.
The subject you're shooting must
stay very still—not unlike the ear-
ly days of daguerreotypes. If
there’s any movement, the picture
becomes unrecognizably fuzzy.

If you have a video cam-
corder with a freeze-frame button,
you can work around this limita-
tion by taping a scene and then
freezing it before feeding it to the
digitizer.

The Realtizer

Although the Realtizer is market-
ed in the U.S. by MichTron, it
originally comes from a company
called Print-Technik, in Germany.
The cartridge is much smaller
than the ComputerEyes cartridge,
and it doesn’t require a separate
power supply.

The designers of the Realtizer
took a different approach to digi-
tizing. There’s no intermediate
digital image stored in memory.
Instead, the video signal is con-
verted directly to a picture on the
screen. This means the Realtizer is
much faster at capturing a scene—
fast enough for a continuous
mode, in which the image is con-
stantly updated. When you limit
the number of shades to two or
four, the screen changes very rap-
idly, almost in realtime. Instead of
fine-tuning a captured picture in
memory, you adjust the bright-
ness and contrast on the fly.

Like ComputerEyes, the Real-
tizer has a lo-res mode that cap-
tures up to 16 shades with 320 X
200 pixels. There are also lo-res
modes with two, four, or eight
shades. Of course, these shades
can be selected from any of the
ST’s 512 possible colors.

The Realtizer’s hi-res mode
takes advantage of the full 640 X
400 pixel screen, but there is no
medium-res mode. The Realtizer
also lacks a full-color mode, so
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Only ComputerEyes converts a full-color video signal to a
full-color image.

Lo res with 16 shades of green and gray Lo res with 8 shades of gray (Realtizer).

(ComputerEyes).

wrdrs ——

Dithered hi res (ComputerEyes). Hi res (Realtizer).
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there’s no reason to use a color
video camera.

Built-In Graphics Tools

The Realtizer software includes
some graphics tools for manipulat-
ing images that have just been
captured. It’s possible to invert the
screen, to create a mirror image, or
to zoom in for a close-up. It also
features a toolbox program that's
good for twiddling pictures—bend-
ing them into new shapes, rotat-
ing, and stretching them.

Almost all of these effects, of
course, can be duplicated with the
various drawing programs on the
market. Once you capture an im-
age and save it in DEGAS or
NEOchrome format, you can load
it into any graphics program for
manipulation later. But even
though the Realtizer software isn't
a full-blown drawing program, it
does provide a few tools for modi-
fying the image on the spot.

If you want to print out a dig-
itized picture, you can use the
Alternate-Help function built into
the ST or the printing features of
your favorite drawing program.
The Realtizer also includes custom
printer drivers for the Epson,

C. Itoh, Canon color inkjet, and
laser printers.

Both of these video digitizers
are highly recommended. While
the Realtizer is faster and has more
graphics tools, ComputerEyes sup-
ports full-color input and allows
finer tuning of the image. As you
can see from the accompanying
screen photos, the image quality is
very comparable. Choosing be-
tween them is largely a matter of
determining which features are
most important to you.
ComputerEyes
Digital Vision
66 Eastern Ave.

Dedham, MA 02026
$249.95

The Realtizer

MichTron

576 S. Telegraph

Pontiac, MI 48053

$199.95 ST



Flight Simulator 11

Tom R. Halfhill
Editor

Requirements: Any ST with a disk
drive and color monitor.

Few entertainment programs have
enjoyed the popularity and stami-
na of Flight Simulator. Arcade-
style videogames come and go,
and role-playing adventure games
generally appeal to a fairly narrow
audience, but Flight Simulator has
remained a thriving bestseller for
years—in a market where a pro-
gram’s profitable lifespan is
usually measured in months.

Versions of Flight Simulator
are available for all popular per-
sonal computers, and the IBM edi-
tion (from Microsoft) has done
surprisingly well on what is
usually considered a business ma-
chine. It has even become an in-
formal benchmark for testing the
compatibility of IBM PC clones.

Flight Simulator’s success is
probably due to three factors: its
attention to realism, its appeal to
our innate fantasies of flight, and
its aura of legitimacy. (It's an en-
tertainment program, but not a
videogame, so even serious users
don’t feel too uncomfortable
switching off the spreadsheet and
taking to the skies now and then.)

SubLogic’s Flight Simulator I
for the Atari ST, by Bruce Artwick
and Mike Kulas, is a noticeable
improvement over Flight Simula-
tor. The ST version runs faster
and boasts much-improved graph-
ics. Although it uses the ST’s
lowest-resolution screen mode, it
allows up to 16 colors to be dis-
played simultaneously, and the
details really pop.

For instance, when you fly
over a major city, you can clearly
make out the various airports,
freeways, rivers, lakes, mountains,
and skyscrapers. Important land-
marks such as the Golden Gate
Bridge in San Francisco, the Space
Needle in Seattle, and the Sears
Tower in Chicago are rendered in
color with recognizable architec-
tural features. The mapping is so

accurate that a good road atlas
makes a useful navigational aid.

Flight Simulator II is so rich in
features that it’s nearly impossible
to cover everything in a review.
Let’s take a look at some of the
highlights.

Preflight Setup

The package includes a 132-page
spiral-bound manual; a keyboard/
mouse reference card; navigational
charts for the five regions mapped
in the simulation (New York/
Boston, Chicago, San Francisco/
Oakland, Los Angeles, and
Seattle); and a copy-protected
disk. The disk is guaranteed
against media failure for six
months. Beyond that period, re-
placements are available for $5.
For $10, you can buy a backup
disk. Since the program accesses
the disk periodically to update the
scenery, the disk is subject to
wear, so a backup is desirable.

When Flight Simulator 11
loads, it takes over the entire
computer. You can’t install any
desk accessories, and the Quit op-
tion reboots the machine.

The main screen consists of a
cockpit view and an instrument
panel. (See photos.) You can
change the cockpit view to look in
nine different directions, including
straight down. The cockpit view is
actually a resizable and movable
window that can be expanded to
fill the entire screen, if you wish.
The instrument panel, which we'll
cover more thoroughly in a mo-
ment, closely simulates the instru-
mentation found inside a single-
prop Cessna 182.

The simulator always begins
with your Cessna idling on run-
way 27 Right, at Oakland Interna-
tional Airport. Of course, you
don’t always have to take off from
Oakland. By entering any of the
coordinates listed on the naviga-
tional charts, you can relocate
your plane to any of the regions
in the simulation.

To change coordinates, you
pull down a menu labeled NAV
and select Position Set. Other
pull-down menus labeled FILE,
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VIEW, ENVIRO, SIM, and SITU-
ATION let you set numerous oth-
er options supported by Flight
Simulator II. You can turn the
sound on or off; set the season to
winter, spring, summer, or fall
(this affects flying conditions,
what time it gets dark, and how
the scenery appears); make winds
blow in any direction, at any
speed, and at four different alti-
tude levels; create clouds at two
different altitude levels, plus
ground fog; make the plane easier
or harder to fly by linking or un-
linking the rudder and aileron
controls; turn autopilot on or off;
adjust the sensitivity of the flight
controls; and even make the plane
less reliable, so that you might have
to cope with a minor (or major)
mechanical failure during flight.

Unusual Menus

Earlier versions of the simulator
for eight-bit computers provided a
screenful of prompts for setting all
of these options. The pull-down
menus in Flight Simulator II are
handy for changing just one or a
few of these options while in the
air, but some people may find
them clumsier for adjusting all of
the options when preparing for a
flight. Numerous mouse clicks are
required, and the menus respond
rather sluggishly. That’s because
they aren’t true GEM menus. Ap-
parently the programmers chose
to bypass GEM routines in order
to speed up the scenery animation
(a fair tradeoff).

One glaring omission from
the menus is that it’s no longer
possible to set the airplane’s com-
pass heading. To get the plane
pointed in the right direction
before a flight, you must either
taxi around on the runway (if
starting on the ground), or fly
around in the sky (if starting in
mid-air). This is tough for begin-
ners, because it’s hard to stabilize
the plane on a compass heading
unless you're accustomed to the
controls. And once the plane is
finally oriented, you must usually
reset the coordinates.

Aside from these drawbacks,

COMPUTE!’s Atari ST Disk & Magazine



the menus do have a few advan-
tages over the earlier method of
screen prompts. Checkmarks indi-
cate at a glance how certain op-
tions are set, and you don’t have
to flip to an alternate screen (and
therefore lose your cockpit view)
to verify or change an option.
Some of the options also have
keyboard equivalents so you can
bypass the menus altogether.

One interesting menu option
is Map Display. You can open a
resizable, movable window on the
screen that shows a bird’s-eye
view of the area under the plane.
By changing the magnification,
you can pull back for a view of
the entire region or zoom in for a
closeup look at a certain spot. If
you keep a road atlas handy, the
map window is invaluable for
navigating and for locating land-
marks. (Purists might consider this
cheating, since the map view is
never obscured by clouds or
darkness.)

Teleportation Simulation
Another interesting way to vary
your point of view is to select the
Spot option under the VIEW
menu. This brings up a view of
your aircraft as seen from an
imaginary spotter plane flying
nearby—sort of like an out-of-
body experience. If you're about
to crash into a mountain or a
building, you can just “beam”
yourself to safety.

To get a better idea of the
depth of this program, consider
the other options available under
the VIEW menu: Cockpit, Tower,
Track, View Direction, Zoom, Set
Spot Plane, Main 3D, and 2nd
3D. The Cockpit and View Direc-
tion options duplicate the key-
board controls for changing your
direction of view. The Tower op-
tion lets you watch your plane
from an airport control tower on
the ground. If you fly out of sight
of the tower, you can select Track;
the control tower then “chases”
your plane to keep it in view. You
can even set the tracking distance
for the tower.

The Zoom option lets you
August 1987

change the magnification of all
views, not just the map display.
The zoom factor is shown on the
instrument panel.

The Set Spot Plane option in-
cludes ways to place the spot
plane where you want it, to make
the plane maintain its spotting po-
sition, or to make it chase your
aircraft. You can even determine
whether the spot plane will follow
you through acrobatic stunts such
as loops and rolls.

The Main 3D and 2nd 3D op-
tions let you open a second cock-
pit view as a window upon the
main cockpit view. Both views are
resizable windows that can be in-
dependently zoomed and reposi-
tioned. The scenery animation
slows down, however, since the
program has to update two differ-
ent views.

Flight Controls

If you've already become a veter-
an pilot on earlier versions of the
simulator, you may be disappoint-
ed to discover that Flight Simulator
II no longer allows you to fly the

plane with a joystick. Instead,
you'll have to retrain yourself to
use the mouse or the keyboard.
Each control device has its
devotees and detractors. Some
people prefer the mouse, saying
that it preserves some of the tradi-
tional feel of a joystick as it trans-
lates physical motion into
aerodynamic action. Others argue
that the keyboard allows more
precise control; the mouse is used
for so much input in Flight Simu-
lator I that you can easily do
something you didn’t intend to.
For instance, there are two
mouse modes: cursor and yoke. In
cursor mode, the mouse is used to
pull down menus, select menu
options, and adjust the instru-
ments. In yoke mode, the mouse
controls the airplane. To switch
back and forth between cursor
mode and yoke mode, you can
double-click the left mouse button
or single-click the right mouse
button. Although the instrument
panel always indicates the current
mode, it’s easy to forget what
you're doing and send the plane

n
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into a tailspin when you really
meant to pull down a menu.

It’s also easy to make mis-
takes when controlling the plane
with the mouse in yoke mode. For
example, pushing the mouse for-
ward and backward lowers and
raises the elevators, while rolling
the mouse sideways tilts the aile-
rons. Pushing the mouse forward
while holding down the left but-
ton increases the throttle, while
rolling the mouse backward while
holding down the left button de-
creases the throttle. If you inad-
vertently mix any two of those
motions, or forget to hold down
or release the left button, you can
send the plane into an unintended
dive, climb, or bank.

To keep everyone happy,
maybe SubLogic will someday re-
store the joystick as an alternative
control device in Flight Simulator II.

Dials And Digits

Perhaps the most outstanding fea-
ture of Flight Simulator II is its ac-
curate simulation of an instrument
panel. Flight instruments include
an airspeed indicator, attitude in-
dicator (artificial horizon), altime-
ter, turn coordinator, heading
indicator (directional gyro), rate of
climb indicator, magnetic com-
pass, and omni-bearing indicator
with glide slope.

Other instruments and con-
trols include a realtime clock, digi-
tal tachometer, throttle indicator,
elevator trim indicator, aileron
and rudder indicators, marker
light switches, instrument panel
light switch, gauges for the left
and right fuel tanks, oil tempera-
ture and pressure gauges, carbure-
tor heater, two magneto switches,
landing gear switch, wing flap
control, and autopilot status
indicator.

The radio stack includes six
radios: voice communication
(COM), navigational receivers
(NAV1 and NAV2), distance mea-
suring equipment (DME), auto-
matic direction finder (ADF), and
transponder (XPNDR).

All of these instruments, con-
trols, and radios are fully func-

Idling on runway 27 Right at Oakland
International Airport.

tional and work almost exactly
like those on a real airplane. Al-
though the instrumentation may
seem bewildering to a beginner,
the excellent manual explains
what each device is for and how
it’s used. Well-illustrated sections
show how to navigate using the
NAV, DME, and ADF radios in
concert with VOR stations and
nondirectional beacons, and how
to communicate with air traffic
control towers and obtain weather
reports with the COM radio. The
navigational charts give you the
tuning frequencies for all of the
major airport towers and VOR
stations within the regions sup-
ported by the simulator. The in-
strumentation is so complete that
an experienced simulator pilot will
have no trouble taking off, navi-
gating, and landing in weather
conditions so adverse that nothing
is visible from the cockpit window.
The only problem with the
instrument panel is that some-
times Flight Simulator II relies too
heavily on the mouse as an input
device. To set a radio frequency,
for instance, you have to click on
the digital display to roll the num-
bers up or down. Someti this

Clouds and winds can be set at several
different altitude levels.

pause the flight while adjusting
the instruments.

Saving And Loading Flights
Flight Simulator II lets you save an
interesting flight on disk for recall
later, load one of several prere-
corded flights, and even play back
the last few seconds of a flight
you just finished. All of these
functions are called from the SIT-
UATION menu, and they’re all
especially valuable when learning
how to fly the simulator.

For instance, beginning pilots
can get lots of landing practice by
loading the prerecorded flights for
visual and instrument approaches.
When you crash, just reload the
situation and try again. The In-
stant Replay option lets you relive
the last few seconds of a disas-
trous crash or glorious landing.
You can even replay the conclu-
sion of your flight as seen from
the spot plane.

The save options are useful
when you want to preserve an in-
teresting view from the cockpit
window, attempt a hazardous ma-
neuver that may result in a crash,
or simply take a break. (Flight

imulator 11 in realti

requires a couple of dozen mouse
clicks. After a while, you wish you
could just click once on the radio
to select it, then simply type in the
desired frequency on the keyboard.

The omni-bearing indicators
are particularly difficult to adjust
with the mouse. Sometimes it
takes so long to center the needle
on a VOR signal that you lose
control of the airplane. Fortunate-
ly, you can press the P key to
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%
so if it takes two hours to fly from
one point to another in an actual
airplane, it will take two hours to
duplicate the journey with the
simulator.)

Unfortunately, the save op-
tions in Flight Simulator II leave
something to be desired. You
can’t save a flight directly to disk;
instead, you must first select the
Save And Name option to save it
in the computer’s memory, then
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The Map Display window makes it easier
to navigate and to locate major
landmarks.

pick Save RAM To Disk to make a
permanent copy. The first point of
confusion arises when you select
Save And Name. Although it
sounds like this option should let
you assign a filename to the flight
you're saving on disk, it really
doesn’t. Instead, you're merely
naming the flight that’s being
saved to memory. Up to twelve
flights can be saved in memory,
though sometimes we had prob-
lems saving more than ten. Also,
the program doesn’t prevent you
from assigning the same name to
all twelve flights.

The next point of confusion is
encountered when you select Save
RAM To Disk. Flight Simulator II
does not let you choose your own
filename; instead, it automatically
saves all flights stored in memory
under the ambiguous filename F7.
Although this file usually isn’t
more than 10K long, and contains
only twelve or fewer flights, you
can’t store more than one of these
files per disk. If you try, the new
F7 file erases the old one. The
program has no provisions for
protecting an existing file by re-
naming it or moving it into a fold-
er. It also doesn’t warn you if it’s
about to erase an existing F7 file.

The only way to store more
flights on a disk is to rename an
existing F7 file or move it into a
folder before running Flight Simu-
lator II. But then you can't recall
those flights into the simulator,
because the program doesn't let
you load any filename other than
F7, or even load an F7 file that's
stored in a folder. This approach
August 1987

For an out-of-body experience, try view-
ing your aircraft as seen from the near-
by spotter plane.

to file-handling is rather baffling,
and you usually end up wiping
out a dozen of your favorite
flights now and then.

Additional Features

As mentioned before, Flight Simu-
lator II has many more features
than we can review in detail.
Here's a quick rundown of what
else it has to offer:

* As an alternative to the
Cessna 182, the program can also
simulate a Gates Learjet 25g. The
twin engines on this powerful
business jet make it possible to
climb as high as 51,000 feet at
speeds of up to 464 knots (the
Cessna is limited to 14,900 feet
and 146 knots). The screen auto-
matically changes to reflect the
different instrument panel found
on a Learjet. The manual admits
that this simulation is not as real
as the Cessna, but that it’s still
lots of fun.

« You can also fly a World
War I fighter, bomb enemy tar-
gets, and engage enemy fighters
in aerial combat. The fighter plane
performs much like the Cessna,
except most of the instruments
disappear. The battlefield is an
imaginary region surrounded by
mountains, bisected by a river,
and dotted with friendly and ene-
my airfields, fuel depots, and fac-
tories. Again, it’s intended mostly
for fun.

« Multiplayer feature: If two
computers are located nearby, you
can connect them with a null mo-
dem cable via the serial ports so

61

The World War I simulation lets you
attack enemy ground targets and dog-
fight with hostile fighters.

that two people can fly together.
Or, if you have a Hayes-compatible
modem, you can call someone
else with a similar setup and fly
together over the phone. Each pi-
lot has the usual cockpit view,
and you can see the other per-
son’s plane if it's within visual
range. All other features of the
program work just the same, ex-
cept the track mode lets you view
your own aircraft from the other
plane’s point of view rather than
from the airport tower. Another
nice touch is that you can commu-
nicate via modem with any other
computer that runs Flight Simula-
tor II with the multiplayer option.
For instance, you can fly with an
Amiga owner to see who can per-
form the most daring stunts.

Despite a few minor flaws—
mostly related to the user inter-
face—Flight Simulator II is a fasci-
nating and educational program
that provides many hours of en-
tertainment. Like an arcade game,
it requires a certain level of dex-
terity and skill; like an adventure
game, it offers a large world to
roam and explore. But by simulat-
ing the real world and a real air-
craft in such detail, it becomes
something much more than a
game. Whether you're experienced
with earlier versions or are a total
newcomer, you owe yourself a
test flight with Flight Simulator II.
Flight Simulator I
SubLogic
713 Edgebrook Dr.

Champaign, IL 61820
$49.95




Blue Eyes

Mark E. Hysell

Each issue, COMPUTE!'s Atari ST Disk & Magazine features com-
puter artwork contributed by an ST artist. This issue, we
picked two screens—though only one, “Blue Eyes,” is on the
magazine disk. You'll find the NEOchrome-format file under
the filename ART.NEO. It can be loaded into any graphic-
design program compatible with NEOchrome files. If you
want to contribute a screen, send the disk to COMPUTE!'s Atari
ST Disk & Magazine, P.O. Box 5406, Greensboro, NC 27403. All
artwork must be completely original and previously unpub-
lished in any form. Screens should be drawn in the low-resolu-
tion color mode in either NEOchrome or DEGAS format.
Please include a paragraph or two of text describing the art-
work and any special techniques employed. We pay $100 plus
disk royalties for artwork that is accepted for publication.
Accepted artwork becomes the property of COMPUTE! Publi-
cations, Inc. Only those disks accompanied by a self-addressed,
stamped mailer will be returned.
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and Shades

Notes By The Artist

I began experimenting with computer art on my old Atari 800, using
programs such as Paint and Micro-Illustrator. So when the ST with its
exceptional graphics capabilities became available, I had to have it. At
present, I am using DEGAS Elite almost exclusxvely

When using the computer, I tend to approach the screen in the
same way that I would a conventional painting. (I do mostly acrylic
and watercolor portraits.) The first step is making a reasonably detailed
drawing. When painting, this would be done using pencil on paper or
charcoal on canvas. With the computer, I use a single neutral color
(such as RGB=665) in draw or slow-draw mode.

In choosing the color palette, I like to reserve six or seven colors
for the flesh tones, and another three or four for eye color. The remain-
ing choices are based on hair color, background, and any other fea-
tures. Often, I'll use shades of blue or green for flesh rather than
realistic tones for an interesting effect.

This basic technique was used in “Blue Eyes” and “Shades.” A
video digitizer was not used to prepare either work—both were drawn
from scratch based on preliminary drawings in a neutral color. The
glasses in “Shades,” however, were added halfway through the work.
As a result, the finished work is very different from the preliminary
drawing. This will often be the case when involved in the creative
process. ST

63




Adpvertisers Index

Reader Service Number/Advertiser

102 Abacus s
103 Activision, Inc.
104 absoft
105 Banana Software, Inc.
106 Central Point Software . .
107 ComputAbility
108 Computer Mail Order
Crown Custom Covers .
109 Datalock Manufaclunng Co. 52
110 Electronic One w03
111 Firebird Licensees Inc.
112 Lyco Computer
113 Megamax, Inc. ..
114 Megatronics, Inc. .
Mindscape, Inc.
NRI Schools . . .

116 Proco Products . . .
S&S Wholesalers, Inc.
117 Software Discounters of America
4

118 SRM Enterprises
119 STplus .. ... 3§
120 ST Station 3
121 Strategic Simulations,

122 Timeworks, Inc. .......... IFC
COMPUTE! Books’ Flight
Simulator Books .......... 15
COMPUTE!’s PC Magazine &
Contest Announcement 8-9

How To Use The Disk

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

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

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

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

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

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

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

Note that many files on the disk require special instructions or explana-
tions; please refer to the corresponding article before attempting to run a pro-
gram or access a file.

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

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

Our disk is not copy-protected. You are encouraged to make a backup of
the disk as soon as possible. However, the contents of the disk are copyrighted
and may not be used by anyone other than the owner of the magazine. Since
the writers and programmers whose work appears on this disk are paid, in
part, with royalties according to the volume of sales, we ask that you respect
the copyright.

Special Notes
When running “Nodemaster Chess” in !hls issue, remember to switch to the

ion color or high mode as ioned in
the article. If you attempt to nm the program in the low-resolution screen
mode, you won't get a warning message; the screen simply blanks out until
you press a key.
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