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FOR ATARI ST USERS.

If you've tried your hand at Microshell Command Processor
developing applications on the Atari including pipes, I/O redirection and
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The Mark Williams C compiler l:l== package for your Atari ST,
produces fast, dense code and supports the
complete Kernighan & Ritchie industry stan- A I??SI')I‘%I\]R%%% %gAME WITI‘(I:E

dard C. You'll have access to GEM’s AES and VDI
libraries for programs using graphics, icons and the
Atari mouse. And Mark Williams C lets you take
advantage of the full 16 megabytes in Atari’s 68000
MICrOprocessor.

STREAMLINE DEVELOPMENT
WITH POWER UTILITIES.

Mark Williams C is loaded with everything you'll
need for professional development. Bring the power
of the UNIX environment to your Atari ST with our

NEW VERSION 2.0 FEATURES
* 50% faster compile time o MicroEMACS Full Screen Editor

Mark Williams C for the Atari ST is part of our growing
line of C compilers. A line that includes the C compiler
chosen by DEC, Intel, Wang and thousands of profes-
sional programmers. Now our Atari C compiler is
earning its own reputation:

“Finally a great C compiler that exploits the power
of the ST"-Sigmund Hartmann, President, Atari
Software Group

“The all-around best choice for serious software
development on the ST.”-Douglas Weir of ANALOG
COMPUTING

GET WHAT YOUR ATARI ST HAS BEEN

* Improved code: 20% faster
dhrystone

* Full access to AESVDI libraries
now with 200 new pages of
documentation and dozens of
examples

* New integrated edit-compile
cycle: editor automatically
points to errors

* Source and object code for
RAM disk cuts compile time
in half

» Complete Kernighan & Ritchie
C plus extensions

a powerful UNIX style shell

 Microshell Command Processor,

with commented source code

» Make Program Building Discipline

« Complete symbolic debugger
 Assembler, linker and archiver

» Powerful Utilities Package: one-step

compiling/linking with cc command,
egrep, sort, diff and more

 Over 600 pages of documentation

including 120 sample C programs

 Not copy protected

Sieve benchmark*:
Compile and link time in seconds.
Mark Williams C  46.0
Megamax 78.5

MARK WILLIAMS C FOR THE ATARI ST: $179.95
60 DAY MONEY BACK GUARANTEE
*Sieve benchmark from Byte, 1983, done on one double-sided floppy disk and included RAM disk.

WAITING FOR.

Mark Williams C is just what your Atari ST was
made for: powerful, professional
programming. So now that you
can have Mark Williams C for just
$179.95, what are you waiting for?

Ask your Atari dealer about
Mark Williams C or order today by
calling 1-800-MWC-1700.*

*In Tllinois call: 312-472-6659

Mark
Williams
Company
1430 West Wrightwood, Chicago, lllinois 60614

© 1986, Mark Williams Company
UNIX is a trademark of Bell Labs.
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e |}
connection!

ANALOG Computing

on Delphi
puts you on-line
with the world.

L
I

a message forum and an extensive

database for up- or downloading—all from

as little as 10 cents per minute from most U.S.

cities, with no additional telephone charges and no

extra charge for 1200 or 2400 bps. We'll use the group’s
conference feature for electronic meetings with well known
Atarians and, of course, ANALOG staff. Bring on your toughest
questions!

Special rates
Subscribers to ANALOG Computing or ST-Log may join without charge, and will receive
a free lifetime Delphi membership, a Delphi Command Card and $5.00 of line-time credit
applicable to their account. If you purchase the Delphi Handbook—the highly detailed
manual on using the whole Delphi system—for $29.95, you will get an additional $20.00 of
line-time credit. And you can subscribe to either ANALOG Computing or ST-Log directly,
while on-line, to be eligible for these bonuses.

How to connect
First, select a data communications network: Telenet or Tymnet (in the U.S.), or
DataPac (in Canada). In the Boston area, dial Delphi direct (617-576-0862). To
determine your local Telenet number, dial 800-TELENET or 703-689-5700 (in
Alaska, 907-264-7391). To obtain a Tymnet number, call 800-336-0149. If you have
difficulty, call Delphi at 800-544-4005 (in Massachusetts, 617-491-3393). Current
subscribers to ANALOG Computing or ST-Log should type JOINATARI when -
asked for user name. When asked for a password, type ANALOG. Those who THE #1 MAGAZINE FOR ATARI COMPUTER OWNERS
wish to subscribe to either magazine on-line should, instead, type SUBSCRIBE at

the password prompt Once on De!phn you'll fmd our gmup on the "Groups &

P.O. BOX 23, WORCESTER, MA 01603
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This month, as displayed on our cover, Four-Star Software is our prominent feature. We asked several
enthusiasts, who have been long-time Atari users, to think carefully and provide us with a list of what they
consider to be “classic” software for their ST computer. Each of these selections is based on products they
personally enjoy and use frequently.

Before you survey our choices, you may want to check out this issue's lan’s Quest on page 67. lan Chadwick
pinpoints what makes software good or bad, and his column also makes an excellent introduction to the
four-star list which starts on page 56. It's easy to see by our choices that what makes a piece of software a
good, viable product has much to do with personal opinions. For instance, the list of entertainment software
is fairly long, giving evidence that what appeals to one user may not overly thrill a dozen others.

What our software picks also demonstrate is that there's a wide variety of products on the market, that the ST
line is fairly well supported and that there's still a need for more quality software—to fill certain voids in the
areas of productivity and specific applications. Software developers take note.

Back to the future. . .Our May issue, specializing in music and MIDI on the ST, initiated such an
overwhelming response that we plan to have continued coverage of the subject on a frequent basis. As of
this writing, we will be attending the NAMM show in Chicago (late June), which is oriented toward the music
industry, including production people and recording artists.

Atari will also be there, as the first computer company ever to exhibit at one of these shows, proving that the
computer/music combination is here to stay—and in a big way, with Atari at the forefront. In addition. many
of the various companies supporting ST software and hardware aspects will also be on hand.

Our leading reporter on the music front is Charles “Icarus” Johnson, our West Coast Editor, based in the LA
area. Charles recently completed a tour of Indonesia and Australia with Al Jarreau, has previously played
with the group Chicago, and is now playing with his own band, Catzeye. He also happens to be a
crackerjack Atari programmer on both the STs and the 8-bits. Charles can be found on Delphi if you need
musical help in a hurry.

Finally, we're working hard with the Boston Computer Society Atari Users Group, to make the upcoming
Northeast Atari Computer Fair a mega-event for the Atari community. We'll be announcing continued plans for
the show as they develop. This is going to be the Atari show of the year, so start making your plans to visit

New England this October, on Columbus Day weekend!
Z (’4/ /9 ¢ i

Lee H. Pappas
Publisher
ST-Log
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REGULAR FEATURE

Shape up, Atari.

Congratulations on a great pair of issues
for the month of May. I follow both ANA-
LOG Computing and ST-Log, and enjoy
them very much.

I'm finding myself more and more frus-
trated with the behavior of Atari Corp.,
with regard to getting promised hardware
out on time. Atari is giving new meaning
to the words airware and vaporware.

Perhaps part of it is the fault of some
Atari users for being so quick to spread
rumors (I've heard in the neighborhood
of eight different stories about the graph-
ics enhancement Atari’s supposed to be
making, none of them substantiated in the
least by Atari officials), but it cannot be
denied that Atari is making serious mis-
takes in not keeping their promises.

When other companies announce new
computers or hardware products, users
can expect to see them in anywhere from
a few weeks to two or three months.
When Atari announces a new product,
users can expect to see it in a year—if
they’re lucky. Often, though, the product
is dropped from production without any
explanation, leaving people to wonder for
months when the product will hit deal-
ers’ shelves. They finally give up and stop
waiting.

The bottom line is: Atari doesn’t seem
to care if they come out with what they
announce or not.

Take the blitter chip, for instance. Ru-
mors on it started to surface about a year
ago, a while after I got my ST. I said, “Oh,
how nice; now GEM will actually be up
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to a workable speed.” I waited. . .and
waited. The last I heard was that they’ll
be putting blitters in the Mega STs first,
get people to buy Megas, and (maybe)
make 1040 and 520 versions later.

What about the AMY chip? Rumors I've
heard indicate that it will have a lot of
voices and better sound than an Apple
IIGS. People claim to have heard this
spectacular sound, yet Atari has seeming-
ly made no progress in many months of
work.

Other products we're waiting for are the
IBM Emulator, the GST (whatever that
is—some have said a graphics enhance-
ment with an unbelievable number of
colors), the TT (I hear it will have no en-
hanced graphics, but will be merely a
68020 number cruncher), and a few mil-
lion other things. In fact, the only hard-
ware products they've come through on
are the SH204 hard disk and the PC-
something-or-other, which is an RGB
monitor with a drive built in, just like a
Macintosh. The release dates on the Mega
ST and the Atari PC have been delayed
again and again.

ST users are starting to get tired of wait-
ing for Atari to make what they say they’re
going to make. At least two ST users near
me have gone to Amiga for that reason.
It’'s a shame, and it's hurting Atari’s im-
age very much.

I wonder how long it will take Atari to
get on track and start fulfilling their com-
mitments.

Peter Payne

San Diego, CA

This has, indeed, been a common com-
plaint in the Atari world. Atari Corp. is
aware of their credibility problem — it was
a major topic of discussion when some of
our writers met with Sam Tramiel, Neil
Harris and Jerry Brown, Atari’s new Vice
President of U.S. Operations, at the June
CES. Arthur Leyenberger reports: “Both
Sam Tramiel and Jerry Brown agreed that
premature announcements of new prod-
ucts have hurt Atari's credibility. The
good news: Atari will be striving not to
announce or discuss new products until
they’re reasonably sure they can deliver
the items to consumers in a timely man-
ner. I look forward to this new era in Atari
credibility.”

We all do.

—Ed.

DX-position.

Congratulations on your May 1987 ST-
Log (issue 14). As a long-time Atari own-
er (8-bit since 1981, 1040ST for a year),
I've felt a bit strange buying a bunch of
music magazines for their ST-related ar-
ticles and reviews each month. The MIDI
port on my ST has opened a whole new
world for me. It's good to see that the ST’s
musical capabilities are starting to receive
the recognition in the computer media
that they've had for some time in the mu-
sic press.

As an enthusiastic Yamaha DX100 own-
er, I was also pleased to see your brief re-
view of my synthesizer. I feel that I must
take issue with a couple of points in the
review, though.

First, in many respects, the DX100 is



"Don't even think about another C compiler"

- Mike Fleischman, ANTIC: The Atari Resource, Scpt. 1986

Megamax Professional C Development System For The Atari ST
Rated #1 C compiler by ANTIC, Compute!'s Atari ST, and Start: The ST Quarterly

« Full Kernighan and Ritchie implementation » In-line assembly and structure passing

« Single pass compilation * Object file librarian

* Full access to GEM routines « Six times faster than Atari Development

* Graphical shell Package

« Intelligent Linker produces efficient native code  Develop on single drive 520 ST

« Extensive documentation

« Disassembler « The compiler chosen for development by:

 C programmer's editor Batteries Included

= Code improver EPYX™

« Developer support included FTL Games

« Resource construction program MichTron $199.95

« Create desk accessories Supra Corp. » Mastercard, VISA,
American Express & C.0.D.

ER— V] ¢ Cam A%

Megamax, Inc. ¢

Richardson. TX 75085 Development Systems
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Attention Programmers!

ST-Log is interested in programs, articles, and software review submissions dealing with the
Atari home computers. If you feel that you can write as well as you can program, then submit
those articles and reviews that have been floating around in your head, awaiting publication. This
is your opportunity to share your knowledge with the growing family of Atari computer owners.

All submissions for publication, both program listings and text, should be provided in printed
and magnetic form. Typed or printed copy of text is mandatory and should be in upper and lower
case with double spacing. By submitting articles to ST-Log, authors acknowledge that such materi-
als, upon acceptance for publication, become the exclusive property of ST-Log. If not accepted
for publication, the articles and/or programs will remain the property of the author. If submis-
sions are to be returned, please supply a self-addressed, stamped envelope. All submissions
of any kind must be accompanied by the author’s full address and telephone number.
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Send programs to:

Editor, ST-Log
P.O. Box 23, Worcester, MA 01603.
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not easy to use. Yamaha's FM synthesis
technique is generally acknowledged to be
one of the least intuitive approaches avail-
able. Although it’s simple to hook up and
play the DX100, getting to half of its 192
voices requires a fair amount of research
—nobody could figure out how to do it
from the front panel controls/labels. Pro-
gramming the machine using those con-
trols can be a lengthy, frustrating exercise
in trial and error. Fortunately, a good
patch editor on the ST (I use and recom-
mend Beam Team'’s Transform software)
can make the job almost easy.

Second, the manual is not very good.
It’s about as clear as early Digital Research
CP/M documentation—a legend in the
annals of obfuscation. You'll need to read
it repeatedly to understand how to do rela-
tively simple things. You'll have to read
it often, because the nonintuitive nature
of those “simple things” makes the key-
stroke commands unmemorable.

Third, and finally, there isn’t nearly as
much software available to support the
DX100 as there is to support Casio's CZ101.

Reader comment continued

Much “DX” software on the market ac-
tually supports Yamaha's flagship DX7
synths and is incompatible with the
DX100. The DX100 software situation is
improving daily, but it may never equal
the support available to the CZ101.

The intent of the above is not to dis-
suade ST owners from running out and
buying a DX100. Indeed, I consider that
the cost/performance ratio of the DX100
makes it the “ST” of the synthesizer
world. I just don’t think that prospective
buyers should walk into their local musi-
cal instrument stores with unrealistic ex-
pectations. The DX100 is a powerful,
complex music-making system, and it’s
going to take some time for a new user
to explore its many features. The work is
well worth the effort.

Please continue your editorial coverage
of the music-making aspects of the ST,
along with your outstanding coverage of
the other features of our wonderful com-
puting machine.

Dan Deckert

Los Angeles, CA

A call to Arts
(Electronic, that is).

The news in issue 14 that Batteries In-
cluded is being taken over by Electronic
Arts certainly came as a shocker. What
was even more disheartening was read-
ing about the piracy that plagued BI pri-
or to the takeover.

When are people going to learn that rip-
ping off software only hurts the user by
resulting in no new product?

That point aside, we all know how pro-
Commodore Electronic Arts is. Could this
takeover mean the end of Atari versions
of BI software? Only time will tell. . .

In that same issue, EA President Trip
Hawkins comments that he thinks Star-
glider is the only worthwhile game for the
ST. Come on! What about Brataccas?
Time Bandit? Sundog: The Frozen Lega-
cy? The Pawn and Guild of Thieves, or
Epyx’s Rogue?

Once more, Mr. Hawkins has put his
Adidas in his mouth where the ST is con-
cerned (after all, he is the fellow who said
the ST had no future). Instead of making

NOT SATISFIED
WITH YOUR COMPUTER?

Then you’re not renting soft-
ware from Wedgwood Rental!
We have enough software to
keep you busy trying out new
programs until you find those
you can get satisfaction out of.
We have thousands of name
brand, original titles — every-
thing you’ve ever wanted to
try but couldn’t afford!

CALL TODAY
for a complete list of programs

protocols.

C-Shell*.

Call toll-free outside Texas: 1—-800—433-2938
— Inside Texas call: 817-292-7396

WEDGWOOD RENTAL

“macros”.

The only multitasking terminal emulator for the Atari ST.

Now you no longer have to wait for
those long downloads to finish. With
AnsiTerm you can start an operation,
and still use your computer to edit,
print, or perform other tasks.

You could pay more for a
communications package, but why?
Compare these features:

o Full GEM interface.

* ANSI X3.64 (VT100, VT102), with UK
and graphic fonts, underline, bold,
blink, reverse-video, VT100 or VT52
keypad, VT52 emulation, and more.

« Extensive file transfer system
offering KERMIT, XMODEM,
Compuserve ‘B', and ASCII

«"Hot Key"” and GEM Menu toggle
between host session and Micro

« Fully multitasking — download
while you keep working.
« Flash compatible “script” files and

« Programmable function keys.
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ill-informed statements about the ST, Mr.
Hawkins should be getting the EA staff
to make Atari 8-bit ports of such long
overdue games as Skyfox and Marble
Madness.

Zephery Hughes

Mr. Hawkins has some good points,
made in an interview conducted by D.F.
Scott: Inside Electronic Arts, on page 19.
We can probably swing his favor toward
Atari STs by buying, not stealing, his soft-
ware. —Ed.

Back to BASICs.

I have been a subscriber to ANALOG
Computing for four years or better, and
have recently subscribed to ST-Log. I have
let my subscription to ANALOG expire,
although 1 will continue to buy it from
newsstands when programs and articles
[ find useful appear, in respect to the Atari
ST computer.

Frankly, I subscribe to or buy all ST-
related computer magazines from news-
stands, and, to be quite honest. . . ANA-
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. with
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LOG/ST-Log and ST Applications do the
best jobs in giving us the most interest-
ing articles and programs.

You really outdid yourselves in ANA-
LOG Computing’s issue 54, May 1987,
with a very fine program in BASIC titled
Etude in C¢ Minor. Graphically, the pro-
gram was excellent, and the article was
well written by David Lindsley.

Lo and behold, in the April 1987 ST-
Log, you gave us Escher Cubes by always-
popular James Luczak, and also ARC
Shell II by Charles F. Johnson.

Thanks for the excellent BASIC pro-
grams. I'm sure many readers will feel as
I do.

A lot of us old Atari 800 and 800XL car-
ryovers to the ST happen to enjoy pro-
gramming in BASIC and truly appreciate
well executed programs in that language.

I have written many letters to Atari-
related computer magazines; I've probably
made a pest of myself to some. The point
is, as a subscriber, 1 feel I should make
myself heard, and would like to receive
at least some programs that I enjoy, or
subscribing to computer magazines
would be useless.

I thank you for the BASIC programs,
useful ones at that. [ have stated in the
past that several ST magazines only pro-
mote games. [ think most of us enjoy
games, but also would like to see useful
and entertaining programs in graphics
and sound.

Being a recent purchaser of GFA BA-
SIC Interpreter and GFA BASIC Compil-

er, I've found—in the short time I've
played around with GFA BASIC—it an
outstanding version of BASIC. In my hum-
ble opinion, it far surpasses ST BASIC, as
far as speed and simplicity of the many
commands is concerned. MichTron has
compiled a new BASIC manual, and is in
the process of publishing a new book on
GFA BASIC. This new BASIC should help
the Atari ST sales, as well doing away
with the multiple programming window
nightmare of ST BASIC.

I would like to see some routines and
programs (in both of your magazines) in
GFA BASIC. I believe they would add en-
thusiasm for the ST.

I'm sure BASIC is not for everybody, but
we now have a powerful BASIC available
to us. In many cases, it will do what
Modula-2 and Pascal have done. I certain-
ly intend to make GFA BASIC my lan-
guage of choice. I need not look any
further. I happen to feel comfortable in
BASIC, and am perfectly content, now
that we have an excellent version availa-
ble to us.

Please give us a little help, and include
programs in this new BASIC. It will cer-
tainly be appreciated.

Very respectfully,

Mario Sala

Torrance, CA

You heard it, programmers. Let’s see
those GFA BASIC masterpieces you've
been working on. —Ed.

24500 Glenwood Hwy. e Los Gatos, CA 95030

(408) 353-1836

GET “ON LINE” WITH
AVATEX MODEMS
1200 — $89.95, 1200HC — $119.95
2400 — $274.95
MODEM CABLES — $16.95
FLASH — $2895
NEW 24 HOUR BBS (408) 353-4669
—NEWS AND REVIEWS—
—PUBLIC DOMAIN DOWNLOADS—
ELECTRONIC ORDERING

Instant shipping (or as fast as we can). Mastercard & Visa
accepted (no extra charge). Shipping fees based on
weight, min. $300. C.O.D., add $1.90. California
customers add 6.5% sales tax. Order by phone (Mon.-Fri. -
10a.m.-5p.m. PST) Order by modem (daily6p.m -9a.m
24 hours weekends) from our online TeleCatalog

Prices subject to change without notice
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ST-LOG
P.O. Box 23
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MasterPlan

FINANCIAL SPREADSHEET

MasterPlan ™ is an inexpensive, powerful, easy to use
spreadsheet written totally within Digital Research’s “GEM”
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Using
Zoomracks to

Atari
sets off
fireworks!

organize the light show.

by Matthew Stern

The Atari 800XL at Astro Pyrotechnics
produces the most spectacular graphics
you've ever seen. Its screen is the entire
night sky. Sprites burst into ribbons of col-
or. It can punctuate images with thunder-
ous bangs and cannon bursts. The Astro
Pyrotechnics Atari doesn't paint with pix-
els. It paints with fire.

Astro Pyrotechnics is using Atari com-
puters to run its fireworks business. Their
computers not only produce information;
they can produce an entire fireworks
show.

Instrumental in adapting Ataris to the
fireworks industry is Robert Veline, who

works in research and development.
He brought his fascination with
computers and electrical engineering
to his profession. With Atari com-
puters, Robert says, “We

are using tech-

nology to produce

better art.”

Preparing for blast-off.

Producing spectacular fireworks shows
requires careful planning and organiza-
tion. Large shows, like the ones Astro
Pyrotechnics puts on for the Hollywood
Bowl, Magic Mountain in Valencia, Cali-
fornia and Knott’s Berry Farm in Buena
Park, California, can use 700 to 1,000
rounds of fireworks. To produce a success-
ful show, all the fireworks have to be in
the right place at the right time.

For this important task, Robert uses an
Atari 520ST and Zoomracks from Quick-
view Systems.

Robert enters into Zoomracks a sched-
ule, called a queue sheet, which lists all
the events in the show (called queues) and
the fireworks needed for them. With this
information, Zoomracks provides a num-
ber of reports: a pull sheet listing the fire-
works needed for the show, an inventory
list indicating which items are available
in stock, and packing lists designating
which fireworks go to which location.

Before using Zoomracks, Astro Pyro-
technics had to put together inventory and
packing lists by hand. Workers had to
carefully check and recheck their queue
sheets to make sure they had all the fire-

works they needed. Even then, it was easy
to make mistakes.

Robert said putting queue sheets on
computer has greatly reduced the chance
of error. “We can double and triple check
to see if we have all the items there. It’s
not as likely you're going to miss one
queue. It eliminates those times when the
truck is in the driveway and someone
shouts, ‘Hey, we forgot the yellows!” ”

Zoomracks also makes it easy to locate
fireworks for certain special effects. For
example, if a queue calls for red, white
and blue aerial bursts, Zoomracks can
search for fireworks that can perform the
effect, and tell how many of them are in
inventory.

The ST also simplifies the complicat-
ed job of calculating expenses. Fig-
uring the manufacturing cost of each
firework requires a sophisticated for-
mula based on labor costs and
the amount of chemicals used.

Astro Pyrotechnics uses about
120 different formulas.

Plant Manager
Stewart Carlton
admitted that, be-
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fore using computers, they seldom calcu-
lated these costs because it was too time
consuming. Since Robert put this infor-
mation in a VIP Professional spreadsheet,
Astro Pyrotechnics can generate cost in-
formation in seconds. When material
prices change, the totals can be updated
instantly.

Stewart is a fireworks industry veteran
who still likes to do things traditionally.
But he likes using the Atari ST, because
“it is simple enough for someone who is
not a computer nut to use.”

Robert remarked that the computer still
requires time to key in the information.
However, computers “present information
in more comfortable formats to work
with. We can get information in packages
we didn't have before.”

Getting a bang out of an Atari.

Robert and his step-brother Rick Rolle
designed and built a computerized firing
box with an Atari 800XL. A firing box is
a device that sends an electrical charge to
the fireworks, to set them off.

The Atari firing box is in a metal brief-
case. Inside, there’s a normal 800XL and
cover. A small black-and-white TV serves
as a monitor. The software has been trans-
ferred to a cartridge, so it’s loaded upon
starting up. The box contains a built-in
rechargeable battery that can run for an
hour and a half. (Most fireworks shows
last just fifteen minutes.)

Robert explained, “It is still a full-
functioning Atari. You can run BASIC
programs on it just as on any other Atari.”

But this firing box isn’t like any other
Atari. It contains additional features for
testing and launching the fireworks. In-
stead of a normal on/off button, there's a
locking switch. This prevents just anyone
from turning on the machine and launch-
ing the fireworks. Transistorized circuits
send electrical charges to the fireworks
when signaled by the computer.

Four serial ports link the computer to
up to four terminal boxes. Each box has
five rows of screws: one screw for each
queue. From the screws, workers attach
long wires to electric matches (called
squibs) which launch the fireworks. The
firing box can launch up to 400 queues,
each having 10 to 20 rounds of fireworks.
Most shows only use 100 to 150 queues.

The Atari firing box can check all the
circuits before firing, and display the ones
that aren’t working. This eliminates the
chance of missing a queue because the cir-
cuits weren't ready.

Fireworks can be launched manually or
automatically. The firing box has a jack for
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Fireworks continued

Robert Veline with the
ST, which Astro

uses to produce

the shows.

Computerized firing
box uses the
Atari 800XL.

plugging in a manual firing button. In live
shows, like musical concerts at the Holly-
wood Bowl, fireworks are launched manu-
ally. Robert told me that, at a performance
of the 1812 Overture, a firing button was
given to the drummer so he could fire the
cannon at the precise beat.

For shows with prerecorded sound-
tracks, fireworks can be launched automat-
ically. The soundtrack sends a tone to the
computer when a display is to be launched.
The Atari firing box launches the next
queue of fireworks. Robert keeps the man-
ual firing button handy, in case the com-
puter doesn't receive the tone or launch the
fireworks.

After the show, the firing box indicates
any fireworks that weren't launched. The
crews can thus find out which fireworks
may still be dangerous, to make cleaning
up much safer.

Before putting the Atari firing box to-
gether, Astro Pyrotechnics used a TTL ter-
minal. It could launch fireworks by push-
button or tone, but it had limited testing
capabilities.

High-flying plans for the future.

Astro Pyrotechnics plans to use their
Ataris to further automate their shows.

Robert said he’s just started scratching
the surface of what the Atari firing box
can do. “It offers maximum flexibility,” he
explained, “because it's a computer.”

One feature Robert is working on is the

ability to disable fireworks prohibited un-
der adverse weather conditions. “If it's too
windy,” he explained, “the Fire Marshall
won't allow us to launch certain fireworks.
I'll be able to flag those queues and skip
them under those conditions” The Atari
firing box can also change to alternate
queues with acceptable fireworks.

Eventually, Robert wants to take a queue
sheet generated on the ST, transfer it to the
cartridge, and have the firing box launch
the fireworks automatically.

Robert also hopes to design fireworks
displays right on his computer screen. One
step toward that goal is a program he wrote
on the ST in GFA BASIC. It flashes mul-
ticolored aerial fireworks against a black
screen. The colored lights fall to earth ac-
cording to their fireworks type and gravi-
ty. “Some day,” Robert mused, “I'd like to
see a fireworks CAD program.”

The field of fireworks is still one for
craftsmen. Most fireworks are still made
by hand. Displays are set up and wired by
skilled workers. With Atari computers, As-
tro Pyrotechnics is bringing high technol-
ogy to an ancient art. #

Matthew Stern has written about a
number of computer systems, and current-
ly works as a technical writer at AST Re-
search. You can reach him at the ATARI16
Forum on CompuServe, ID number 73547,
2420.




UTILITY

ALL RESOLUTIONS

Desk
anager

Don’t wait till you get to the desktop—

choose your accessories in advance

by Charles F. Johnson

I like desk accessories—they’re fun. And today’s ST own-
er has a variety of excellent commercial and public domain
accessories to choose from. Desk accessories (we'll call 'em
DAs, from here on) provide a sort of limited multitasking
for the ST, since they can usually be accessed from any GEM
program that displays a menu bar. The ANALOG Atari SIG
on Delphi has a wide assortment of accessories available
to download —from calculators to clocks, to simple word
Processors.

A maximum of six DAs can be loaded into the ST when
you boot up. If your computer doesn’t have TOS in ROM
(and why not, may I ask?) the DAs must be named DESK
1.ACC, DESK2.ACC, etc. With ROM TOS, accessories can
have any name, as long as the extension is .ACC. The prob-
lem with either scheme is that it’s rather inconvenient to
change the DAs you want to load. Essentially, you have two
choices: you can copy them to another disk, then delete
them—or you can rename them to something like .ACX.
This renaming process can be tedious, particularly if you
only want a DA active at certain times, or want to test a new
one. )

Which brings us to the purpose of Desk Manager, my
latest ST assembly language “masterpiece” (tongue plant-
ed firmly in cheek). Desk Manager lets you choose the ac-
cessories you want to use at boot time, before you ever reach
the GEM desktop. It reads every DA’s name from the disk
you specify (drive A: or C:, for hard drive owners), puts
them on the screen and lets you mark the ones you wish
to load. This makes it very easy to use different DAs or to
try new ones; this program can save you a lot of time.

How to use it.

If you don'’t already have one, create a folder on your boot
disk called AUTO, and copy DESKMGR.PRG into it. Make

sure to use that name exactly, or some program features may
not work correctly. That’s all there is to it.

The first time you boot with this disk, Desk Manager will
ask you which drive holds your accessories. Normally, ac-
cessories will load from drive A, but the Atari hard disk
driver forces TOS to look for DAs on the hard disk, as drive
C:. If you have a hard drive, type C; otherwise, type A. Desk
Manager will then modify itself, storing the new accesso-
ry drive specifier at the proper location within the DESK-
MGR.PRG file. Make sure you don’t change the disk in drive
A; if you do so during this procedure, the program will
abort.

Whenever Desk Manager runs from now on, it will use
the default drive you entered, saving you from having to
type the drive letter every time you boot your ST. If you
ever wish to change this drive data (say, if you upgrade to
a hard disk), hit the HELP key before Desk Manager loads,
and you’ll see the Which drive prompt again.

When all this is finished, Desk Manager searches the
main directory of the chosen drive for all filenames with
an extension of .AC? (the question mark means “any charac-
ter”), sorts them alphabetically, and displays them on the
top of the screen with an arrow pointer resting on the first
name. The program allows a maximum of 128 accessory
names to be displayed.

If a DA already has an extension of .ACC, it will be shown
in inverse (marked), so you can have a default selection of
DAs without having to mark them every time you boot. Use
the arrow keys or the mouse to move this pointer around
in any direction, and press RETURN or the left mouse but-
ton to select and deselect accessories. If you want to deselect
all the accessories at once, press CLR HOME. Since GEM
allows a maximum of six accessories, Desk Manager lets
you mark only six names; you’ll hear a pleasant bell sound
if you try to mark more.

When you’re done choosing DAs, press the ESCAPE key
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Desk Manager continued

or the right mouse button. Desk Manager will then rename
your accessories with an extension of .ACC if you marked
them, or .ACX if you didn’t. The boot process will continue
and, when you reach the desktop, the accessories you chose
will be installed and ready to go.

By the way, if you ever wish to bypass Desk Manager en-
tirely (e.g., if you've already got your accessories set up
properly), just press the UNDO key at any time before the
program loads. If the program detects that UNDO has been
pressed, it will abort without doing a single thing.

The mouse that thinks it’s a keyboard.

As you may know, the ST’s keyboard contains its own
microprocessor, the 6301 (sometimes referred to as the
IKBD, or “Intelligent KeyBoarD”). In addition to letting the
operating system know when a key has been pressed, this
chip is also responsible for monitoring and reporting joy-
stick and mouse events to the operating system.

The IKBD makes life a lot easier for the 68000 chip in
your ST; without it, the 68000 would be responsible for
keeping track of all this stuff by itself. What makes the IKBD
especially interesting is that many of its functions can be
altered, by using an XBIOS call to send a string of com-
mand bytes directly to the chip. Desk Manager sets the
IKBD so that mouse movements are reported as if the user
had pressed one of the cursor control keys on the keyboard.

Any GEMDQOS or BIOS keyboard input function will read
the mouse in this way—which means that, if you've already
written code to handle cursor keys (like Desk Manager), not
a thing needs to be changed to let the program use either
mouse or keyboard for input. And it works quite indepen-
dently of GEM, allowing you to use this technique even with
programs designed to run from the AUTO folder before
GEM is initialized.

If you'd like to learn more about how to program the IKBD,
I suggest the Abacus book ST Internals, pages 67 through
84. H

Charles F. Johnson is a musician by trade, drawn into the
Atari computers by Star Raiders about five years ago. When
he got the BASIC cartridges, he was seriously hooked. He
currently lives in Los Angeles with his wife and the most
intelligent cat in the world.

Listing 1.
ST BASIC listing.

188 filename5="a:\DESKMGR.PRG"

116 fullw 2: clearw 2:go0toxy B8,0:print
“creating file..."

120 option base 8

125 dim ax%(160008) :def seg=i:ys=1n

138 p= UaPPtP(aV(B)) bptr=p+i

148 for i%=1 to 3243

150 read vS:code’=val("&H"+v5)

160 poke p, codeX:print ".';

176 p=pt+i

186 next

190 bsave filename$,bptr,3243

288 print "file written':end

1686 data 60,1nh,00,080,09,74,60,00,02,7
8,00,00,0A,%E,00,00

1616 data 66,080,00,00,00,00,00,00,00,0
6,00,00,60,02,58,00
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1828 data 3F,3C,80,FF,3F,3C,008,06,4E,4
1,58,8F,40,80,67,18

1630 data 23,Ce,00,00,0C,00,48,40,B0,7
C,00,61,67,00,05,04

1640 data 33,FcC,00,01,00,080,0C,04,24,4
F,2E,7C,00,00,16,72

16568 data 2a,6D,80,04,20,2D,88,8C,D0,A
D,86,14,08,AD,80,1C

1666 data D@,BC,00,080,01,00,2F,008,2F,0
p,42,67,3F,3C,08,4A

1670 data 4E,41,DF,FC,008,00,080,0C,4A,8
8,66,00,04,C6,3F,3C

1686 data 00,04,4E,4E,54,8F,33,C0,00,0
8,08C,16,3F,3C,00,2A

1690 data 4E,41,54,8F,38,08,24,7C,00,0
8,89,D4,C0,7C,01,E0

1186 data En,48,34,080,53,40,C0,FC,00,0
4,00,BC,00,00,8B,B7

1116 data 20,40,7A,03,1A,D8,51,CD,FF,F
c,30,04,C0,7C,080,1F

11706 data 34,00, 61 60,04, 8E,08C,2D,00,3
,FF,FE,66,04,18,2

1130’ data 52,8D, 1n FC,808,2C,1A,FC,00,2
8,1a,FC,00,34,14,FC

1140’ data 00,39,30,04,C0,7C,FE,00,E0,4
8,E2,48,D08,7C,00,58

11508 data 34,00,61,00,04,5E,1A,FC,088,2
8,1a,FC,88,7C,1A,FC

1160 data ©6,26,308,084,C8,7C,00,1F,B0,7
c,80,089,6E,084,1A,FC

1176 data 0@,28,3F,3C,00,2C,4E,41,54,8
F,38,00,C8,7C,F8,08

1180 data EP,48,E6,48,34,00,4A,40,66,0
6,70,0C,42,46,608,16

1196 data B@,7C,00,0B,6E,04,42,46,60,0
c,B8,7C,00,0C,67,04

1266 data 96,7C,08,6C,7C,01,61,00,04,0
n,8C,2D,008,38,FF,FE

1218 data 66,06,1B,7C,008,20,FF,FE,14,F
c,00,34,30,084,C0,7C

1228 data ©7,E@,EN,48,34,00,61,00,03,E
n,1A,FC,00,30,36,04

1230 data C@,7C,00,1F,E3,48,34,00,61,0
@,03,D8,10,FC,08,20

1240 data 4a,46,66,08,28,7C,00,00,09,F
6,60,086,28,7C,00,08

1258 data @9,F8,1a,DC,1a,DC,1A,FC,00,2
@,1a,FC,08,7C,7A,03

1260 data 14,FC,88,20,51,CD,FF,FA,14,F
c,80,1B,1a,FC, 808,71

1270 data 42,1D,44,79,00,008,6C,18,66,2
n,3F,3C,08,01,2F, 3C

1286 data FF,FF,FF,FF,2F,3C,FF,FF,FF,F
F,3F,3C,00,05,4E, 4E

1296 data DF,FC,88,00,006,0C,42,67,3F,3
c,00,83,3F,3C,00,07

1308 data 4E,4E,5C,8F,26,7C,00,00,09,7
4,61,080,03,54,08C,39

1318 data 0@,58,00,008,680,02,67,0A,0C,3
9,008,62,00,008,8C,01

13206 data 66,7h,28,7C,00,00,0A,89,61,0
8,083,3C,3F,3C,00,07

1338 data 4E,41,54,8F,C8,7C,80,DF,B0,3
c,80,41,67,086,B0,3C

1340 data 00,43,66,DE,13,C0,00,00,0608,0
2,7h,082,20,7C,00,00

1350 data 0B,4D,61,080,67,20,6B,00,03,0
#,33,00,00,060,6C,12

1360 data 42,67,3F,39,080,00,0C,12,2F,3
c,086,00,00,1E,3F,3C

1370 data 08,42,4E,41,DF,FC,00,080,00,0
n,48,79,00,00,60,02

1380 data 2F,3C,860,08,080,01,3F,39,00,0
8,6C,12,3F,3C,00,40

1398 data 4E,41,DF,FC,808,00,00,0C,61,0
8,07,04,18,39,008,00

1460 data 06,82,13,C6,00,00,0B,86,13,C
9,80,00,06B,8F,13,C0

1410 data 06,00,0B,9F,13,C0,00,60,0B,8



1,28,7C,00,00,6A0,C7

1420 data 61 BB 02 nd,42,45,14,39,00,0
6,60,02,94, 3C BB 41

1430 data 3F 95 3F 3C,00,0E,4E,41,58,8
F,42,79,0808, BB BC 85

1448 data 42 79 88 80,06C,04n,2A4,7C,00,0
8,08C,42,30, 3C 84, F

1450 data 1ﬁ FC ee,2e8,51,Cp,FF,FA,26,7
c,080,00,11, 42 28,7C

1460 data 88 BB 16,C2,24,7C,00,00,0C,4
A,70,7F,42, 1B 42,10

1470 data 42 15 pB,FC,00,00,00,09,51,C
D,FF,F2,42, ?9 88 00

1480 data BC BE 42 79,00,00,06C,08,23,F
c,00,00,0C, 42 88 00

1499 data BB,FO,ZK,FC,BB,80,08,86,00,0
8,0B,EC,61,00,02,CA

15606 data 44,80,66,1E,61,60,82,F2,32,3
9,00,00,0C, an BZ 7C

1510’ data BB 88 6? BE,61,060,02,C6,41,8
6,66,06,61, BB BZ Y

1528 data 68 E6 40 79,00,00,0C,080,66,0
E,28,7C,008, 88 BB 5F

1538 data 61 89 81 F4,60,080,01,EC,61,08
8,05,68,61, 89 BS ic

1548 data 61 99 02 38,208,7C,00,00,069,F
n,61,00,01, Dn 42 39

1550 data 88 86 BC 14,42,39,060,080,06C,1
5,42,79,00, 08 BC oc

1560 data 13 FC 86 26,00,00,04,F2,13,F
c,00,206,00, BB Bﬁ F3

15?8 data 20 70 88 60,00,F6,61,00,081,4
E,24,7C,00, BG BA F5

1580 data 61 BB 64 E6,44,79,00,00,08C,0
4,67,0E,28, 39 BB 00

1590 data 80 BB 42 79,060,00,0C,04,60,08
8,3F,3C,00, 87 4E 41

1688 data 54 BF BO 3C,00,16,67,00,061,1
8,B80,3C,00, OD 66 BE

1616 data 61 BB 83 p4,33,FC,00,01,00,0
6,0C,08,60, DC 48, )

1620 data BO 30 e0,74,67,EA0,B8,3C,008,7
5,67,00,00, F4 80 KC

1630 data OB 4B 66 32,24,7C,00,00,0B,0
6,61,00,04, 86 42,

1648 data 38 39 ae, BG,BC,BC,BS,FC,BB,B
8,48,44,44, 44 67 06

1650 data 53 79 08 6e,08C,0C,61,00,04,3
4,24,7C,00, 06 BA F5

1660 data 61,00,84,68,66,94,89,30,80,4
p,66,36,24,7C,00,00

1670 data 6B,06,61,00,04,4E,42,84,38,3
9,00,080,0C,0C,52,44

1680 data 88,FC,00,08,48,44,44,44,67,C
c,32,39,00,00,8C,04A

16908 data 53,41,B2,79,060,008,08C,08C,67,B
c,52,79,00,008,06C,06C

17806 data 66,B4,B80,3C,00,48,66,1C,24,7
c,080,00,0B,06,61,60

1710 data ©4,12,06C,79,00,08,00,006,0C,0
c,6D,94,51,7%,60,00

1728 data ec,e6c,606,92,B0,3C,008,50,66,2
fh,2n,7C,00,00,0B,006

17306 data 61,00,03,F8,50,79,00,00,0C,0
c,32,39,00,00,0C,04

1740 data B2,79,00,00,0C,0C,6E,06,FF,6
E,51,79,00, BB OC ec

1750 data 69 09 FF 64,B80,3C,00,47,66,0
e,FF,00,61, 88 89,

1?68 data 20 7C 88 60,0B,06,61,00,063,B
A,61,00,01, QE 42,79

1770 data 88,88,BC,BE,33,FC,00,81,80,8
6,06C,08,60,00,FE, %0

1786 data 61,60,00,CC,44,79,00,00,06C,0
8,67,4E,20,7C,00,00

17906 data 6aA,CE,61,52,42,79%,00,00,0C,08
c,23,FC,00,00,10,C2

180806 data ©0,00,0B,F4,20,79,00,00,6B,F
4,40,10,67,08,28,7C

1810 data ©06,080,0B,B3,60,06,28,7C,00,0
9,08,4F,61,00,01,EC

1628 data 52,B9,00,00,0B,F4,52,79,00,0
@,8c,0c,30,39,00,08

1830 data @c,04,B0,79,00,00,0C,8C,66,C
4,28,7C,00,00,08,24

1840 data 61, 94,42 67,4E,41,2F,088,3F,3
C,00,089,4E,41,5C,8

1858 data 4E,75,20, 40,72,91,19,Fc,oa,3
8,51,C9,FF,Fh,72,0

1860 data 48,C8, 81 FC,00,0A,48,40,11,0
8,06,10,00,30,45,40

1870 data 51,C9,FF,EE,54,8D,4E,75,20,7
c,00,00,10,C2,28,7C

1880 data 00,00,11,42,74,7F,44,1D,67,8
8,00,14,00,01,42,2D

16968  data FF,FF,52,8C,51,CD,FF,F0,4E,7
5,2F,3C,00,00,08,E7

1500 ' data 3F,3C,00,02,3F,3C,00,19,4E,4
E,50,8F,4E,75, 2F, 3C

1916 data ©0,00,0B,EA,42,67,3F,3C,60,1
9,4E,4E,58, 8F, 2F, 3C

1920 data FF,FF,FF,FF,2F,3C,FF,FF,FF,F
F,2F,3C,FF,FF,FF,FF

1936 data 3F,3C,00,10,4E,4E,DF,FC,00,0
8,00,0E,20,46,42,2D

1946 data 00,1D,42,6D,080,1FE,4E,75,61,1
E,42,67,2F,39,00,00

1958 data ©B,EC,3F,3C,00,4E,4E,41,508,8
F,4E,75,61,04,3F,3C

19608 data ©0,4F,4E,41,54,8F,4E,75,48,7
9,00,80,0C,16,3F,3C

1970 data 00,1A,4E,41,5C,8F,4E,75,2A,7
c,008,080,06C,34,28,79

1980 data ©@,80,06B,F8,7A,087,16,10,B0,3
c,80,2E,67,088,18,C0

1996 data 51,CD,FF,F4,52,8D,20,7C,00,0
8,08,B4,70,02,BB,08

20806 data 66,26,51,CD,FF,FA,8C,79,00,0
6,80,00,0C,0E,67,18

2610 data 52,79,080,08,08C,8E,26,7C,00,0
8,10,C2,30,39,00,00

206208 data ©C,8A,11,BC,00,01,080,060,06,B
9,00,080,080,09,00,00

2038 data ©B,F@8,52,79,00,00,0C,0Aa,4E,7
5,24,7C,080,00,18,C2

2040 data 23,FC,00,00,08C,42,080,00,0B,F
8,13,FC,808,20,00,00

206508 data oa,F2,13,FC,00,21,00,00,0A,F
3,34,39,80,00,0C,00

2060 data 53,45,26,7C,00,008,0A,F8,61,0
8,FE,9C,4A,1D,67,0C

20708 data 26,7C,06,008,0B,1E,61,80,FE,8
E,60,0n,208,7C,00,00

2080 data 0B,21,61,00,FE,82,26,79,00,0
8,8B,F8,61,080,FE, 78

2096 data 06,39,00,00,080,008,08A,F3,10,3
9,008,00,0a,F3,B8,3C

2180 data ©8,71,66,0E,13,FC,00,21,060,0
0,00,F3,52,39,00,00

2116 data 6a,F2,086,B9,00,080,08,069,00,0
@,08B,F8,51,CD,FF,nd

2126 data 2e,7C,60,00,0B,21,60,00,FE,3
E,42,86,308,39,00,0

2130 data oC,8C,208,7C,00,080,11,42,4A,3
8,080,00,67,080,00,86

2140 data Ce,FC,86,09,D8,BC,00,00,0C,4
2,208,40,22,7C,00,00

2156 data ©B,92,24,7C,00,080,06,A2,70,0
7,12,008,14,D8,51,C8

21608 data FF,FA,42,80,20,7C,00,00,08,8
n,22,7C,00,80,0B,92

2176 data 7a,87,16,11,B86,3C,00,20,67,0
6,52,89,51,C0,FF,F4

2186 data 7a,83,12,D8,51,CD,FF,FC,42,1
1,2a,7C,088,80,0B,A2

2190 data 7a,087,16,15,B0,3C,080,208,67,0
6,52,8D,51,CD,FF,F4

2260  data 74,03,14,DC,51,CD,FF,FC,42,1

July/August 1987 # ST-Log

15



5,48,79,00,00,08, 9F
2216 data 48,79,00,00,0B,8F,42,67,3F,3
c,80,56,4E,41,DF,FC
2226 data 00,00,00,08C,4E,75,42,81,32,3
2,006,00,08C,0C,20,01
2238 data C2,FC,00,09,D2,BC,00,00,0C,4
2,24,41,28,7C,00,00
2248 data 11,42,08,74,00,00,00,080,26,7
c,00,00,10,C2,088,73
2258 data 60,00,00,00,66,32,8C,79,00,0
6,080,00,0C,0E,66,10
2266 data 68,74,00,00,00,008,088,73,00,0
6,00,00,3F,3C,00,07
2278 data 3F,3C,00,02,4E,41,58,8F,4E,7
5,52,79,00,00,6C,6E
22868 data 20,7C,006,00,0B,1E,60,68C,53,7
9,00,00,06C,0E,208,7C
2298 data ee,00,06B,21,61,06,FD,36,13,F
9,60,00,0n0,F2,00,00
2308 data 6B,1B,13,F9,006,080,84,F3,00,0
8,68B,1C,52,39%,00,00
2316 data oB,1C,206,7C,00,00,6B8,19,61,0
6,FD,08C,20,4D,61,00
2328 data FD,06,20,7C,00,00,6B,21,60,0
8,FC,FC,42,8%5,30,39
2338 data o0,080,0C,0C,80,FC,008,88,13,C
5,00,00,04,F2,06,39
2348 data 00,20,00,008,00,F2,48,45,CA,B
c,80,00,FF,FF,CaA,FC
2358 data 68,00,13,C5,00,00,084,F3,06,3
9,00,20,00,00,0A,F3
2360 data 4E,75,20,7C,00,008,0A,F0,61,0
e,FCc,BC,BB,FC, 00,00
2376 data 0B,06,66,06,20,4D,60,00,FC,A
E,3F,3C,080,03,3F,3C
2386 data ee,085,3F,3C,00,03,4E,4D,5C,8
F,206,4D0,61,080,FC, 98
2330 data 3F,3C,00,04,3F,3C,08,085,3F,3
c,808,83,4E,4D,5C, 8F
2400 data 4E,75,42,80,30,39,00,00,08C,0
#,C8,FC,00,09,23,C0
2418 data e0,60,0B,F8,90,BC,00,00,006,06
2,23,C0,00,00,0B,FC
2428 data 20,7C,00,00,0C,42,70,080,72,0
9,26,7C,00,00,10,C2
2438 data 42,83,78,01,43,F0,00,80,45,F
6,16,080,B85,09,6D,30
2448 data 67,FA,52,84,02,BC,00,00,00,0
9,B2,89,00,00,0B,F8
2456 data 66,E2,52,83,28,083,52,84,00,B
c,00,00,060,09,22,00
2460 data D2,BC,00,00,80,09,B0,B89,00,0
8,8B,FC,66,C6,4E,75
2478 data 43,F6,00,00,45,F0,10,00,49,F
3,30,00,4B,F3,40,00
2488 data 74,088,1n0,11,12,02,14,C5,51,C
4,FF,F8,10,14,18,95
2438 data 1n,85,60,4E,3F,085,2F,8D,3F,3
¢,00,3D,4E,41,50,8F
2500 data 4n,40,4E,75,2F,08D,2F,85,3F,3
?,80,0806,0C,12,3F,3C
2516 data oe,3F,4E,41,DF,FC,00,00,080,08
C,4a0,80,4E,75,3F,39
2520 data ve,00,08C,12,3F,3C,080,3E,4E,4
1,58,8F,4n0,40,4E,75
2530 data 1B,45,1B,66,1B,59,32,20,1B,7
6,20,20,20,44,45,53
2540 data 4B,20,4D,41,4E,41,47,45,52,2
8,26,6D0,20,31,39,38
2550 data 37,20,43,68,61,72,6C,65,73,2
8,46,2E,20,44,6F,68
2568 data 6E,73,6F,6E,20,20,20,20,28,2
8,20,20,20,20,20,20
2570 data 20,20,20,20,20,20,20,20,20,2
8,206,20,26,206,20,20
2580 data 20,20,20,20,20,20,206,20,20,2
8,18,59,32,4F,7C,20
2599 data 20,20,20,20,20,20,20,20,208,2
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0,20,20,206,20,20,20
2608 data 26,20,20,20,060,00,00,00,00,0
8,080,00,008,00,00,00

2610 data ©e,80,61,6D,768,6D,1B,59,34,2
1,1B,4n,1B,59,34,35

2628 data 41,72,72,6F,77,208,6B,65,79,7
3,2F,4D,6F,?5,73,65

2638 data 3a,20,4D,6F,76,65,26,70,6F,6
9,6E,74,65,72,1B,59

2648 data 35,33,52,65,74,75,72,6E,2F,4
€,65,66,74,208,42,75

2650 data 74,74,6F,6E,3n,20,53,65,6C,6
5,63,74,20,61,63,63

2660 data 65,73,73,6F,72,69,65,73,1B,5
9,36,3D,43,6C,72,20

2676 data 48,6F,6D,65,30,20,43,6C,65,6
1,72,20,61,6C,6C,20

2680 data ¢3,65,6C,65,63,74,69,6F,6E,7
3,1B,59,37,35,45,73

2690 data 63,2F,52,69,67,68,74,20,42,7
5,74,74,6F,6E,3A,2

27068 data 45,78,69,74,086,1B,59,34,26,1
B,4n,1B,59,35,31,57

27108 data 68,69,63,68,208,64,72,69,76,6
5,20,68,6F,6C,64,73

27208 data 20,74,68,65,20,61,63,63,65,7
3,73,6F,72,69,65,73

2730 data 20,28,1B,70,41,1B,71,20,6F,7
2,20,1B,78,43,1B,71

2740 data 29,3F,90,1B,59,34,21,1B,44,0
8,16,59,34,208,18B, 44

2758 data 1B,59,35,3B,52,65,6E,61,6D,6
9,6E,67,28,61,63,63

27608 data 65,73,73,6F,72,69,65,73,2E,2
E,2E,80,1B,59%,00,00

27768 data 80,1B,43,1B,43,1B,43,1B,43,1
B,43,1B,43,1B,43,18B

27808 data 43,80,20,1B,43,1B,43,1B,43,1
B,43,1B,43,1B,43,18B

2798 data 43,1B,43,20,00,1B,59,00,00,0
8,1B,768,00,1B,71,00

2800 data iB,59,34,20,1B,44,1B,59,35,3
9,43,6F,6E,74,69,6E

2816 data 75,69,6E,67,208,62,6F,6F,74,2
8,768,72,6F,63,65,73

2828 data 73,2E,2E,2E,08A,0D,04,0D,00,5
C,41,55,54,4F,5C, 44

2838 data 45,53,4B,4D,47,52,2E,50,52,4
7,80,1B,59,34,20,18B

2840 data 4n,1B,59,35,34,4E,6F,20,61,6
3,63,65,73,73,6F,72

28508 data 69,65,73,20,6F,6E,20,64,72,6
9,76,65,28,58, 2E, 2E

2868 data 2E,08,58,3A,5C,20,2E,41,43,3
F,80,58,30,5C, 20,20

2878 data 2e,28,20,20,20,20,20,20,26,2
8,80,58,30,5C, 20,28

2880 data 20,20,20,20,20,20,20,208,20,2
8,080,2E,41,43,58, 2E

2898 data 41,43,43,44,61,6E,20,46,65,6
2,20,4D,61,72,20,41

2988 data 78,72,20,4D,61,79,28,4A,75,6
E,28,40,75,6C, 20,41

2918 data 75,67,20,53,65,70,20,4F,63,7
4,20,4E,6F,76,20,44

2928 data 65,63,20,00,16,12,08,00,00,0
8,80,16,12,088,3C, 18

2938 data 14,DA,088,26,32,6C,0A,08,22,0
§,0E,08,18,0C, 16,06

2948 data 06,06,086,06,8C,14,06,06,12,0
6,06,18,06,086,04,06

29508 data 84,12,1A,08,14,0A,06,06,035,0
8,86,00,00,08,06,24

29608 data 1E,®C,16,6n,12,08C,12,68,08,0
E,8C,08,0E,08A,086,06

2978 data ©a,16,8E,088,8E,08,088,06,04,8
6,0A,08,0a,06,06,06

2980 data ©8,3E,86,1C,14,3E,1C,10,66,1



8,12,08,06,06,16,06

2998 data 88 96 64 88,08,06,08,0E,8C,0

f,8C,06,06E, 86 Bﬁ en

3000 data BC 86 12 6§,06,12,06,20,206,0

6,18,08C, 08, BC 18 22

3818 data 86 88 86 8n,04,06,04,06,06,1

8,06C,00,088, 12 88 ag

3620 data an 38 Gh 8C,86,0A0,20,1C,42,1

6,080

30636 data *

®

ST CHECKSUM DATA.
(see page 32)

ise data 924, 948, 117, 614, 563, 21
3, 416, 427, 14, 189, 4279

198 data 645, 357, 621, 457, 871, 72
8, 734, 865, 796, 895, 7001

iese data 769, 887, 957, 5, 828, 981
, 958, 894, 854, 852, 7985

1186 data 819, 831, 855, 973, 89%6, 8
84, 755, 42, 93, 747, 688%

1286 data 357, 821, 779, 687, 738, 9
63, 754, 698, 719, 765, 7261

1388 data 671, 754, 768, 766, 699, 7
68, 746, 969, 796, 959, 7896

1488 data 711, 8§95, 819, 864, 798, 7
56, 777, 648, 839, 847, 7886

1568 data 714, 761, 823, 812, 978, 7
21, 785, 749, 783, 786, 7764

i6886 data 851, 818, 804, 787, 792, 7
13, 852, 916, 796, 778, 8021

1788 data 7?67, 852, 808, 824, 759, 8
ie, 819, 977, 773, 39, 7428

1880 data 734, 172, 854, 872, 656, 8
74, 778, 938, 827, 831, 7522

1988 data 853, 43, 886, 678, 649, 80
9, 767, 869, 873, 782, 7149

20680 data 875, 780, 744, 9242, 731, 6
56, 845, 8868, 873, 937, 8263

2188 data 998, %54, 6, 968, 654, 875
, 662, 646, 598, 796, 7885

22880 data 728, 775, 745, 762, 9084, 8
ie6, 78, 756, 992, 859, 7415

2386 data 861, 867, 844, 838, 715, 8
23, 979, 817, 983, 851, 8518

2488 data 996, 8§%4, 783, 895, 886, 7
29, 791, 816, 6968, 573, 7961

2588 data 674, 575, 497, 777, 8924, 8
79, 833, 853, 857, 855, 7694

2688 data 88e, 858, 772, 868, 833, 7
7z, 755, 861, 816, 756, 8178

2786 data 742, 672, 855, 886, 830, 7
78, 871, 854, 799, 641, 7928

2888 data 652, 784, 836, 816, 626, 7
34, 598, 653, 694, 657, 78044

2988 data 669%, 682, 598, 589, 283, 1
94, 2935

[ J

BACKUP |

PI"OCQ PY UTILITY

| You can’t backup your software
.~ because copy protection locks
~ you out. ProCopy is the key!

| W Protects against the accidental loss of
= expensive software

" W Works with all Atari STs
| Copies both S/S & D/S disks
| @ Use with 1 or 2 disk drives

. | Not copy protected

| @ FREE shipping and handling
@ TOLL-FREE telephone number
@ Updates are only $12 with return
m Orders shipped same day
| m Disk analyze function included

= $34.95
Call (800) 843-1223

Send check for $34.95 (overseas add $2.00 for air mail) to:

PROCO PRODUCTS

P.O. BOX 665, CHEPACHET, RHODE ISLAND 02814 USA
(401) 568-8459

Dealer
Inquiries
Welcome

" Available

i THE MOVING FINGER CO. TECH-SOFT
 Internationally - Buildlr;(g Qz Csozhf';ﬁR wmotl;ESALE
amrock Quay rling highway
:;un!;uropo southampton, SO1-1QL Claremont
England Western Australia 6010}
Australasia Tel. 0703-227274 Tel. 09-385-1885

CIRCLE #109 ON READER SERVICE CARD

Lewis123 $29.95

Requires a monochrome monitor and TOS in ROM

e +The first of it's kind, a fully GEM based
chemistry spreadsheet

*Generate complex molecules with ease

«Lewis structure calculations preformed
automatically:
Number of bonds
Number of unshared electrons

*Formal charge calculator

+Positive or negative ionization of
elements

+All non-transition elements supported

«Statistics on element usage available

«Bond error checking

«Variable line drawing size

*Use Degas printer drivers or save
output to a Degas file

+GDOS output or save to a metafile
(Pending release of GDOS by Atari)

*Not copy protected

Stone Age n“'m‘ Software, Inc.

We accept MC and
VISA. All prices include

P.O. BOX 1216
Ambherst, NH 03031
(603) 881-7689
Compuserve PPN #73277,2557

Lewis 123 Rev 3.0
Encrypt Rev 2.1
UlitraCalc Rev 2.0

shipping and handling in
the continental US.
COD's add $3.00

CIRGLE #110 ON READER SERVICE CARD
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The

Graphic Artist

Tutorial
PART 1

Introduction—what does it do?

by Deborah Elder and
Peter Naleszkiewicz

You may have seen a sophisticated grey
binder sitting on your Atari ST dealer’s
shelves. The Graphic Artist, you read.
Sounds like some kind of graphics pro-
gram. I would like to do some graphics,
especially if I could add text to my de-
signs. Could The Graphic Artist be what
I need? Is it a type of paint program?

Computer Aided Design.

No, The Graphic Artist (TGA) is very
different from paint programs. Paint pro-
grams are dot or pixel oriented. The pur-
pose of paint programs is to light up dots
on the screen (pixels), to create colorful
video pictures. Paint programs output on
dot-matrix printers using only the screen’s
resolution (often called a “screen dump”),
so the printout looks blocky.

The Graphic Artist is a Computer Aid-
ed Design (CAD) and DeskTop Publishing
(DTP) program in the same environment.
The object of TGA is to create printed out-
put. Additionally, the design and prin-
touts are to scale, and corrected for aspect
ratio (aspect ratio is a measure of squash-
edness; correcting for this means print-
ed squares are really square, circles are
never eggs). The screen image is not the
product, but only a tool to help you cre-
ate the printed output. Printouts from
TGA are typically ten to twenty times
sharper than the image on the screen!

TGA is “object-oriented.” This means
you draw items which have locations,
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MATCH WIDTH

The GRAPHIC ARTIST@ - the first Graphic firts program.

When viewed. on. a . :
‘monochrome: screen, -
‘the details’ of © ¢
“this design are 2 !
-times .as . sharp.as. :
-on & color- screen.- :

You ‘can use ZOOM:
to .obtain. any. . .
-degree of <detail.-
For example ..

WORLD MEEITTEEEN ABAWDON  ACTIVATE
: Change current view of design area

61985 PCA, Inc.

ALPHA

sizes, rotations, etc. Examples of objects
include a line with endpoint positions, or
a circle with a center point position and
radius size. TGA supports a very power-
ful type of object called a “symbol.” A
symbol is a drawing all by itself, which
is used over and over again in other de-
signs, in any size, and at any degree of ro-
tation. You can overlay symbols in a
design, and each symbol will remain in-
tact. For example, you can draw a tree and
then draw a bush at the base of the tree
(which covers the base of the tree). If you
remove the bush, the base of the tree is
still intact. If you save the tree as a sym-
bol, you could put the tree in another

drawing, for example, on a hill at one-
third the original size and at a rotation of
29 degrees. If you develop a library of
symbols, complex design is simplified to
the arrangement of items.

Plus desktop publishing.

The CAD capabilities are further en-
hanced by desktop publishing capabili-
ties. You can freely combine text in mul-
tiple font styles, in any size or rotation,
along with your CAD drawings. A mini
word processor is included for entering
text. You can have paragraphs of text that
automatically word wrap, add attributes
such as variable amounts of horizontal

(continued on page 50)



INTERVIEW

Inside

Electronic Arts

An interview with Trip Hawkins—
suddenly a leading ST producer.

by D.F. Scott

It’s easy for two computer enthusiasts
to find themselves talking about the state
of the computer industry until their voices
tire. When Trip Hawkins, President of
Electronic Arts, was interviewed for ST-
Log'’s exclusive on EA’s acquisition of Bat-
teries Included, we took the opportunity
to spend an hour with him talking about
other things. . .

TH: We're developing products for the ST
and Amiga; we're really not focused solely
on any one machine, although I continue
to feel disappointed in what I see as the
market potential for ST software. Now
that we're selling ST products, some of my
worst fears have been confirmed, in terms
of the size of the market. Ultimately, we're
not trying to run a charitable organization.
If we can't sell enough products to recoup
our expenses, then that’s going to dimin-
ish the degree of support we're going to
have.

I'll give you an example: Skyfox was
developed by the same company for both
the Amiga and the ST—and is virtually
the same code on both machines—buyers
should like or dislike it to the same ex-
tent on either machine. Yet the Amiga ver-
sion sold over 20,000 units, and the ST
version sold about 6,000 units.

DF: Couldn’t the reason be that, when
you released the Amiga version of Sky-
fox, there wasn’t a heavy degree of com-
petition; whereas, when you released Sky-

fox for the ST, there was Harrier Strike
Mission, High Roller, Flight Simulator—
all already selling well [enough] that you
had a sufficient degree of competition,
where you did not have a corner on the
market?

TH: I can give you lots of other examples,
if you like, but we don’t have a single in-
cident so far in which an ST product has
sold as well as the Amiga version.

DF: To broaden the scope of my question:
could that be because there’s a competi-
tive market in the ST right now; whereas
Electronic Arts has proven itself pretty
much a leader in the Amiga market?
TH: I think there are probably a lot of
different explanations, but let me put it
this way: if you were running my compa-
ny, would you want to develop more ST
products, or more Commodore 64, Ami-
ga, IBM PC products? Aside from the
emotional content of the issue, just from
a business standpoint, what do you think
you could justify? Ultimately, you've got
to justify it based on the numbers.

DF: It would be based on the numbers,
and it would be based on what currently
isn't out there to a sufficient degree. I
wouldn’t want to print a copy of somebody
else’s program, almost to the letter.

TH: 1 agree with that. Some of the pro-
ducts we're going to be bringing out for
the ST this year [cover] market applica-
tions we don’t think have been well co-
vered in the ST market. But you have to
be selective. We've received a lot of com-

o

&

plaints in the past, from ST customers %

who don’t understand why we don’t pro-
duce our entire catalog—from our entire
history—for the ST, and think that we're
wimps for not doing that. It’s just that we
don’t have the people to manage that kind
of activity level; and software develop-
ment’s a very risky business. . .The big-
gest problem is that not that many Atari
STs have been sold to consumers who
want to spend a lot of money on enter-
tainment.

I think that some people may have mis-
understood, taking it as a kind of personal
thing, that we said, “Look, we like this
Amiga machine, and the reason we like
it is because of the new architectural fea-
tures that they put in the machine, which
we thought augured well for the future of
home computing.” Of course, subsequent
to that, Atari spent a lot of time talking
about introducing a blitter chip. So obvi-
ously, some of the things that they did did
not fall on deaf ears.

Since then, we've also had the an-
nouncement of the CD-I technology. I'm
very excited about CD-I. See, I think we're
going to continue to have difficulty mak-
ing good software as long as there are
many, many different models of com-
puters, each of which is fairly expensive
and only manufactured by one company,
each of which is different in operating
characteristics—so that we have to re-
engineer the software each time we make
it. Rather than having half-a-dozen differ-
ent 68000-based computers on the mar-
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ket, if you look at every other mature elec-
tronic media business, eventually the in-
dustry settles down to a media standard,
so that the software producers can effi-
ciently make the software.

When you go to buy a hi-fi or a video
player, you know that there are a lot of
manufacturers making that product; and
that, when you turn it on, there’s going
to be a tremendous variety of software you
can use for it. We've been hamstrung, as
software companies; it's really impracti-
cal to develop a lot of software when ma-
chines are so different from one another
that the installed base of each machine is
so small.

I think, unfortunately, there’s been a
tendency among the American companies
to prefer to compete, to have the attitude,
“Well, you know, I'd rather have a big part
of a small market, and beat the other guys’
brains out, than have a smaller part of a
really gigantic market.” They may be able
to get away with that in the short term,
but probably won't in the long term—
eventually, they have to go find a ditch
market they can survive in. Frankly, that’s
what happened with both the Amiga and
the ST.

I think the Amiga’s primary success has
been as a creativity tool for creative pro-
fessionals and hobbyists. I think if you
look at where the ST is really selling on
a worldwide basis, its dominant market
is as a monochrome small-business and
desktop-publishing machine in Germany.
That’s where at least half of the STs in the
world are located.

DF: So your impression is, if you really
wanted to do business with 50 percent of
the ST market, you'd need to go overseas
or open up an overseas division?

TH: Right. We've just started a subsidiary
in England, and we will be manufactur-
ing and selling some ST products over
there. We feel that some of the products
we market over there for the ST will come
to the U.S. as well.

Our primary interest, in the long term,
is in the consumer market, and consumer
markets need standards. There are always
going to be people who'll say, “Gee, I don't
like standards, because you have to slow
down the pace of technology.” But. . .it’s
very frustrating for me to see a computer
owner buy a brand new computer, then
discover there’s not a lot of software for
it and blame the software companies; be-
cause, as far as I'm concerned, the hard-
ware companies are making their bed,
and they have to lie in it.

Initially, when the Atari ST came out,
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&k Does the world
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different computer

architecture? 99
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my attitude about it was, “Look, does the
world really need another slightly differ-
ent computer architecture?” With the Am-
iga, we at least felt there was enough of
a step forward there in architecture, that
this was a good foundation to learn from
as preparation for the future.

In the meantime, I think it's going to
be very difficult for the Amiga, and the
Atari ST, and anybody else—even for
Macintosh—as a home machine. None of
those machines really has a chance to go
in and become a dominant consumer ma-
chine, because they're trying to do it all
by themselves. If one of those companies
would say, “Look, why don’t we get to-
gether? Bring in a standard, license it,
and let’s get lots of manufacturers to sup-
port it,” then they'd have much better suc-
cess at getting software companies behind
them.

DF: Let me play devil’s advocate with
you on the issue of standardization. You
have a dominance of the PCs and PC
clones, in which you have so much mar-
ket saturation, so many companies pro-
ducing basically the same machine, that
unless you're a small company, you hardly
have a chance to make a substantial prof-
it. In the case of IBM itself, which devel-
oped the technology —or at least bought
the technology from other people—the
originator company puts itself in a posi-
tion, through standardization, where it is
not able to profit from its own machinery.
TH: I don't think that’s a good analogy for
the consumer market. What’s going on
with PC clones in the home right now is
kind of an aberration. Their announce-
ment [of the PS/2] confirms the fact that
IBM doesn’t want to make it easy for peo-
ple to make clones of their own machines.
If you look at the world ten years from
now, I'd be willing to bet that the IBM Per-
sonal Computers are primarily in the busi-
ness market, and you won't find that
either of the IBM brands, or clones, are
at home, because it won't be possible to
make clones.

I think what’s going on right now is that
consumers are very frustrated by the lack

of a standard. Because of the strength of
IBM in the business market, a lot of con-

‘sumers have made a mistake, really, in

thinking that what they should get for the
home is the PC. I'm trying to put out en-
tertainment and creativity software [for]
everybody who buys a machine like that.
In some sense, I'm disappointed, because
they're not getting the kind of machine
that has the audiovisual features that I'm
a real believer in.

DF: [ have a little saying, which I repeat
frequently: “Where there is standardiza-
tion, there is also mediocrity.” Usually
this is the case if you're somebody from
ANSI trying to make a standard program-
ming language; it’s the same if you're try-
ing to make a standard computer format
where you have absolutely no fluctuation,
and in a sense no creativity, which is your
market.

TH: But on the other hand, look at the au-
dio market. Way back in the 30s and 40s,
there was 78 rpm. So CBS, in 1948, an-
nounced the LP format. That was a pret-
ty exciting breakthrough, when you look
back on it.

RCA didn’t want CBS to be too success-
ful with that format, so they introduced
the 45 within six months. The effect was
that the record industry went into a four-
year slump, because everyone was con-
fused about what to do.

Twenty years later, Philips introduced
the LaserVision technology, which was a
complete flop. You might remember RCA
came out with another flavor of movie
disk—that also flopped. Then Sony came
out with Betamax video; they picked Be-
tamax over VHS technology, and the guys
who developed VHS went to work over at
one of the Matsushita companies. Mat-
sushita decided to license [VHS] to a lot
of other companies. So, as a consequence
of all that licensing, there was much more
competition, and the price of VHS video
dropped dramatically.

Meanwhile, if you look at what hap-
pened with the compact disk: Philips and
Sony got together in 1982, and they could
look back on a lot of history at that point
and see: number one, what had happened
in the record business when the LP had
been introduced; number two, they had
their own personal experiences failing to
establish new markets, even with pretty
nifty technology. Having learned those
lessons, they said, “Maybe what we need
to do is to get together and work together
as an industry to establish [CD technolo-
gy], rather than having trivial variations
in it.”



Frankly, technologically speaking, is
there really much of a difference between
a Macintosh and an ST? There isn't; but,
instead, you have this huge software in-
compatibility in the marketplace. You
could have several different models of
compact disk out there, but they would all
be based on the same kind of optical disk
technology, the same digital processing
rate—and yet they'd all be different, and
the whole industry would suffer for it.

DF: Well, in the analogy you gave, with
record players and video recorders, you're
talking basically about output machines,
and the selection of a specific, universally
acclaimed format for each of these out-
put machines. The computer is an input
and output machine.

TH: Yes, it’s much more complicated to
determine a standard for that.

DF: In my opinion, the consumer does
not want to be forced into data or crea-
tive input in a standardized format.

&k . . .technologically
speaking, is there
really much of a
difference between
a Macintosh and
an ST?99

TH: But that’s not necessary. If the hard-
ware player is standardized, there’s a lot
of variety that can be applied.

Let’s put this into the context of the
Atari ST. If you like the ST, then you
would like it even better if there were ten
companies making it, and the hardware
sold for less than a hundred dollars, and
there was ten or twenty times more soft-
ware available, at much lower prices.

DF: I can understand the twenty times
more software available; but why would
[ want ten companies making it?

TH: Because now they’re going to com-
pete with one another around a standard;
which means they're going to try to offer
better service, better support. . .

DF: And, in the end, there are going to
be —after a couple of years— thirty-three
hundred companies making it, because
the technology has been practically made
public domain, and none of the compa-
nies will be able to profit from their own
material.

TH: That’s not necessarily true. I think if
you look to the compact disk, there’s a re-
newed excitement in the audio and rec-
ord companies because of it.

Literally, the whole issue boils down to
the fact that if Atari can get out there and
sell fifty million Atari STs, then it would
become a de facto standard, and lots of
people would make software for it. But
there’s no company in the consumer mar-
ket that has that kind of power.

DF: There’s no one company because we
have so many of them producing the de
facto standard PC.

TH: But IBM’s not really a consumer com-
pany. In the consumer market, nobody
really has the power to waltz in and de-
velop the market to the point where they
become a de facto standard.

DF: So you think, five years from now,
compatibility won't be an issue?

TH: Well, IBM-compatibility. You have to
separate in your mind the computer hob-
byists, who particularly bought a lot of the
Atari STs initially, who like to do their
own programming—and the Atari ST’s a
great product for them, because they can
get a 68000-based machine for very little
money. But that doesn’t necessarily mean
it's a great machine to develop software
for; because, if there’s a limited popula-
tion of the machine and the company
manufacturing it doesn't have the market
power to get it to become a huge seller,
then it’s never going to become a great ve-
hicle for software applications, unless you
happen to make one of the handful of ap-
plications which is going to achieve a very
high penetration.

So, in the case of Macintosh, it's turned
out that if you make desktop publishing
software, you can sell a great deal of it;
but if you make anything else, you're go-
ing to go broke. There isn't any software
other than desktop publishing software
that has done really well for the Macin-
tosh. Our Macintosh software sales have
been very disappointing—that’s in spite
of the fact that more than a million Mac-
intoshes have been sold. So it’s not be-
cause there aren’t that many machines, it's
because they're all being used for one par-
ticular kind of application.

We depend on a customer who owns a
computer to think of it as a media ma-
chine. Unlike television or video, they’re
not going to settle for doing just one or
two things; they want it to do a whole va-
riety of things.

DF: You think that the general consumer
is going to use a computer—especially a

&k [Commodore]
didn’t pay us any
money to develop
any of our
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home-based computer—as an output ma-
chine, as a VCR?

TH: I'm not thinking of it as output-only;
in fact, that’s why I'm in the computer
business. I like the fact that it’s the only
interactive medium. With television, you
have a passive experience, you've got to
watch what’s going on. Maybe you're
watching the Super Bowl, maybe you're
watching Christopher Columbus in a dra-
ma; whereas, with a computer, you can
play a game like Seven Cities of Gold, or
you can play Touchdown Football—you
can actually be there and be part of the
action. The subject matter may be very
similar to other media, but it’s the inter-
action that makes it unique.

DF: Computers are given attributes which
are purposely unique, so that they can-
not be copied, so that the type of output,
the type of interactive experience achiev-
able with an Atari ST, is going to be some-
what different than the type of experience
achieved on an Amiga—even though the
“engine” of both machines is the same.

TH: That’s right, and that’s unfortunate,
I think. If it happens at a fairly arbitrary
level, then it's unfortunate. It’s very short-
sighted on the part of the hardware
manufacturers to think, “We're going to
introduce these somewhat artificial, ar-
bitrary changes just to frustrate that other
hardware company, just to frustrate the
software companies that are supporting
that other hardware company. We're go-
ing to try to get everybody to support us
in a unique fashion, by going way out of
our way.” I think that’s somewhat naive,
don't you?

DF: Couldn’t it be more than just to frus-
trate the other company; couldn't it be so
“we, and we alone, can profit from our
own ideas?” Let’s look at the software mar-
ket; would you want somebody creating
a Skyfox emulator?

TH: If Atari was happy to just make hard-
ware that would be sold as a programming
tool and they wouldn'’t have to provide any
applications software—hey, that’s fine.
Then they can profit from their own cre-
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ation. If I were an Atari ST customer, I
would want there to be a lot of software
available for the machine.

DF: But how can any one company, how
can any group of companies, decide to
produce one type of machine, and have
that machine be as programmable—?

TH: The same way that one company de-
cides how to produce one kind of ma-
chine—by working cooperatively rather
than against each other.

DF: We'd have a whole bunch of compa-
nies producing basically the same thing.
TH: Same as what we have with televi-
sion and video.

DF: Not really. With output machines, if
vou want a graphic equalizer, you can buy
one, but you don’t necessarily need one.
Sound components sound different to dif-
ferent ears.

TH: With PC compatibles, if you want a
mouse you can buy one, an EGA display
you can buy one.

olus
DeskCalc
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Inside EA continued

DF: Because of the open architecture —
but, then again, those are the many differ-
ent ways to get around the problem of
standardized machines because people
want their own custom machines.

TH: It’s still possible to do that, even
if the computer architecture is stan-
dardized, if people like the thing to look
a certain way, they want it priced a cer-
tain way. They want to have certain bells
and whistles, or they don’'t want to have
certain bells and whistles.

DF: So you feel it’s possible for all the
manufacturers to get together and say, ‘At
the basic heart of the unit, let’s decide on
some degree of equal ingenuity —we’ll
make this same product—but then allow
proprietary expansion systems?”

TH: That’s exactly what happened with
the compact disk, by the way. They call
it the “base case” —they agree on a mini-
mal standard. The way the rules work, if
you're a licensee and you want to put the
CD logo on hardware or software [you
have to build the base case first]. Software
companies know what the base case is,
and they can make a product to, at a mini-
mum, support the base case from all the
different companies.

DF: So you feel that, maybe five to ten
years from now, we can have a kind of
consortium of computer corporations?

TH: CD-I is being put together right now,
so it may be sooner than five years; but
then, it may fail. It all depends on how
good the machine turns out to be, how
quickly it gets it to market, and what price
it'll go for, and who supports it.

For companies like Atari and Commo-
dore, personally, I think it'd be terrific if
they support it; because Atari can say,
“Let’s build a machine that’s an Atari ST,
but one of the features of the Atari ST is
that it’s CD-I-compatible.” Now, if some-
body wants a really great computer, he
gets the best of both worlds—he can use
all the CD-I software and also his Atari
ST software. He can do things with it as
a computer that maybe the standard base
case CD-I player can’t do; but then he’s got
this whole world of other software that’s
opening up to him.

Here’s the interesting problem: compa-
nies like Atari and Commodore are so ac-
customed to competing with each other
in a much more hostile environment, that
they tend to be too suspicious of one an-
other to work together to make the indus-
try grow. Personally, I think that’s very
unfortunate.

I'll tell you one of the most absurd

rumors that floats around: that Commo-
dore paid us a lot of money to develop
Amiga software. They didn’'t pay us any
money to develop any of our Amiga titles.
We developed one demo for them, and
they paid us something like $35,000—to-
tally a break-even proposition for us for
developing it. All the actual products we
developed for the Amiga were totally on
our own nickel. A rumor circulated that
Commodore paid us a million dollars or
two, and that’s the only reason we did it.
That’s ridiculous.

What a lot of people forget about the
Commodore 64 is the reason it succeed-
ed: at that point in time, a lot of families
and parents believed they should buy a
computer for their kids, for educational
purposes. The reason the Commodore 64
beat out the Atari 800, which was tech-
nologically superior, was on price.

DF: That’s one point I can definitely
agree with you on.

TH: So, suddenly, all these Commodore
64s are out there, and the reason a soft-
ware business finally developed was that,
suddenly, software companies could stay
alive—because there were enough people
who had the Commodore 64 that they
could afford to develop software. It wasn’t
that people switched from developing the
Atari 800 software to the Commodore be-
cause they didn't like the Atari 800—

DF: Not because of dislike for the com-
pany; it was due to the larger user base.

TH: Yes, basically, we couldn't make
enough money on the Atari 800 software.
I think, in terms of Jack Tramiel’s attitude,
he assumed that the same thing would
happen all over again with the ST. Unfor-
tunately, I don't think that the market con-
ditions since then have made it possible
for a new piece of hardware— from a com-

.pany other than maybe IBM —to come out

and have everybody immediately just say,
“Okay, we're going to assume there are go-
ing to be several million of these out there
in the future, so we're all going to develop
a huge product line for it

We are going to continue to develop ST
products; but I just hope that people can
have a realistic viewpoint about the prob-
lems that software developers have. #

D.F. Scott is an artist, writer, educator
and programmer living in Oklahoma City.
He is currently engaged in the study of
quantum physics, computing and other
ways in which elementary particles inter-
act with each other. Otherwise, he fills
infinite pieces of paper.




More help for
the first-time computer user.

by Maurice Molyneaux

In our last episode, the author smugly jotted comments
and explanations on a number of miscellaneous ST topics
not included in previous articles. By the end, he realized
he had bitten off more than he could chew—and still had
16K of material he couldn’t use in the June issue! Tonight,
watch to see if he can pull it off. Can he take the leftover
text from last month and find enough other material to make
a regular-sized article out of it? Stay tuned for the thrilling
conclusion!

Okay, I've had my fun this month. A lot of disjointed and
only vaguely related topics this time, so stand by for some
rather sudden “plot twists” in the conclusion of this roller-
coaster ride we call Loose Ends.

Accessory to a crime.

Desk accessories confuse not only beginners on the ST.
I've briefly discussed them in the past (notably in the April
1987 ST-Log), but will go into more detail now. The facts:
desk accessories are programs, but they aren’t in ROM, nor
are they part of the ST’s operating system, despite the fact
that they appear under the desk menu on the GEM desktop.

Accessories are loaded only from the disk in drive A, un-
less you have a program to make the OS read them from
other drives (like a hard disk). They must be in the main
(root) directory, or the system won't find them—so cluster-
ing them neatly in a folder won’t help at all. Furthermore,
while they are programs, accessories aren’t quite the same
animal as “runnable” applications, like those you run from
the GEM desktop (.APP, .PRG, .TOS and .TTP programs).
Double-clicking on (or opening) an accessory will not run it.

Desk accessories are run by GEM from its desk menu.
A properly written one can be utilized while another pro-
gram is running, then “put away” without disturbing or
damaging the program—just as you might use a pocket cal-
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LOOSE ENDS Ii

culator to do some math while writing a paper, then put
it aside when you’re ready to continue writing. This is a
simple form of “multitasking,” which means that your com-

puter is handling more than a single task at a time (in this.

case, running a program and an accessory simultaneously).

When you start up or reset (boot) your computer, one of
the first things the ST does (after checking for the presence
of cartridges and an AUTO folder on the disk in drive A)
is search the root directory of the disk in drive A for any
desk accessories. Accessories are programs identified by
the filename extension .ACC (as in CONTROL.ACC), and
your ST will load into memory (RAM) all the files with this
extension, up to a maximum of six (which is all GEM cur-
rently allows.)

Accessories which use up two “slots” under the desk
menu (such as the control panel) use up both of those slots,
allowing you only four other accessories. Once loaded,
they’ll remain in memory until the ST is switched off or
you reset it (changing resolutions from the desktop causes
a reset, though not as thorough a one as pushing the RESET
button does). They stay quietly out of the way, until you
click on one of their names under the desk menu, and it’s
called into action.

The accessory will usually display a window or dialog
box. Accessories which use GEM windows can often be
shuffled just like other windows on the desktop or in a pro-
gram, meaning that you can leave the accessory in view
and call it into action merely by clicking on it, then go back
to your program (or desktop) just by clicking on one of the
program’s windows!

Those which appear as dialog/alert boxes are nonrelocat-
able, and will not allow you to access other windows or ac-
cessories until you close them. When you're finished
working with the accessory, clicking on its EXIT button or
“close window” box (located, as usual, in the upper left-
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Step 1 continued

hand corner) will make it disappear. However, it isn’t gone
or erased, just put back into your ST’s “pocket” for the mo-
ment. You can call it back through the desk menu again.

To sum up: accessories are programs loaded at start-up/
reset time, remaining in and consuming memory (usually
small amounts), which can be called into action almost any-
time the desk menu is available, whether you're on the desk-
top or deep in a word processor. Programs which do not
display the menu bar (like NEO-Chrome, or any .TOS or
TTP application) will obviously not allow you to use ac-
cessories while they’re running, but most programs which
allow access to the menu bar (like DEGAS Elite) will.

Accessories are specially designed applications that oper-
ate differently from other programs. You cannot transform
an accessory into a .PRG application just by renaming its
extension from .ACC to .PRG. This applies in reverse, too:
you can't rename a .PRG, TQOS, etc., file to .ACC and ex-
pect it to work as an accessory. Doing either of these things
will probably cause your ST to crash.

If clicking on a given accessory’s label under the desk
menu does nothing, don’t panic. You may have loaded one
of the accessories that does a special job independent of
the user, and that announce their presence on the desk menu
just to remind you they’re present. Examples of such user-
inaccessible accessories (did that make sense?) would in-
clude some print spoolers, icon loaders, or even RAMdisk-
creating accessories.

Finally, a small warning. ST-Log West Coast Editor
Charles Johnson has informed me that one of the biggest
mistakes a programmer can make when writing an acces-
sory is to have it read an outside resource file from a disk.
This is because, every time you change resolution, the sys-
tem reloads that accessory and the resource file, but GEM
doesn'’t clear the previously loaded resource out of memo-
ry. So, every time you do this, more and more of your pre-
cious RAM will be gobbled up by multiplying copies of
resource files, until bombs away! The only way to prevent
this with such an accessory is to reset or reboot your ma-
chine, and use different disks to boot in low or medium reso-
lutions. If you have only a monochrome monitor, you don't
have to worry about multiple resolutions. And, if an acces-
sory requires an RSC file, you must have that file available
to the accessory if you plan to use it. You have no choice.

Missing: 8 to 16K of RAM.

Last issue, when I said “a 512K 520ST,” I'll bet some of
you were a bit confused. “Isn’t the 520ST supposed to have
520K of RAM?” you ask. Well, no. And a 1040ST has 1024K
of RAM, not 1040K. Next I'll be telling you there’s no Tooth
Fairy.

Were you robbed? No, Atari didn’t lie to you about your
ST’s memory. It’s just that people assume the numbers on
the machines refer to total kilobytes (K) of RAM in them.
Nope. The numbers are derived from the number of free
bytes of RAM in the ST. A stock 520ST has 524,288 and
a 1040ST has 1,048,576 bytes of RAM available. If 1 kilo-
byte were indeed 1000 bytes, as the kilo would seem to in-
dicate, a 520ST would have approximately 524.3K of RAM
and a 1040ST 1,048.6K.

But a kilobyte is not 1000 bytes; it's 1024 bytes, so 524,288
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divided by 1024 equals 512. Atari apparently chose to base
the numbers for their machines on the number of bytes, not
kilobytes, dividing the total by 1000 and rounding the fig-
ure off to the next lowest 10s value. By one reckoning, Atari
has given you more RAM (byte-wise) than the numbers
would indicate. To be more accurate in the byte count, the
machines should be called the 524ST and 1048ST, but these
don’t have the marketing zing of “five-twenty ST” and “ten-
forty ST
Resurrection!

We've all known the frustration of accidentally deleting
a file. However, when you delete a file, all is not lost; it really
isn't gone! You can unerase the file, if you have the proper
tools.

What form of witchcraft is this? None, really. When you
delete a file, your computer doesn't actually go to the disk
and destroy the data in the file. What it does do is go to
the disk’s directory, where all the filenames are stored, and
mark the file you want deleted as “ok for overwriting.” This
usually means the system changed the first character in the
filename to a special symbol which indicates the file is no
longer valid for use and access. The file’s data is still there,
just as it was, but the name has been pulled from the di-
rectory.

If you delete a file, you can usually recover it. . .if you
attempt to do so before saving or resaving anything on that
disk. Because the system has marked the deleted file as free
space, new files can be written over the old file’s data. So,
if you save anything to the disk after deleting a file and be-
fore trying to recover it, you may find that parts—or all —
of the deleted file are completely destroyed.

To restore a deleted file, you'll need a disk editing pro-
gram or a special unerasing utility. Most good disk editors
feature file recovery. Unerasing programs (like UNDE-
LETE.PRG) are usually dedicated to that single task. If you
don't have one, get one. These programs will usually work
fine on floppies, but using them on hard disks is a risky busi-
ness, indeed. I don't recommend it.

Unerasing files from a RAMdisk is usually impossible, be-
cause most RAMdisks just dump the deleted file from
memory.

Shake, rattle and roll.

If you have an SM124 (monochrome) monitor, does the
screen jitter, display black bars, or waver sickeningly when
disk drives are accessed? If so, this is usually a hardware
problem.

Inside your ST is a video controller chip called the
“shifter.” According to the owner of my local ST dealership,
shifter chips are the most common hardware-related prob-
lem he sees with the ST. If you have this problem, take your
machine back to your dealer and tell him what’s wrong. He
should, in most cases, only have to replace the shifter (this
takes, maybe, ten minutes). If you purchased your ST via
mail-order or a mass-market store, you'll have to try to re-
turn the computer (you need not return monitors or disk
drives with it) for a replacement.

For these reasons, I recommend purchasing a machine
from a local Atari dealership, because they can help you
with your problems. A clerk in a Toys ‘R’ Us store, or a voice



on the phone at a mail-order company, is of little help when
you have this kind of problem. You may pay more for your
system from a local dealer, but those extra dollars buy you
local support—and help when you find yourself in a jam.
Consequently, if you bought your system or software some-
where other than a local ST dealer, you should be ready to
pay for their help. After all, they aren’t responsible for what
you bought somewhere else.

Control, control,
you must learn control.

The mouse supplied with your ST is fine for most pro-
grams that need an input device. Still, some games require
the use of a joystick—if you play a lot of games, you’ll no
doubt need a joystick sooner or later. Fortunately, any stan-
dard joystick designed to work on the Atari 800/XL/XE se-
ries or the Atari 2600 and 7800 game systems will work
just fine on an ST. But don't try plugging in any controllers
for the Atari 5200 game system, even though a few may ap-
pear to have the proper plug. They're not wired the same
way as the ST’s ports, and could damage your computer if
you try to use them. Joysticks for Apples and IBMs are also
taboo. Joysticks used on a Commodore 64 are okay, but only
because it uses the same joysticks as Atari’'s computers.

It would be nice to be able to use the paddle controllers,
trackballs, light pens and touch tablets available for the
800/XL/XE line, but their wiring is different from what the
ST requires; you can’'t use them as is. Still, if you'd like to
use a trackball in place of a mouse, you can do it if you
rewire the device. Instructions for such operations can be
found on many telecommunications networks, including
Delphi. Be forewarned, though: most operations of this na-
ture require some knowledge of electronics, and often re-
quire soldering and modification best handled by the ex-
perienced.

BASIC gray.

Scads of people complain about ST BASIC. The most
common gripe I hear is that, when using the edit window,
the moment you start typing on a line, the text style changes
to lightened and skewed, and some special symbols are
replaced by others. Impossible to edit with this, you say?
Easier to just completely retype the line from the command
window? Nope. Here’s how to fix things. When you run ST
BASIC, as soon as you can type in the command window,
enter the following:

POKE SYSTAB+2,0

The edit window will now behave itself and leave your
lines readable as you edit. Of course, you’'ll have to enter
this command every time you run ST BASIC, but it’s an easy
fix that can eliminate at least one of the program’s many
frustrations.

Another fine point about ST BASIC: you can't really leave
the edit window just by clicking on another. You must ei-
ther click on “Exit Edit” under the edit menu or press the
10 key, which will add the edited lines to your program.
This will put you back in the command window. The re-
verse is also true. You must type edit and RETURN from
the command window or click on “Start Edit” under the
edit menu.

Don’t ask me about Logo, I'm about as fluent in it as I
am in Swabhili!

Squash and stretch.

The above subtitle has more to do with the principles of
character animation (as in a Disney or Warner Bros. cartoon)
than anything else, but, my poetic license unrevoked, it'll
work here too. Let’s talk a bit about how to compress and
uncompress data for your computer. . .

On second thought, my explaining the principles involved
in such “bit-crunching” would probably be somewhat over-
whelming, so I'll skip the techie aspect and just give you
the gist of it. Computers store data in a variety of arrange-
ments, and, while most methods of data clustering are ef-
fective for a given program’s purpose, there are ways to
further compress or “squeeze” files and programs, making
them anywhere from 20 to 60 percent smaller than before.

In theory, this would make it possible for you to put lots
more data on your disks, but, once again, I must engage
in “the slaying of an original, beautiful hypothesis by an
ugly fact” (Thomas Huxley). The trouble is that your com-
puter and its programs can’t usually use a squeezed file.
“Great,” you moan. “What good are compressed files if you
can’t use them?”

Oh, you can't usually use them squeezed, but you can
unsqueeze them for use. Still can’t see the value? Okay, sup-
pose you need to send a lot of data to someone on one
double-sided floppy. The disk can handle a maximum of
about 800K of data, and your data adds up to 900K. You
don’t have any other blank disks, nor do you want to send
out more than a single floppy. By squeezing the files, you
can get them all on one disk, and the recipient can copy
the squeezed files to other disks and unsqueeze them.

Still not good enough? Okay, you're using your modem
on Delphi and find a neat game. In normal “usable” form,
the file is 50K, but squeezed it’s only 33K. You're paying
to be on Delphi, plus possible long-distance charges. To
download the squeezed file takes a lot less time (and saves
you money) than if the same file were its normal size.

See the benefits? There are a number of compression util-
ities available for use on the ST, but I'll talk only about the
most common ones. The first are two TTP programs called
SQUEEZE.TTP and UNSQUEEZ.TTP (or a variation on
these names), which have been commonly in use since 1985.
SQUEEZE reads a file and writes a compressed copy of it
under a new filename identical to the original —except that
the file’s extension is modified to contain a Q as the sec-
ond letter, denoting its “squeezed” state. Thus, DIANE
GAW.NEO would be compressed as DIANEGAW.NQO.

UNSQUEEZE reads squeezed files, then writes un-
squeezed versions of them. Since these are TTP programs,
you’ll have to specify the target filename in the PARAM-
ETERS dialog box which appears when you run them (see
Cracking GEM in the April 1987 ST-Log (issue 13) for more
on TTP programs).

Another form of file compression, and one gaining promi-
nence in the ST community, is “archiving”” A program called
ARC.TTP is in the public domain and is used for archiving
and unarchiving disk files.

Archiving data is similar to using one of the squeeze pro-
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Step 1 continued

grams, but with one major—and important—difference.
SQUEEZE can only compress single files, while ARC can
compress multiple files into a single new file, to which you
can add files—or from which you can extract one, a few,
or all the files! This is great for BBS systems and such, where
all related files for a given application can be ARCed togeth-
er so users can get everything they need by downloading
a single file. I obtained ST Writer version 1.70 from the Atari
Base BBS, downloading a single ARCed file which contained
the program, printer configuration setup program, printer
data file, reference guide and some template files. When
downloading an earlier version of the program many months
earlier, I had to download each of the related files separately,
because no one had ARCed them.

Now, while ARC.TTP is a wondrous thing in many ways,
as a TTP application it's also tough to use. The commands
are cryptic and complex, and confuse many beginners. If
you obtain a copy of ARC.TTP and really want to get some
use out of it, then I suggest you use Charles Johnson’s ARC
Shell II utility, which appeared in ST-Log’s issue 13.

This shell (see below) gives you a simple GEM interface
to the program, freeing you from having to deal with mys-
terious commands in a TTP parameters box.

For those uninterested in details, who only want to unar-
chive files, a program called ARCX.TTP does just that. You
can extract several or all files, but the easiest way to use
it is to make it an installed application (see Step 1 in ST-
Log 14) with ARC as the document type, then just double-
click on an archived file from the desktop, to de-archive it.

Shells.

You can’'t put these to your ear and hear the ocean, but
they're useful, nonetheless. Simply put, a shell is a program
which surrounds or covers another program, providing a
different interface than the program it covers.

For example, GEM could be called a shell over TOS. To
use TOS would require learning many difficult type-in com-
mands. GEM interposes itself between you and TOS, tak-
ing, for example, a cryptic error code from TOS, but pre-
senting you with a clear English-message alert box. It will
interpret your mouse operations and tell TOS what that
means in its own language. Shells generally make a pro-
gram easier to use, or customize it for certain tasks. Charles
Johnson’s ARC Shell II (mentioned above) is an example,
in this case interposing itself between the user and the
ARC.TTP application, to make it simpler to use.

Exit, screen left.

Well, that’s that. Next issue, it’s back to more of a single
topic of discussion. Personally, I'll be glad, because all this
bouncing around was giving me motion sickness! But, be-
fore I go, here are some more. . .

Addenda.

More clarifications and corrections on past Step 1s.

—In Soft Wares, I stated that, when you're using a color
monitor, any programs run from the AUTO folder would
be run in low resolution. One user expressed disappoint-
ment at not being able to run ST Writer from the AUTO
folder, so I offer this solution: in the public domain there’s
an application called MEDRES.PRG, which, when run, puts
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your ST in medium resolution (but not, of course, if you're
using monochrome). To use this in an auto-boot situation,
create a new AUTO folder on a disk, put MEDRES.PRG in
that folder, and then copy into the folder the utility you wish
to run. You must put MEDRES.PRG in first, because TOS
runs the programs in AUTO in the order they appear on
the disk. Whichever was copied first will run first. Don’t
take the order of items in a window as an indicator, as these
are sorted by GEM and are not displayed in the order they
appear on disk. MEDRES.PRG can be found on most BBS
systems with an ST download section, or obtained through
a users’ group.

—In Loose Ends 1, I stated that you can’'t normally use
a disk copy function to copy the contents of a “real” disk
to a RAMdisk. I mentioned copying all the files, but forgot
to state that you could drag the icon for the source disk and
drop it into the window of the RAMdisk, rather than on the
RAMdisk icon. This will result in the system file-copying
the contents of the floppy to the RAMdisk, whereas, if you
dragged the floppy icon to the RAMdisk icon, you'd be at-
tempting a disk copy—and the system would probably in-
form you it can't do that.

—I was a little late getting the CUSTOMGEM.DOC file
(mentioned in Customizing the GEM desktop) into the Atari
Users’ Group SIG on Delphi. It’s been there since late June,
in the ST Programs database, and can be located by search-
ing for the keyword CUSTOMGEM. If you tried before and
couldn't find it, sorry. It’s there now, I promise! #

Allergic to all things Commodore, Maurice Molyneaux is
an author and artist who— when not writing for ST-Log —
continues to struggle with a recalcitrant 8-year-old science
fiction novel, paints, illustrates and uses his ST for “every
conceivable task.” His interests include classic cel anima-
tion as well as the computer variety, and he draws the
meanest “Star Trek” pictures on microcomputers. His Del-
phi username is MAURICEM.
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TR U E B A S

C F O R T H

E AT ARI S T

Make
your
own
Magic.

Speed, great graphics and a little
bit of magic: that's what you expect
from your Atari® ST. And that's
what you get from programming
in True BASIC.

It's a structured language that's
easy to use. A compiler, editor and
debugging tools rolled into one.
It's the latest from Kemeny and
Kurtz, the inventors of BASIC.

If you crunch numbers, you’ll
appreciate floating-point math
that's very fast. Support for large,
dynamic arrays, and built-in
syntax for matrix algebra.

And True BASIC makes graphics
easy. Define your own coordinate
schemes and color palettes. Plot
entire arrays with a single state-
ment. Apply built-in 2D trans-
forms. Or use the 3D Graphics
Library to put some depth in the
picture.

You can change line styles, add
pull-down menus and get at all
the GEM and AES routines. But
if portable code is important,
there's True BASIC for the PC,
Macintosh™ and Amiga® as well.

Tomnand| LOMPIe

Run

Output

Sig

Get Command
Get Output
Save Quiput
Lose Output

File size 31 lines
At line 22
Free memory 651552 b

| LET y
| LET z

LIBRARY "IDLIB.TRC"
EE#L PersWindow (-pi,pi,-pi,pi,-1.5,
X = -

nan
1
wn

£

PRINT "Eye: ";x}y;z

CALL SetCamera3(x,y,z,mork$)
CALL Zplot(B,30,mork$)

GET KEY xxx

CLEAR

True BASIC lets you build your
own libraries. They can be
separately compiled, in BASIC,
C or assembly. Debug with break-
points and immediate mode.
Visually trace program execution.
Create macros and script files

to complement True BASIC's
fantastic mouse-based editor.

But if you're just learning, True
BASIC will coach you with on-
line HELP and friendly error
messages. If you need more, we
have textbooks and videotapes.

Find out why thousands of engi-
neers, developers, and students
use True BASIC to make a little
magic. Visit your Atari ST dealer,
or call us today at 1-800-TRBASIC.

Now Shipping!

Language System $ 79.95*
Runtime 79.95%
Both 149.95
Libraries 49.95 each

* Special introductory price

Amiga is a registered trademark of Commodore-Amiga —
Macintosh is licensed to Apple Computer — Atari is a

registered trademark of Atari Corp. — True BASIC is a
trademark of True BASIC, Inc.

LANGUAGE

» multi-line, user-defined functions
* local, global variables

« SELECT CASE, DO/LOOP

* recursion, modules

* GKS graphics, 2D transforms

« access to GEM, AES features

COMPILER

= compiles to fast, compact b-code
 parameter type-checking

« optional LET statement

» optional declared variable names

« Runtime package creates stand-alone file

LIMITS

» strings, program lines to 1 megabyte each
« floating-point 5e-309 to 1.8e+308

* 14-digit floating-point accuracy

* unlimited program size, data space

« variable names up to 31 characters

EDITOR

« full-screen, mouse-based editor

= global search, replace

« block copy, move, delete

= menu, function key, command line interfaces
» keyboard macros, script files

DEBUGGING

* set breakpoints and continue

« immediate mode execution

= visual trace, single-step execution
« cross-reference utility

IC.

39 South Main Street
Hanover, NH 03755
(603) 643-3882
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Floyd the Droid




on the Run

A SPECIAL INCLUSION

Our 8-bit gladiator makes his

LOW RESOLUTION

move to the ST, with plenty of action.

by Paul Lay

We're proud to present this, the first-prize effort in our
ST Programming Contest. Readers of ANALOG Comput-
ing have met Floyd before, in issue 53, where he bravely
battled mutants on the Atari 8-bit computers. Next month,
we'll bring ST-Log readers the high-resolution image of
Floyd. . .on the Run.

Readers will find the Listings for Floyd the Droid on the
Run on the magazine’s disk version, since the program was
far too long to print in these pages. Our Atari Users’ Group
on Delphi will also carry the complete program.

You control the latest in robot technology, a cute little
droid called Floyd. You're surrounded by hordes of evil be-
ings which are out for Floyd’s blood (sorry, 0il). They shoot
past you from side to side in all directions, and, if you col-
lide with them, they explode, zapping your strength down.

Luckily, you're a highly maneuverable droid. Armed with
the latest in photon weaponry, you can simultaneously fire
four photons in any direction. Also flying around are Atari
logos which, if collected, will increase your strength. In
all, one hell of a blast!

Floyd the Droid on the Run represents my first project
of any real significance on the ST. It has taken almost two
months to complete, from start to finish, and it’s been great
fun exploring a whole new machine.

Thanks must be expressed to all those programmers
whose programs and utilities were used in the creation of
Floyd. Very special thanks go to Harvey A. Kong Tin, who
did most of the graphics design work (incredible, really, as
he only borrowed an ST for a couple of weekends).

The source code was written with Metacomco’s Macro
Assembler. All screens are held in straight DEGAS format,
which made their editing simple.

Note that there’s a significant difference between the low-

and high-resolution programs, particularly the graphics data
and the high-score screen material.

Using the program.

Floyd can be loaded by clicking on the DROIDLO.PRG
icon. On loading, an ANALOG logo screen will fade in, fol-
lowed by the title screen. The program will then be loaded
and executed within a few seconds.

The keyboard controls are used for various levels and
functions of the game. Keys F1 through F6 will begin the
game, at levels 1, 10, 20, 30, 40 or 50. Hitting C lets you
continue from the previous level. Press D if you want to
see a crazy demo. The V key toggles volume on or off, while
P dumps the screen to your printer. To abort a game, press
ESCAPE, and use the SPACE BAR to pause or resume the
game.

A joystick in the second port is used to control the droid.
Moving the joystick in any direction moves Floyd in that
direction. Pressing the trigger fires a photon in the direc-
tion of the joystick. Four photons can be fired at once.

If your score is high enough, you’ll be able to enter your
name in the high-score table. All alphanumeric characters
are available, plus the SPACE and BACKSPACE. To terminate
the entry of a name, press RETURN.

Game play.

You begin each game with a strength level of 75 percent,
which is reduced by 4 percent every time you collide with
a creature and increased by 6 percent every time you col-
lect an Atari logo.

Your strength level cannot exceed 100 percent, and the
game ends when it falls below 0 percent. For every crea-
ture that you kill, you score 10 points—but you don't score
anything for killing Atari logos. You advance onto the next
wave once all the creatures in the current wave have been
killed. Once you reach wave 40, all the creatures start mov-
ing at double speed.
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A line at the bottom of the display during the game shows
the current status of your strength, the wave which you're
on and your score (or demo indicator).

Notes.

It would take far too long to explain in detail what fea-
tures of the ST the program uses. Basically, everything is
used, apart from the GEM graphics library routines for
which there was no real need in this type of program. I will,
however, try to outline some important aspects of the
program.

Floyd runs entirely in the supervisor mode of the M68000,
which allows the interrupt vectors and the hardware ad-
dresses at the top and bottom of memory to be accessed
directly. The GEMDOS, BIOS and XBIOS routines were very
useful, providing easy access in machine language to quite
complex operations (such as file handling; and so on). I
didn’t use any of the Line-A graphics operations; I found
it better to code the drawing routines and so on exactly, as
I needed them.

A lot of work had to be done in writing a keyboard inter-
rupt routine to allow the use of the joystick. As far as I can
make out, there isn’'t any support for a joystick in the oper-
ating system (in other words, you have to write your own
interrupt routine). Note that I used a really simple vertical
blank interrupt (used only for synchronization to the dis-
play), so, once the program’s running, there’s no checking
for a new monitor. Also, the disk drive “busy” light remains
on.

One interesting point concerning the hardware: a cou-
ple of the chips are accessed via only two addresses. One
is used for control, the other for data. Thus, a register within
the chip is accessed by writing the required control code
followed by writing (or reading) the data. This is quite
different from the 8-bit machines, where all the register ad-
dresses are hardwired into memory.

All the creatures, in both resolutions, are drawn on a
32-by-32 grid, using two colors in high resolution and six-
teen in low. [ used my own text routines, because I wanted
them to be as fast as possible during the game. The high-
resolution font is based on a 16-by-16 grid, and the low-
resolution font is based on an 8-by-8 grid, using the 8-bit
character set. The star-scrolling in the background uses a
simple algorithm, made possible by the fact that the screen
is redrawn every vertical blank period. Also, as collision
checking is done by comparing positions, it isn’t necessary
to worry about overwriting things on the screen.

The pause display feature, although quite simple, does
show that fine scrolling is possible on the ST. Basically, by
using auto-increment and longword addressing, memory
can be moved at a very fast rate. The screen dump was easy
to implement, because the routine is provided as an XBIOS
routine. Note, however, if no printer is connected, the
timeout period is drastically decreased. This was done by
increasing the rate of the 200Hz system clock.

The demonstration uses completely random movements,
with constant firing. The result is impressive and, surpris-
ingly, gets through quite a few levels. The sound is white
noise for the missiles, normal control for the creatures’
movements and an envelope for their explosions. I found
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F'Oyd on the Run continued

the sound chip difficult to use, probably because I haven't
got any good documentation on it.

I could go on and on, but I think I've covered all the ma-
jor points. It's been great getting to know a new machine,
like starting with an 8-bit all over again. At first, program-
ming the ST in machine language looked like it was going
to be a nightmare, with hundreds of different routines avail-
able, hundreds of different interrupts, the complicated GEM
operating system, and so on.

My first task, then, was to get into the ST and turn every-
thing offso that I had a simple machine to work with, and
full control. Then I was able to start using various inter-
rupts and operating system routines as I needed them. I
strongly advise this route to anyone wanting to program the
ST in machine code. The M68000 processor really sets the
ST apart, not just because of its incredible speed, but also
because of its fantastic architecture (addressing modes and
instruction set).

The only reference I've used in writing this program is
The Anatomy of the Atari ST by First Publishing. It con-
tains almost everything you'’ll need to know about the ST,
other than the GEM graphics library routines. The only
drawbacks are that the English is pretty bad (it was writ-
ten by Germans), and the explanations aren’t always clear.
I used the Metacomco Macro Assembler to write the pro-
gram, but can’t really recommend it for anyone who wants
to do serious machine language programming on the ST.
I bought it because it was available at the time, and I'll be
upgrading to a different assembler for my next project. Har-
vey used DEGAS for all the graphics designs. I'll let them
speak for themselves.

In summary, I'm really pleased with Floyd the Droid on
the Run. I did not convert the program over from the 8-bit
version (in fact, it wouldn't have been possible, because of
special features of the 8-bits), but rewrote the entire pro-
gram, based around the same algorithm and design prin-
ciples. I've been pretty dedicated to the 8-bits over the years,
but the ST has, for me, aroused new excitement and a new
challenge! #

Paul Lay studied Computing Science at Imperial College
in London. He'’s owned his Atari 800 for about four years,
and has had several programs published in various Eng-
lish magazines (Personal Computer World, Page 6 Maga-
zine and Atari User). He has also written an arcade game,
Sprong, released by Bignose Software in the U.K.
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Alert boxes:
what, why and how.

by Ian Chadwick

First, the good news: MichTron has released its second
edition of the GFA BASIC manual, and it’s about 1000 per-
cent better than the original. Ninety-nine percent of the ty-
pos, example errors and misinformation have been cleared
up, thanks, I'm told, to the efforts of David Plotkin. Hats
off to his efforts—he’s helped bring the manual up to an
acceptable level.

Now for the bad news: it's no longer in a binder. Instead,
it'’s perfect bound, which makes it difficult to use without
a bookstand.

While Plotkin’s Herculean efforts helped produce a con-
siderably better piece of documentation, it isn’t perfect yet.
The manual retains its awkward, gangly structure of split-
ting commands into several appendixes, when they should
have been combined into one complete guide. The index
still lacks references to characters such as *, ? and +. An
unfortunate typo in the description of the alert box com-
mand creates more wrong information about its use.

Which brings me to the subject of this column—alert box-
es and how to use them properly, no matter what the man-
ual says!

What is an alert box? Well, it’s a small boxed area that,
under certain conditions, is displayed by GEM to give pro-
gram users information, warn them of something, or request
that they make a choice before continuing. The choices are
represented by two or three buttons that can be clicked on
or, if outlined with a thicker border, can be selected by
pressing RETURN.

To make it more interesting, you can specify which of
several icons you want to accompany the alert box, thus
providing a visual clue to the alert’s purpose and helping
to separate one from another if you're using several in a pro-
gram. Finally, you can display up to four lines, each with
thirty characters, in an alert box—so you have the oppor-
tunity to provide a reasonable amount of information.

The manual’s typo lies in the character used to define the
separations between lines. It appears in the first version of
the manual as a backslash (\) and in the second as a bullet
(®) or small sphere. It isn't either: it’s supposed to be a ver-
tical bar (I).

The syntax for an alert box is:

ALERT A,MESSAGES,B,BUTTONS.C
A is the variable that defines what, if any, icon will accom-
pany the message. The choices are:

S50 0 1 5 0 5055, 5 5 a6 9 s no icon
NS 00055 0 s 25 e e g s exclamation mark (!)
NS i 51815 ey 0 B R question mark (?)
BBl 5o o o e B G R S stop sign

MESSAGES$ defines the text that appears in the box (up to
four lines of thirty characters each). Anything longer than
thirty characters in a single line is truncated, and any more
than four lines is omitted. The lines are not justified or
centered —if you want them to look a bit classier, you may
have to tinker a bit, adding or deleting spaces as necessary.
Each line must be separated by the vertical bar, so the pro-
gram knows where to break them, and the entire string must
be enclosed in quotes. Here’s an example:

" You are about to exit|

the program.|Save o

r abandon changes?"

Note the spaces—they’re necessary if the message is to
line up properly on the screen.

B is the button variable. It defines which of the three pos-
sible buttons to highlight with a thicker black border. This
is the one you can select by pressing RETURN. Obviously,
if you give B the value of 3 and there are only two buttons
in the box, you won't get an outlined button! For A, num-
bers higher or lower than 0-3 simply “cycle through” the
same icons again—e.g., 4 is the same as 0, 5 the same as
1, and so on. For B, values outside the range result in no
button being outlined. BUTTONS is the text for the buttons
themselves: up to three buttons with eight characters each.
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GFA Basics continued

Button text works the same way as the message text—each
button’s text must be separated by a vertical bar, and the
entire string must be enclosed in quotes. Excess characters
(more than eight) or buttons (more than three) are omitted.
For example:

"5ave|abandon|Cancel™

Button text is always centered within the button, so you
don’t need to pad it for justification. The buttons themselves
are centered within the box.

The final variable, C, will contain the number of the but-
ton selected. You can use this variable to determine where
to branch to in the next operation. C is a variable you use,
rather than provide a value for—as in IF C=3, and so on.
Even if you don’t use it, you need to include a dummy vari-
able in the command, or you'll get a syntax error.

So the entire command would look like this:

ALERT 3," You are about to exit]|

. the program.|S5ave or abando
?"cganges?",i,"SauelnbandonICance
. e’

Fairly simple, right? It's the easiest of GFA's GEM com-
mands. The only place you're likely to run into problems
is in aligning the text. Message text always begins at the
first character to the right of the first quotation mark or of
the subsequent vertical bars.

The longest line of text determines the basic alert box
width. The alert box borders are adjusted to suit the mes-
sage text, but if your lines are too short, the buttons may
not be displayed properly. Three eight-character buttons re-
quire one of the message lines to be at least twenty-eight
characters long, if they are to fit properly in a box (with
no icon). So pad the line with blank spaces if necessary,
to accommodate the buttons, or use an icon. With an icon,
twenty-two characters are required to fit three buttons com-
fortably. Here’s the number of characters you need in at least
one line of a box, with or without icons, depending on the
number of buttons:

BUTTONS . : cus swums smms sms i
16701 2 Wb ook o gt A oy g 0 11 22
ING. ICGOTL & o 2 s o 8 o o5 8 i s 16 % 6 17 28

Of course, fewer characters in a button mean that less
horizontal space is required. Three one-character buttons
need only seven characters in any line in order to fit, if no
icon is present.

Another consideration is resolution: thirty characters
make up less than half a medium-resolution screen width,
but the same box will almost completely cover the low-
resolution screen. (Remember that, due to the oddities of
the program in low resolution, you’ll have to use the func-
tion keys for commands to the right of the screen center,
since the mouse pointer won't reach there!)

A final note: MichTron has released GFA Vector, a pro-
gram to add 3D wireframe graphics to GFA BASIC pro-
grams. I'll report on this later, after I've had a chance to use
it and ask MichTron why I keep getting error messages in
the examples (all in German) and why the sample comments
are all in German, too. #

ALRNTS

DESPERATE BATTLE
FOR EARTH

STRATEGY
FN

ACTION
SPACE .
BATTLES m
FIRST L\ & \
PERSON
ANIMATED GRAPHICS

Join the Allied Rebel Fleet.
Fight the dreaded Aliant army,

WANTED

PROGRAM PARAMETERS

the force that holds the Earth | KUMBER OF pLAvERS o s
in chains. Their power crystals AVERAGE COMPLETION 90 MIN.

are on the way. Once they ar- | ACESROUP ...

rive, Humanity is doomed. iﬁ.‘&’i?eocmmcs
Top-notch bulllet pilots are ueall 4

.. 10 TO ADULT
STRATEGY ACTION
Y

YES
JOYSTICK

EQUIPMENT

needed to stop them. Lead

the mission to free the Earth.

Only the bravest need apply. SYSTEMS nuL
AVAILABLE ok

DO YOU HAVE WHAT IT TAKES? AR ‘,,,,,
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TDC DISTRIBUTORS INC.
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ORLANDO, FLORIDA 32811
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L STARSOFT DEVELOPMENT LABORATORIES

WHAT IS
ST-CHECK?

Most ST BASIC program listings in this magazine
are followed by a table of numbers appearing as data
statements, called “ST CHECKSUM DATA.” These
numbers are to be used in conjunction with ST-Check
(which appeared in ST-Log issue 11, February 1987).

ST-Check, written by Clayton Walnum, is designed
to find and correct typing errors when readers are en-
tering programs from the magazine. For those read-
ers who would like copies of the article, you may send
for back issue 11 of ST-Log, for $4.00.

ST-LOG
P.O. Box 625, Holmes, PA 19045




Looking into windows.

by Clayton Walnum

So far, we've talked about dialog boxes (including alert
boxes and file selector boxes) and menu bars. That leaves
us with one important area of GEM we've yet to touch upon:
windows. This is a complex subject, one that we'll need to
take several columns to cover. The subject of windows can
get as complex as you'd like. There’s almost no end to the
ways we can use them.

What are windows really?

We've all used them, but how many of us have sat down
and thought about what a window really is? From the user’s
point of view, a window truly lives up to its name, allow-
ing us to move a transparent opening over information that
may be too lengthy to fit on our screen, giving us a glimpse
at data stored somewhere beyond the borders of our desktop.

But this “windowness” is just an illusion, the result of
some programmer’s tedious and careful work. A window
is not a magical creation; it’s just a box.

Imagine, if you will, a child’s slate on which you’ve writ-
ten (What color chalk? Does it really matter?) as many film
titles as will fit. Now some guy comes up to you and says,
“The movie I'm looking for isn’'t on that list. Let me see some
more.” So you take out your eraser, restore the slate to its
clean condition, and chalk (all right, all right; the chalk is

PROGRAMMING

blue) some more titles onto its surface. The man shakes his
head, mumbles something like “Maybe it wasn’t a movie
after all,” and tells you to put the slate down on a table with
several others. He then points to a different slate and asks
you to pick it up. On this one are written (in yellow chalk,
okay?) book titles. The man smiles (Gee, look! There’s a
piece of spinach in his teeth!) and points to the title Foun-
dation and Earth by Isaac Asimov. You erase the slate, set
it back on the table, then go to the library and retrieve the
book. The end.

Who's the bossy guy in the story? The user, of course. And
“you” are the programmer, manipulating the “windows” in
the manner the user requests.

Okay, maybe windows are a little fancier than a chalk
slate. They do have some extra parts (if we want to use
them), such as sliders, movers, fullers, closers, etc., and
GEM does provide a small amount of help with handling
windows. But, for the most part, a window is just what I
said before: a box—a box that you, the programmer, have
to maintain in accordance with messages received from
your program’s user.

What makes up a window? Figure 1 shows you all the
components contained in a complete window. You can use
any or all of these parts, depending on your application’s
needs.

Figure 1.—Window components.

Closer button Title bar Information bar
¥ t___.———————"——:_.—‘n \ EE WA Fuller button
| 297712 bytes used in 13 items.
® DEMOS 85-29-85 066:83 pm | 4——Up arrow
¥ INFO 83-29-89 06:83 pn
COMPILER PRG 141335 06-18-86 89:39 am
EDITOR PRG 29457 085-13-86 02:21 pm v ces et
ERRORS TZT 3123 85-29-85 06:92 pm
GEMCONST PAS 3327 85-29-83 066:04 pn
BEMSUBS PAS 7184 01-14-86 02:16 pm
GEMTYPE PAS 1207 85-29-85 06:81 pm l
IE;I\EEE? ggg 54084 85-29-835 05:88 pn — Down arrow
l | 3| B4——Sizer button
Left arrow Horizontal slider Work area Right arrow
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VIP i’rofessionalTM GEM1.2 -

T A

VIP Professional”
GEM 1.2, the
new generation
spreadsheet

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

A total Solution
LOTUS COMMANDS

VIP Professional™ uses commands
identical to Lotus 1-2-3 allowing

VIP Professional™ is a trademark of DITEK INT’L; Atari
and ST are trademarks of Atari Corp.; GEM is a trademark
of Digital Research Inc.; Lotus and 1-2-3 are trademarks of
Lotus Development Corp.

users familiar with Lotus to easily
switch to the Atari ST.

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

Atari"ST"
Special Features

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

Chrome™ Totally supports hard drive. i

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

same time.
Enhanced Text Version 1-2 now available.

Make the

Professional available for:

APPLE llgs
APPLE’Ile/c
ATARI ST™

AMIGA™
XENIX®/UNIX®

FLEXIBILITY

VIP Professional™ gives the user, no
matter the computer, a uniform,
powerful program that conforms to
the Lotus standard and which can
exchange data with any other
program using the 1-2-3 file format.
VIP Professional™ is available for
the Atari ST, Apple Ile, Ilc, IIGs and
Commodore Amiga.

Awvailable at your local Atari dealer.

b
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C-manship continued

The window demo.

Listing 1 is this month’s sample program. Type it in and
compile it. The listing was developed with Megamax C, so
if you have a different compiler, you may have to make some
slight changes to the code.

When the program is run, a simple window will come
up on the screen. This window won't contain all of the parts
shown in Figure 1; it will have only a title bar, an informa-
tion bar, a mover bar (actually the same as the title bar),
a fuller button and a closer button—the parts we're going
to cover in this month’s column. We'll save the others for
future C-manships.

Clicking on the fuller button will cause the window to
fill the entire desktop workspace. Clicking it a second time
will return the window to its previous size. If you place the
mouse pointer on the mover bar, then press and hold the
left button, you can drag the window to any location you
like on-screen—even off the screen, if you want. However,
if you do move part of the window off the screen, when
you move it back again, you'll notice that the window’s
workspace isn’t redrawn. This is one of those details we’ll
be covering in another column.

When you’re through experimenting, click on the closer
button. The window will be closed and you’ll be returned
to the desktop.

Drawing a window.

Now let’s take a look at Listing 1 in detail and see how
all this window stuff works. The function do__wndw() is
where most of the fun takes place, so we'll start there.

The first thing we have to do is decide what our window’s
maximum allowable size will be. We can limit the size to
anything we want, but, in most cases, a window’s maxi-
mum size is equal to the desktop workspace. The desktop
is actually a window itself, the workspace of which is all
the area of the screen, excluding the menu bar. The size
of this workspace, measured in pixels, varies with the reso-
lution, so we need a way to find out what the actual coor-
dinates are. Luckily, GEM provides us with a function that’ll
supply the information we need. The call below will return
requested information about a window:

wind_get(w_h, flag, &x, &y, &w, &h) ;
Here, w__h is the window’s handle (in the case of the desk-
top, the handle is always 0), the integer flag is a flag telling
the function what information we want, and &x, &y, &w and
&h are the addresses where the returned information will
be stored. What information is actually placed in these lo-
cations depends on the value of flag. To get the work area’s
rectangle, we need to make flag equal to WF_WORKXYWH,
which is defined in the Megamax header file, GEMDEFS.H.

The function wind__get() can provide us with a lot of in-
formation about our window, including the size of the work
area, the size of the entire window, the window’s maximum
allowable size, the previous window’s size, the position or
size of either the vertical or horizontal sliders, and the coor-
dinates of the first or next rectangle in the rectangle list
(something we'll cover in another column). All the flags you
need to request any of this information are already set up
for you in the GEMDEFS.H header file that came with your
compiler.

Now, where were we? Oh, yes! To get the size of the desk-
top’s work area (which we’ll use as our window’s maximum
allowable size), our call to wind__get() should look like this:

wind_get(0, WF_HORKKYMWH, &fullx, &fully,
&fullw,&fullh);

Remember: window handle 0 is always the desktop.

Now we know the maximum allowable size for our win-
dow, and we've stored that information in fullx (X-coordinate
of the window’s upper left corner), fully (Y-coordinate of the
window’s upper left corner), fullw (the window’s width) and
fullh (the window’s height). Next, we need to generate the
window, as well as get its handle. (A window’s handle is
its name; that way we can differentiate it from other win-
dows that may also be in use.) We do this with the call:

w_handle=wind_create (PARTS, fullx,
fully, fullw, fullhl);

Here, the integer w__handle will receive the window’s han-
dle (a negative value indicates that the window couldn’t be
opened), PARTS is a flag representing the components we
want included in the window, and fullx, fully, fullw and fullh
are the window’s maximum allowable size. A call to wind__-
create() does not actually draw the window; it only sets up
the window in memory.

In our sample listing, PARTS is defined as:

NAME | CLOSER | FULLER | MOVER | INFO

The definitions for these labels (and all the others needed
for a complete window) are defined in the Megamax head-
er file GEMDEFS.H as follows:

Label Value
INAMEE 5 0 0000 ki 8 B sms, A0 S 5 s s 0x0001
(STHD o] =1 - A —————— NI 0x0002
BULLER: ¢ 5 5 e i o6 6 6 65508 9 500 505,55 5 555 4 5 tosasmniin 0x0004
DMOVER ... o v ammmaniisisesssaqssssoasssisaesssmne 0x0008
P o122t o rchi i 65 g o S o o B 0x0010
ISIZERw o1 5008 o % 21 2, b s s ST at o Bn ) s T SR S ST 0x0020
WPARBOW «.5 5 4 555 wimises bt i 55 506558 0 65 508 018 4 6 maidas 0x0040
DNABROW . . . i simonsbesonss iapsisssososnssspiss 0x0080
WOIRIIEE 1 0.0 enmempmons. o2 5000 5 B 35 #0 Hie 5 et semspmememnmmemonsd 0x0100
LERRROW 5 -« o5 55 5i0i0isi i i 58 8 55 50 8 8 nr ot adinssn o 0x0200
RIABROW : . .. oisuwwmsmeiscicsssissdaqiesssssrsas 0x0400
BSEIRED s & 4 85 8.4 4 4 g s mtermyorelo ivine s ot b sk 0x0800

As you can see, each of the above values sets a particu-
lar bit in the flag. To select the parts you wish included in
your window, you OR the appropriate values together.
Though you may include as many or few of the parts as you
need for your application, you should never include in a
window parts you don’'t plan on handling in your code. It
tempts the user to play around with things he shouldn't,
even though, in most cases, it won't do any harm; only your
program can actually change a window.

Since we've included the title and information bars in our
window, we need to tell GEM where the associated strings
can be found. If we neglect to do this, we'll get unpredictable
results; we may even end up staring at a row of bombs
across our screen (nasty old things). The call below fits the
bill nicely:

wind_set{w_handle, HWF_NAME, title,8,8);
Here, w__handle is the window’s handle, WF__NAME (de-
fined in the Megamax header file GEMDEFS.H) is a value
indicating the field we wish to change, title is the address
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C-manship continued

of the string we want displayed, and the two Os are dummy
arguments.

Just like wind__get(), wind__set() has many possible values
for its flag (represented by WF_NAME in the above call),
each of which lets you change one of your window’s attrib-
utes, including the title or information text, the window’s
position, the window’s components, the sliders’ size or po-
sition, and whether or not the window is the topmost (ac-
tive) window. All the flags for this function are defined in
your GEMDEFS.H file.

The above call takes care of the title bar. We must make
another call to wind__set() for the information line. The call
is exactly as above except you would replace WF_NAME
with WF__INFO and title with info.

Now we're ready to actually bring the window up on the
screen. First, we make a call to draw the animated, expand-
ing box:

graf_growbox(startx,starty,startw,
starth,endx,endy,endw, endh) ;
Here, the integers startx, starty, startw and starth are the X-
and Y-coordinates of the upper left-hand corner and the
width and height, respectively, of the box’s starting rectan-
gle. The integers endx, endy, endw and endh are the equiva-
lent values for the box’s ending rectangle.

The call below opens and draws a window:

wind_opentw_h,X,y,w,h);
Here, w__h is the window’s handle, and the integers x, v,
w and h are the X-and Y-coordinates of the upper left cor-
ner and the width and height of the window, respectively.
You can open the window to any size less than or equal to
the maximum you set with the wind__create() call.

Next, we call our own function, draw__backgrd(), to fill
in the new window’s work area. The call to wind__open()
actually draws only the window’s borders and whatever
parts we requested when we created the window. The work
area is the programmer’s responsibility. It's there for us to
do with it what we like.

Let’s follow the flow of the program now by taking a look
at the function draw__backgrd(). First, we turn off the mouse
so the pointer doesn’t interfere with any of our drawing.
Then we call wind__get(), as we did before, to get the coor-
dinates and size of the work area of the window we just
opened. Now that we know this information, we simply
draw a filled rectangle at the coordinates returned. A piece
of cake!

Handling a window.

Okay, our window’s on the screen. Now what do we do
with it? We get information about what the user is doing
with our window the same way we did with menu bars—
through messages.

Since we're only interested in one type of message in the
sample program, we're not going to bother with that bulky
evnt__multi() call. There’s an easier way:

evnt_mesagtmsg_buf) ;
This call allows us to wait for messages without all of evnt
__multi's extra and burdensome baggage. Here, msg__buf
is the address of a 16-byte buffer where the message will
be stored. Every time the user does something with our win-
dow, evnt__mesag() will notify us.
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The messages we'll receive are limited to those generat-
ed by the parts we included in our window when we creat-
ed it. More specifically, in Listing 1, the only actions we're
looking for are: the window was moved, the fuller button
was clicked or the close button was clicked.

When one of these actions occurs, a message is written
to our message buffer. The first word, msg__buf[0], will con-
tain the message type received. We'll use this value in a
switch statement to choose the appropriate action.

Window moved.

If the window is moved, we'll receive a WM__MOVED
(defined in the Megamax GEMDEFS.H file) message, tell-
ing us we have to reposition the window. The handle of the
window moved will be found in msg__buf[3]. The coordi-
nates and size will be found in msg__buf[4] through msg__
buf[7] (X, Y, W and H, respectively). We move the window
with the call:

wind_set(msg_bufI3I1, HF_CURRKYHH,
msg_bufl4],msg_bufL51,msg_bufli6l,
Mmsg_bufl?71);
The label WF__CURRXYWH is defined in the Megamax
GEMDEFS.H file and tells wind__set() that we want to
change the current window’s coordinates, automatically
moving the window to the new position.

What if the user moved the window and we ignored the
message by not calling wind__set()? The user would be able
to move the window’s outline around the screen all he want-
ed, but as soon as he released the button, the outline would
vanish, leaving the window in its original location.

Full-size or previous size?

Another message we might receive in our sample program
is WM__FULLED message. We get this message when the
user clicks on the fuller button, at which time we must ei-
ther expand the window to its maximum size or, if it's al-
ready at its maximum, return it to its previous size. It’s up
to the programmer to figure out which size is the right one.
The first thing we do is call our own function, full__wind(),
to set full__flag to its proper state.

All full_wind() does is get the coordinates of the current
and full-size windows and compare them. If any of the cur-
rent coordinates don’'t match the full-size coordinates, we
know that the window is not at its maximum, and we re-
turn a value of TRUE. If all the coordinates match, we're
already at maximum and need to set the window back to
its previous size. We signal this by setting our flag to FALSE.

If we need to reduce the window to its old size, we first
need to know the original coordinates. A call to wind__get(),
where the second argument is WF__PREVXYWH takes care
of that. Once we have the old coordinates, we call:

graf_shrinkbox(startx,starty,startw,
starth,endx,endy,endw, endh) ;

to animate the shrinking box (the parameters are the same
as for graf__growbox()), then reposition the window with
wind__set().

The process of setting the window to its full size is simi-
lar, except we draw an expanding box instead of a shrink-
ing one and use the full-size coordinates for the call to
wind__set(). Also, when expanding the window to its max-
imum, we have to perform a window redraw (in this case,



it’s just a matter of drawing that rectangle in the work area)
for reasons we'll learn about in a future installment.

Closed for business.

Now, all we have to do is provide a way for the user to
get out of our program. The window’s close button is per-
fect for this. When the user clicks it, we'll receive a WM
__CLOSED message, which will cause us to exit our do...
while loop.

When we exit the loop, we find the coordinates of the
“current window with a call to wind__get(), then we use
those coordinates in a call to graf__shrinkbox(). To get rid
of the window, we must first close it with the call:

wind_close(w_handle);
Here, the integer w__handle is the window’s handle. Then
we must remove the window from memory with the call:

wind_delete(w_handlel;

More to come.

In future months, we'll learn what to do with redraw mes-
sages, how to handle sliders and arrows, and how to deal
with multiple (gasp!) windows. Betcha can’t wait, huh? #

Listing 1.
C listing.

open—vwork ()

int i;

for € i=9;
work_in[i8]

i{10;
= 23

/% Get graphics handle,
/7% a virtual workstation.

/ R R R R OO OO OO0/

/% C-manship, Listing 1 */
/® 5T-Log H16 */
/7 DPeveloped with Megamax C */
T /
#include {osbind.h>
#include {gemdefs.h>
#include {obdefs.h>
Hdefine TRUE 1
#Hdefine FALSE ©
#define PARTS NAME|CLOSER|FULLER|MOVER|INFO
/¥ The usual required GEM global arrays %/
int work—_inlCi1i1]l,
work—_outl571,
pxyarrayl[iel,
contrlri21,
intinCi1281,
ptsin[1281,
intoutl[12z8],
ptsoutl[i28];
/¥ Global variables %/
int handle, dum, fullx, fully, fullw, fullh,
curx, cury, curw, curh, oldx, oldy, oldw, oldh;
int msg_bufl8]1;
char *¥title = '"C-manship - Issue 16';
char ®*info = “Learning about windows';
main (3
appl_init (); /% Initialize application. */
open_vwork (€J; /% Set up workstation. */
do_wndw(); /7% Go do the window stuff. */
v_clsvwk (handle); /% Close virtual workstation. */
appl_exit (); /% Back to the desktop. w*/

initialize the GEM arrays and open %/
*/

handle = graf_handle € &dum, &dum, &dum, &dum);
work_inCi++]

=113;
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C-manship continued

v_opnvwk ( work_in, &handle, work_out J;

do_wndw @)
{
int w_handle, full_flag;

/% Find the size of the desktop's (handle 8) work area. ¥/
wind_get ( 8, MWF_MWORKKYWH, &fullx, &fully, &fullw, &fullh J;

/% Create window in memory. %/
w_handle = wind_create ¢ PARTS, fullx, fully, fullw, fullh J;

/¥ Set the window's title and info text. */
wind_set ( w_handle, WF_NAME, title, 6, 8 J;
wind_set ( w_handle, WF_INFO, info, 8, 8 1};

/¥ Draw the window on the screen. 3/

graf_growbox ¢ 16, 16, 16, 16, 56, 50, 250, 260 J;
wind_open ( w_handle, 5@, 56, 256, 150 );
draw_backgrd € w_handle 3J;

/¥ Change mouse to arrow. /
graf_mouse ( ARROW, 8L J);

/% Receive event messages until the window closer is clicked. ¥/
do {

evnt_mesag ( msg_buf J;

switch ( msg_buflBl ) { /% msg_buflBl is message type. ¥/

/¥ If window is moved, set window at new location found */
/¥ in msg_bufl[4] through msg_bufl?]l. The handle of the */
/% window moved is in msg_bufl3]. */

case WM_MOVED:
wind_set ( msg_bufi3], WF_CURRXYWH, msg_bufl[41, msg_buflIb5]l,
msg_bufl6l, msg_bufl?] );

break;
/% If the fuller button has been clicked, set window to */
/% appropriate size based on full_flag. */

case WM_FLULLED:
full_flag = full_wind ¢ w_handle );
if € 'full_flag 3 {
wind_get ¢ w_handle, WF_PREUXYMWH
Zoldx, &o0ldy, &oldw, &oldh )
graf_shrinkbox € oldx, 0ldy, oldw, oldh,
fullx, fully, fullw, fullh J;
wind_set ¢ msg_bufl[31, WF_CLURRXYMWH,
0ldx, oldy, oldw, oldh J;

3}
else {
wind_get ( w_handle, WF_CLURRXYHWH
&curx, &cury, &curw, &curn 3;
graf_growbox ( curx, cury, curw, curh,
fullx, fully, fullw, fullh J);
wind_set € msg_bufl3I]1, HWF_CURRXYMWH,
fullx, fully, fullw, fullh J;
draw_backgrd € w_handle J);

}
break;
}

}
while ( msg_bufiel != WM_CLOSED J;

/¥ Get current size of window for use in graf_shrinkbox, ¥/
/¥ then close and delete the window. »*/

wind_get ¢ w_handle, WF_CURRXYWH, &curx, &cury, &curw, &curh 3;
graf_shrinkbox ¢ 18, 16, 16, 10, curx, cury, curw, curh J);
wind_close ( w_handle );

wind_delete € w_handle J);

/7% This function calculates if the window should be drawn to %/
/¥ its maximum size or reset to its previous size. */
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C-_manship continued

full_wind € w_h 2
int w_h;

int c_x, c_y, c_w, c_h,
f_x, f_y, f_w, f_h;

wind_get € w_h, WF_CURRXYHWH, &c_x, &c_y, &c_w, &_h );
wind_get € w_h, WF_FULLXYWH, &f_x, &f_y, &f_w, &f_h );
if Cc_x '= f_x || c_y '= f_y || c_w = f_w Ii c_h != f_h )
return € TRUE 3;
else
return € FALSE 3;

/7# This function draws a white background in a window's 3/
/¥ work area. w_h is the window's handle. ®*/

draw_backgrd (w_h)

int w_h;

{ .
int wrk_x, wrk_Yy, wrk_w, wrk_h;
int pxyL4]1;

/¥ Turn off mouse for all drawing operations. ¥/
graf_mouse { M_OFF, 8L 3;

/% Get the size of the window's work area. */
wind_get € w_h, WF_WORKXYHWH, &wrk_x, &wrk_y, &wrk_w, &wrk_h );

/% S5et the color and fill style., */
vsf_interior € handle, 1 );
vsf_color € handle, HWHITE 3;

WU LB RLR B R b e .,

/% Draw the rectangle in the window work area. */

PXxylB]l = wrk_Xx;
pPxylil = wrk_y:
PXYL2] = wrk_Xx + wrk_w - 1;
PXYI[31 = wrk_y + wrk_h - 1}

vr_recfl ( handle, pxy J;

/% Drawing over, so turn mouse back on. ¥/
graf_mouse ¢ M_ON, 0L );

4.00 each

LAY £ £33 £33
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disk only — $11.00 per issue. Prices include shipping and handling.
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and VIP Professional.

by David Plotkin

The Atari ST is a powerhouse of a com-
puter. Equipped with double-sided drives
or a hard drive and a megabyte of memo-
ry, it is a suitable candidate for use in a
business environment, as well as for ad-
vanced applications at home. One of the
primary pieces of software needed if you
want to use a computer for business is a
spreadsheet. Spreadsheets are handy for
many home tasks, too. The purpose of this
article is to take an in-depth look at the
five ST spreadsheets currently available.

What is a spreadsheet?

A spreadsheet is a grid of intersecting
vertical columns and horizontal rows of
“cells,” into which data, text or formulae
may be entered and the results calculat-
ed. Each cell is identified by the row and
column designation of its position (the
cell at the intersection of row A and col-
umn 1 would be called A1). The width of
each cell can be adjusted to fit the infor-
mation that will be entered into it. Rows
and columns can be inserted and deleted
for flexibility. The formulae in the cells
can refer to numbers or the values in oth-
er cells, and can use a wide variety of
built-in mathematical functions. Text in
cells can be used as labels, to provide in-
formation about the numeric values. A
spreadsheet looks very much like the pa-
per ledger long used by accountants. Its
advantage over such a tool: when any val-
ue in any cell is changed, the whole
spreadsheet can be quickly recalculated,

to show the new results. It is in this auto-
matic recalculation that the power of the
spreadsheet lies. The user can test a whole
series of different values of data, trying
out large numbers of possible scenarios,
or “what-ifs.”

Spreadsheets usually contain data cov-
ering a much larger area than can be
shown on-screen. Using a variety of tech-
niques, you scroll your data across the
screen, looking at various pieces of your
sheet. Your screen is a window onto the
spreadsheet.

Spreadsheets are among the most popu-
lar software, and are available for just
about every computer ever made. The first
commercial spreadsheet was VisiCalc, de-
veloped for the Apple II in 1979. The
largest selling spreadsheet is Lotus 1-2-3
for the IBM PCs and compatibles; it’s a
standard of sorts. Spreadsheets are used
for project planning, tax records, loans,
financial modeling, mathematical calcu-
lations, checkbook balancing and even,
occasionally, for word processing.

Basis of comparison.

The spreadsheets compared in this ar-
ticle are quite different from one another.
I've tried to identify factors which would
be important to a frequent user.

Interface. All of the programs includ-
ed here are GEM based, using the mouse,
windows and menus to a certain extent.
How well the advantages of GEM are in-
tegrated into the spreadsheets is impor-
tant, not only for ease of use, but because
a well-designed interface makes a pro-

gram much more powerful—as well as
more fun to use.

Functions. The heart of any spreadsheet
is how many mathematical functions it
can perform. More powerful programs
have advanced financial functions, such
as Net Present Worth and IRR, built right
in. Further, the “look-up” functions are
very important, since these allow you to
set up tables where values from a cell can
be matched up to values in a row or
column, then adjacent values from the ta-
ble can be selected. This is imperative for
programs like tax tables. The ease with
which “relative” and “absolute” cell refer-
ences can be specified is also important.
Relative and absolute cell references re-
fer to the cells which appear in a formu-
la. When you copy or move a formula
with an absolute reference to a different
place on the spreadsheet, that formula
will still refer to the same cell as it did
previously. If the formula has a relative
reference, then it will refer to a cell in the
same relative position. For example, if the
formula in cell B1 refers to cell A1, and
you move the formula to cell C6, then, if
it’s an absolute reference, it will still re-
fer to cell A1; but if it’s a relative refer-
ence, it will now refer to cell B6.

Copying. One of the most-used opera-
tions in a spreadsheet is the copying of
contents of one cell (or a range of cells)
to a destination. This is especially useful
when the source cells contain formulas,
because then you don’t have to enter the
formulas into each cell separately. The
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flexibility of the copy operation is impor-
tant because it's used so often.

Windows. Even simple spreadsheets let
you split the screen into two windows, so
you can see two different sections at the
same time, or look at the same section in
two different formats. Some programs go
beyond this, letting you have multiple
windows for viewing, and even allowing
you to load two spreadsheets at the same
time—presenting the possibility of mov-
ing sections from one spreadsheet to
another.

Size. The overall size of a spreadsheet
you can build may depend not only on the
limits built into the program, but also on
how large the program is and how effi-
cient it is with memory usage. Recently,
a memory allocation technique called the
“sparse matrix” has become popular. With
a sparse matrix, only cells actually used
take up space in memory. There are vari-
ations in how a sparse matrix is imple-
mented, with some schemes being more
efficient than others.

Speed. The speed with which a spread-
sheet recalculates after you've made a
change—as well as the speed with which
you can scroll data across the screen—
can have quite an impact on how much
work you get done. To be perfectly honest,
every product I looked at could use some
improvement in scroll speed, although a
few are pretty good. Some are so slow as
to seriously inhibit your efficiency. Bench-
marks which give some indication of the
speed of each spreadsheet are included in
the table at the end of this article. The
speeds at which each program can copy
1000 cells, recalculate the contents of
1000 cells, and scroll across 100 cells con-
taining data are shown. Use these num-
bers only as rough estimates.

Graphing. A built-in graphing function
can be exceptionally useful in viewing
data, as a pictorial representation can of-
ten tell you more than simple rows of
numbers. Several of the programs here
have extensive graphing capabilities, and
can use labels, titles, legends and multi-
ple data sets.

Database. You enter a lot of data in the
course of building a spreadsheet. The
ability to manipulate this data with typi-
cal database functions, such as sorting
and searching, gives you a lot more flex-
ibility and brings more utility to your
spreadsheet.

Macros. This is the ability to automate
your keystrokes. You can assign a whole
series of keystrokes and commands to a
single key. Then, pressing this key will ac-
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tivate the series of keystrokes, just as if
you'd typed them. Macros have the poten-
tial to improve your efficiency consider-
ably, saving time and allowing you to de-
sign simple, easy-to-remember command
sequences for use by those not familiar
with the spreadsheet.

Help. Even with the GEM interface,
spreadsheets can be pretty complex to
learn, especially if they aren't used fre-
quently. You can look things up in the
manual (if you can find it), but a good
help facility within the program—to tell
you a command’s format or just general
information—is far quicker.

Accessories. Extra accessories are often
included. A calculator (for intermediate
computations), a sideways printing pro-
gram (for those extra-wide spreadsheets),
and a notepad—all can be useful. The
notepad is an especially good idea. It lets
you attach notes to a cell, documenting
what assumptions were made and other
information about the cell. In the IBM PC
world, people pay $80 extra for a program
that lets you to attach notes to cells in Lo-
tus 1-2-3.

General. Spreadsheets need to be able
to distinguish between numbers and la-
bels entered into a cell. Under many cir-
cumstances, it will be obvious—the cell
will start with a number or letter, and this
will determine the treatment. But what if
you want to use a number for a label, or
you use a formula that starts with a cell
reference (a letter)? The various spread-
sheets accomplish this in different ways.
“Freezing titles” is a technique whereby
a column or row (or both) is frozen, so
that when you scroll the spreadsheet, they
remain on-screen. This helps you remem-
ber what numbers to enter in each row or
column. “Named ranges” allow you to as-

sign a name to a range of cells. You can
then refer to that range of cells by name
in formulas.

710 McKinley

Eugene, OR 97402

(503) 683-5361
sheet, with menus across the top. A work
area pops up at the bottom of the screen,
to provide a template for entering infor-
highlighted. Columns have letter designa-
tions (A, B, C...), and rows are num-
bered in “standard” format.

I| EZ-Calc
$69.95
mation on various commands. An edit

ROYAL SOFTWARE
EZ-Calc is a fully GEM-based spread-
line shows current contents of the cell

The apostrophe () is used to indicate
when a number’s to be treated as a label,
and the plus sign (+) indicates that cell
contents starting with a letter actually des-
ignate a formula (such as +A1-3/B2). Cell
entries can only be finished with RE-
TURN (arrows won't work to finish entry
and move a cell in the chosen direction).
Only the top row and/or leftmost column
can be frozen on-screen. The program
uses a dollar sign ($) in front of a row
number or column letter in a cell desig-
nation, to indicate an absolute reference.

The GEM interface is good. Almost all
commands are available from menu selec-
tions, and you can select a range for copy-
ing or moving via “click-and-drag,” al-
though this only works before the com-
mand is selected. The range you select in
this manner must be completely visible
on-screen; you can't select a range extend-
ing past the window border. If you do se-
lect a range and a command, the dialog
box which pops up at the bottom of the
screen will have the selected range al-
ready in it. Once the dialog box is on-
screen, however, you can only select a
range by typing in cell coordinates. Wi-
dening of cells is possible only from a
menu selection; you can'’t click-and-drag
to set cell width. When entering a formu-
la, you can click on a cell with the mouse,
and the cell reference will appear in the
formula, along with proper punctuation.
The most frequently used commands are
available from the function keys, and ap-
pear on-screen to remind you of their
functions.

The maximum EZ-Calc spreadsheet
size is 300 columns by 999 rows. It’s ac-
tually one of the smaller spreadsheets, but
consider this: I did my 1986 tax return,
both state and federal, on EZ-Calc, and
didn’t run out of room.

EZ-Calc features a wide range of mathe-
matical functions, including: trig, log,
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SUM, MAX, MIN, COUNT, LOOKUP,
AVG and five financial functions. It also
has logical functions like IF, AND, NOT
and OR. The IF function only tests and
outputs numbers or formulas; you can't
use it to put text or labels into a cell.

EZ-Calc’s copy function allows column-
to-column and row-to-row copies. A sin-
gle cell or a range can be copied or moved
by click-and-drag, but copying a cell or
range on top of itself erases the cell con-
tents. A single cell can also be copied to
a range using the menu “Replicate” com-
mand. Database commands set a range
and sort the range, on either the top row
or left column of the range. EZ-Calc does
not allow named ranges.

You can read in a spreadsheet from disk
and have it merged into the existing sheet,
beginning at the point where the cursor’s
located. Partial sheets can be saved, and
sheets can be saved in ASCII format for
use with word processors. EZ-Calc does
not support the DIF format for data inter-
change with other spreadsheets.

EZ-Calc isn't a speed demon, but is fast
enough not to get in your way. The win-
dow scrolls at an acceptable speed, and
the cursor doesn't keep trying to overshoot
the spreadsheet’s edge if you accidental-
ly hold down the arrow key too long and
get ahead of the scrolling.

You're allowed two windows to view
your spreadsheet. These are true GEM
windows, and can be moved, sized and
closed when you're done. Formatting isn’t
very powerful. You can set justification
(center, right or left alignment for num-
bers or labels) over any specified range,
but formatting for commas is global (the
whole spreadsheet) only. You can set pre-
cision (number of decimal places) global-
ly, then change it for selected ranges. The
spreadsheet can be set as dollar format,
then certain ranges can be protected from

this format. You can print out the whole
spreadsheet or just a selected range, set
the page length and width, turn off the
headings, and select from several print
styles (NLQ, bold for noted cells, com-
pressed, Pica and Elite).

Both a notepad and a calculator are
provided. The notepad is four lines, and
a separate note can be attached to each
cell. Any cell with a note attached can be
shown in bold on-screen and printed out
in bold, as well. The calculator is provid-
ed as a desk accessory, so you must boot
with it to have access to the function. It’s
a standard four-function calculator, with
a neat feature: you can click-and-drag the
result to any cell in the spreadsheet.

A very nice graphing package is avail-
able from a desk accessory. You have con-
trol over general labels (axis labels, graph
titles, etc.) and can edit any text in the
graph. To make a graph, you drag a cell
or a cell range to the graph window, and
the graph is constructed automatically. To
label the data, you can drag a cell con-
taining a label (or a range of label cells)
to the graph window.

Data and labels can be inserted and
deleted, and types of graphs include: line,
bar and pie. The line and bar graphs can
include up to four sets of data (bar graphs
and line graphs can be stacked), and you
can pull a slice from the pie graph.

The on-line help facility is available, but
you must choose the subject, and the help
isn't very specific—many topics aren’t co-
vered. Luckily, you don’t need much help
with this simple package. The documen-
tation is a small book which does cover
all essential information. However, parts
of the manual are on the disk (the graph-
ing program and file for converting Lo-
tus 1-2-3 files to EZ-Calc), and the includ-
ed tutorial really doesn’t illustrate many
of the program’s features.

To sum up, EZ-Calc is a good simple
spreadsheet. It has financial functions, a
good notepad and graphing functions,
and is very easy to use. It also supports
many of the same conventions as Lotus
1-2-3, so you'll have little trouble moving
to it if you're familiar with that package.

(312) 948-9208

II SwiftCalc ST
$79.95

TIMEWORKS
444 N. Lake Cook Rd.
Deerfield, IL 60015

SwiftCalc is another standard-looking
spreadsheet, with menus across the top
and a work area at the bottom. The work

area shows current cell contents and type
(label, value, formula, etc.) of each cell.
Columns and rows are designated in the
same way as EZ-Calc. The quotation mark
(”) is used to signify labels, and the plus
sign (+) indicates a formula. Cell entries
can be finished either with the RETURN
or the arrow keys. You can freeze any
number of rows and/or columns for bord-
ers. The program uses the case (upper or
lower) of the letter in the cell designation
to distinguish between relative and abso-
lute cell references. Columns can be wi-
dened automatically if your data over-
flows, or can be set using a menu. There
is no click-and-drag option for setting
column width.

The user interface is, in my opinion, not
as convenient as EZ-Calc’s. Some opera-
tions are available from the drop-down
menus, but most must be accessed by
pressing the slash (/), which brings up a
row of letters in the work area. To select
one of the commands, you either press the
letter key or use the arrow to move the
cursor through the letters and hit RE-
TURN when you reach the one you want.
As each letter is highlighted, a short ex-
planation of the function appears in the
work area.

This method of selection is not as
straightforward as drop-down menus or
even Lotus 1-2-3's menus, but you can get
used to it. You can also select some func-
tions with the function keys.

SwiftCalc doesn’t support click-and-
drag for range selection. In fact, for some
functions, you can't even type in the limits
of the range, but must set limits via drop-
down menu items (“Start Block” and
“End Block”). For most formulas, clicking
on a cell enters it into the formula, but you
must then enter the proper punctuation by
hand. If you make a syntax error in en-
tering a formula, the program will no
longer accept cell input by use of the
mouse. Instead, you must type it in.

The maximum SwiftCalc spreadsheet
size is 8192 rows by 256 columns, so space
will never be a problem. A full range of
functions, including four financial func-
tions, IF, CHOOSE, SUM, MAX, MIN,
AVG, INT, trig, log, IF, OR, AND and
LOOKUP are available. The IF function
does let you put text into a cell as a re-
sult of the function.

The copy function is powerful. You can
copy a cell to a row, a cell to a column,
a row to a range of columns, or a column
to a range of rows. Strangely, you can't
copy one cell to a range of cells, and mov-
ing cells is only allowed by row or col-
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umn, not by range. As mentioned earlier,
no click-and-drag is allowed.

Database functions include the ability
to specify a range and sort on any column
in that range (but not by row). You can
fill a range with data, using a chosen
starting value and increment. It’s also pos-
sible to find, delete and extract records
(rows) to another block of cells which
meet the stated criteria. Cells and blocks
of cells can be named.

A spreadsheet from the disk can be
merged into the existing sheet, but the
merge is of limited use because the new
spreadsheet can only be merged at cell A1
(the upper left corner). SwiftCalc is one
of an integrated series from Timeworks,
and can exchange data and files with
WordWriter (word processor) and Data-
base Manager (database). Files can be im-
ported from and exported to these pro-
grams. For example, I imported my tax re-
ceipt records from Database Manager into
SwiftCalc. Also supported is the DIF for-
mat, for file exchange with other spread-
sheets.

Lotte’
L el

NEW FOR THE ATARI ST!
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FULLY GEM BASED
FOLLOW THE WINNERS
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ROLL NUMBERS
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49505
VISA & MASTERCARD ORDERS
CALL 616-698-1959
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SwiftCalc is about average at copying
cells and doing recalculations. Its weakest
point is its window-scrolling speed. This
definitely needs work. In fact, the win-
dow scrolls so slowly that the cursor can
actually move off the screen, so you don't
even know where the cursor is (except by
watching the cell indicator in the work
area).

When you've stopped moving the cell
pointer, the window jumps to the proper
cell. This is inconvenient if you need to
move to a cell holding a particular set of
contents, but you don't know the cell’s
designations. Further, the scroll speed is
so slow that the keyboard buffer can fill
up if you hold down the arrow key—so
that, if you bump up against the edge of
the spreadsheet, the window will keep
trying to move, and it can be a while be-
fore the buffer is emptied so that you can
proceed.

SwiftCalc can split the screen into two
windows, oriented horizontally or verti-
cally. These are not GEM windows; you
must press a special key to switch be-
tween them. Though only a single spread-
sheet can be loaded at any time, you can
“link” sheets, so that a named cell can be
pulled into the current sheet from one
stored on disk.

You can set formats (precision, column
width and justification) for the whole
sheet (global), for a row or a column, but
not for a range of cells. As an alternative,
SwiftCalc contains up to eight user de-
fined formats, where you choose such
things as commas, dollar signs and scien-
tific notation. Once you've defined these,
you simply choose one for the specified
column, row or sheet. You can print the
whole spreadsheet or just the specified
range, choose characters per line and lines
per page, include printer codes at the be-
ginning to put your printer in compress-
ed, NLQ mode, etc., turn off the head-
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SwiftCalc.

ings, and print borders and titles on each
page.

SwiftCalc does not include a notepad,
calculator or macro capability.

Graphing is handled via an external
program. You must use SwiftCalc to cre-
ate a special graph file, then exit the pro-
gram and load the graph software. This
program is complex but versatile. It's ca-
pable of vertical bar (overlaid, stacked,
hi/lo), line (overlaid, summed), horizon-
tal bar (overlaid, stacked, Gannt), scien-
tific (overlaid) and pie graphs. You can
import rows, columns or labels from the
file, and add data from within the graph
program. You have a high degree of con-
trol over page layout, and can even scale
your output. You can also edit the graph
and axis titles and divisions, as well as
colors and patterns for the output. You
can even pull out pie sections, add leg-
ends and put in a footnote.

The on-line help facility is extensive.
Pressing HELP brings up help screens
which vary, depending on what you're
trying to do. For example, if you press
HELP after you've hit the key for a built-
in function, some screens with general in-
formation on that function will come up,
as well as a screen showing how to enter
data into the function. This “template”
would be even more helpful if it came up
automatically when you called up the
function, but the help facility is still very
good.

The manual is also quite good. In fact,
it's one of the best I've seen. It comes in
a professional binder, with an extensive
tutorial (including graphing and a finan-
cial model), a quick reference section and
an excellent index.

SwiftCalc has many powerful func-
tions, including graphing and database
functions. It suffers from slow scrolling
and an interface which I found difficult
to master, and which contains less GEM-

related helpful functions than do other
Grand Rapids, MI 49510
cause both its rows and columns are num-

spreadsheets.

Power Plan

ABACUS SOFTWARE

P.O. Box 7219

(616) 241-5510

$79.95

Power Plan has a different look from

other spreadsheets in this overview, be-
bered. To refer to a given cell, you would
use R1C2 for row 1, column 2. You’ll have
to remember the row/column order, be-
cause specifying C2R1 won't work. Cell



references are absolute by default (also the
reverse of other spreadsheets), and rela-
tive references are clumsy: to refer to a cell
two rows down and one column to the
left, you'd use R+2C-1. Thus, you must
count over to the cell to find out how far
away it is. You can also point and click
on the cell you want, then press INSERT
to enter that cell into a formula in abso-
lute format, or press the HELP key to en-
ter it in relative format. Formulas must be
preceded by the equals sign (=), and num-
bers can never be labels. To use a num-
ber as a label,-you have to have a non-
numeric character in it somewhere. Cell
entries can be finished with RETURN
(the cursor moves down) or with TAB (the
cursor moves right). You can't freeze
columns or rows to serve as page borders.

The interface features all commands
available from drop-down menus, with
twenty of the most frequently used pres-
ent on the function keys (used with the
SHIFT). You can point and click on a cell
or select a range by click-and-drag, al-
though you must press INSERT or HELP
to enter the cell or range into the formula
in the proper format (absolute or relative).
You can also select the cell you want by
moving the cell pointer to it, using the
SHIFT and arrow keys. Widening of cells
is available from both the menu and via
click-and-drag of the column boundary. If
you select a range by click-and-drag, the
window will scroll automatically, so you
can choose a range larger than what can
appear in the window.

The maximum size of a Power Plan
spreadsheet is 65535 rows by 65535 col-
umns. Functions include trig, log, MAX,
MIN, SUM and AVG, but the important
IF and LOOKUP functions are missing.
And there are no financial functions at all.

Editing is done by specifying a range,
then using the menu items “Cut,” “Copy”
and “Paste” to move, copy or delete a
range of cells. You can only replicate a sin-
gle cell (not a range), and the block of cells
you replicate to must be immediately to
the right and/or below the source cell —
you cannot replicate to a nonadjacent
block. Database functions include ascend-
ing or descending sorts on specified key
rows or columns. Named ranges are not
supported, but you can name a single cell
and refer to it by name in a formula.

Power Plan doesn't allow for merging
of spreadsheets, nor does it support DIF
format. As part of an integrated series, it
can import data from DataTrieve (data-
base) and TextPro (word processor). It can
also export data to TextPro by either
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Power Plan.
printing to disk in ASCII format or by sav-
ing a special section of memory known
as the “Scrapbook.”

Recalculation and scroll speeds are ade-
quate, and the program recovers quickly
when you try to scroll past the edge of the
spreadsheet. It's slowed down by the fact
that the sheet appears to be recalculated
after every entry, including labels which
don’t change any of the calculations. I
recommend turning off the automatic re-
calculation.

Power Plan allows up to seven GEM
windows to view your single spreadsheet.
Formatting flexibility is very poor. You
can set the precision (number of decimal
places) or scientific notation only on a
global basis, and neither comma format
nor justification control are available at
all.

You can choose a range for currency
units (there are four available, including
dollars), but the symbol appears after the
number. When printing out the spread-
sheet, you can't turn off column and row
indicators (numbers), nor is it possible to
print titles on every page to identify col-
umns and/or rows. No special printer
functions are supported.

The so-called calculator is just an emp-
ty window for entering formulas and get-
ting results. You can't paste these results
into the spreadsheet.

There’'s something called a notepad,
that’s actually a sort of crippled word pro-
cessor. It consists of a window for enter-
ing notes and is not attached to any cell.
It also does not support word wrap, so
you must either accept fragmented lines
or press RETURN to cause the word
break. You can cut and paste between
areas of the notepad, or move a block of
cells into the notepad, with each cell oc-
cupying one line. You may also move a
section of the notepad to the spreadsheet,
but you must specify how many cells

wide the data is. You can print the note-
pad’s contents, and there is a way to em-
bed printer codes in contents to customize
the printout. You can specify a column or
row of cells to use, and each time the
notepad is printed, the contents of the
next cell in the chosen range will be in-
serted at the indicated position, giving
rudimentary form-letter capabilities.

Graphing functions are available from
the drop-down menu. You select a range
of values to plot (rows or columns), then
open a graphics window. Graphs available
include bar (3D and stacked), line, area
and pie charts. Changing spreadsheet data
will change the graph. Symbols are avail-
able to distinguish between sets of data.
You can add text at any point in the win-
dow, delete text or move entered text. You
can’'t import labels from the spreadsheet
and, once text has been added, you can't
resize the graphics window.

Power Plan has no on-line help facili-
ty. The manual assumes you know noth-
ing about your ST—and wastes a lot of
pages explaining menus, dialog boxes,
windows, even what a mouse is. A full ex-
planation is included on what a spread-
sheet is; but the manual contains no list
of functions, the tutorial is very sketchy,
and the index is so incomplete as to be
virtually worthless.

Power Plan has an unusual interface
which tends to be clumsy, lacks many es-
sential functions and has little formatting
capability. It supports a large number of
cells, has a good graphics package and a
“notepad.” Unfortunately, these good peri-
pheral features don't compensate for the
shortcomings in the basic spreadsheet
package.

|| A-CALC Prime
A.

THE CATALOG

Antic Publishing

544 Second Street

San Francisco, CA 94107

(415) 957-0886

$79.95

-CALC is another unusual-looking

spreadsheet, but, unlike Power Plan, this
uniqueness makes it easier to use. Even
those who've never used a spreadsheet
should have no trouble learning A-CALC's
system. Users familiar with Lotus 1-2-3
will take some time to adapt to the differ-
ences.

Cells are specified by numbered rows
and lettered columns, as usual. A-CALC
features a “desktop,” with icons for a disk
drive (loading and saving files), spread-
sheet (copying), clipboard and trashcan.

July/August 1987 # ST-Log 45



Boxes for selection a wide range of func-
tions are at the top of the desktop, as is
a line for the current cell contents.

A small box containing a letter is also
present at the top of the screen. This box
represents the first major difference be-
tween A-CALC and other spreadsheets. In-
stead of using a symbol (such as a plus
or equals sign, or an apostrophe) to indi-
cate that cell contents are formulas, values
or labels, you change the letter in the box.
This can be done either by pressing TAB
or clicking on the box to cycle through the
possible values. You do need to get the
type correct, or you could get unexpect-
ed results. The four possible letter choices
are (V)alue, (F)ormula, (T)ext, and (L)a-
bel. The last two are similar; the differ-
ence is only apparent when using named
cells.

Cell entries are finished by pressing RE-
TURN, at which time the cursor moves
in the direction indicated by the arrow in
the box near the top of the screen. The
arrow direction always reflects the last
direction you moved the cursor, but can
be changed by clicking on the box or
pressing an arrow key. Only a single row
and/or column can be frozen on-screen for
titles. Absolute references are designated
by use of square brackets.

The interface has some features that
make it easier to use, as well as some that
make it a bit cumbersome. Click-and-drag
can be used to select a range, and the win-
dow will scroll automatically for selection
of a range bigger than that seen on-screen
at any one time. Cells can be entered into
formulas by clicking on them, and the
proper syntax will even be inserted in the
formula if you hold the button down. You
can also enter a cell into a formula by us-
ing SHIFT and the arrow keys to move the
pointer to the cell you want.

A-CALC is different from other spread-
sheets in its use of the edit mode. In most
spreadsheets, you enter this mode auto-
matically when you start typing in a cell.
You usually also have the option to enter
edit mode to edit cell contents, and press-
ing RETURN exits edit mode.

In A-CALC, pressing RETURN enters
the cell contents, but does not exit edit
mode. You must explicitly exit edit mode
by clicking on the edit icon or pressing
UNDO. While in edit mode, various keys
work differently: you must use SHIFT and
the arrow keys instead of just the arrow
keys to move the cell pointer, and click-
ing on a cell enters that cell into the
formula—rather than moving the cell
pointer to the indicated cell.
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All of this takes some adjusting to, es-
pecially if you're used to other spread-
sheets. Any reference to a cell containing
text must be prefaced by $, and numbers
less than one must still have a zero in
front of the decimal point. One very nice
feature is the ability to shrink the cells to
half their former size, showing four times
as many cells on-screen at once. This is
especially effective in high resolution.

Maximum size of an A-CALC spread-
sheet is 8192 rows by 256 columns. Built-
in functions include trig, log, ROW, COL,
MAX, MIN, SUM, AVG, IF, AND, OR,
NOT, date and LOOKUP. IF allows text
to be entered in a cell as the result if you
preface the IF function with $.
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A-CALC Prime.

No financial functions are included, but
COPY facilities are very powerful. You
can copy a cell to a column or row (or part
of each) by clicking and dragging the cell
to the row or column header, then filling
in the range in a dialog box. One cell may
be copied to another or to the clipboard,
via click-and-drag. You can also drag a
range to the clipboard, which can hold
ten separate entries.

Dragging the clipboard icon to a target
cell causes it to pop open so you can se-
lect the entry to copy. If multiple windows
are open, you can drag a cell from the ac-
tive (top) window to an inactive window.
You can replicate one cell to any rectan-
gular range by dragging the cell to the
spreadsheet icon, then specifying the
range to copy to when the range dialog
box pops up. Ranges, rows, columns and
cells can be deleted simply by dragging
them to the trashcan icon.

Database functions include FIND and
REPLACE for values and text, both global-
ly and over a specified range. You can re-
place all occurrences, move to the next
occurrence, or have the program query
you at each occurrence. You can sort a
range by key row or column, both ascend-

ing and descending. A-CALC does not al-
low named ranges. However, if you have
cells with data of type label (as opposed
to data type text) in both a row and a
column, the cell at the intersection of the
row and column can be referred to by a
name made up from the text contained in
the two label-type cells.

You can read in a spreadsheet from disk
and merge it into the resident sheet at the
current cursor position. You can load and
save DIF files, to communicate with oth-
er spreadsheets.

A-CALC’s speed is very good. The fast-
est of the programs looked at here when
it comes to copying and recalculating, it’s
screen scroll speed is satisfactory, too. It
recovers quickly from any attempt to move
past the edge of the screen.

You're allowed five GEM windows for
viewing your single spreadsheet. Format-
ting flexibility is also quite good. You can
set text color, background color, pattern,
number of decimal places, format, justifi-
cation, comma format, degrees/radians
for trig functions, and a two-character
header or trailer over any range, or glob-
ally.

Print formatting is powerful. This pro-
gram uses printer drivers and supports
setting of page width, all borders, titles,
single-sheet printing, plus headers and
footers. You can embed printer control
codes right in a cell, so that different cells
can have different print formats. You can
even choose the print format you want
(including bold, italics, condensed and
double-width) from a dialog box; the pro-
gram will insert the codes for you.

No notepad or calculator is provided,
and there’s no built-in graphing. You can
export data to Antic’s A-CHART, a power-
ful graphing package.

A very limited macro function is avail-
able. Using a dialog box and the cell edit
line, you can build your own functions—
with up to nine variable parameters, in-
cluding absolute cell references (but not
relative cell references). Macros are stored
under the “Macro” box at the top of the
screen. You must remember to save your
macros, as they aren’'t saved with the
spreadsheet. To use a macro, you drop
down the macro menu and click on the
one you want, finish filling in the param-
eters, then press RETURN.

There is no on-line help available, but
the manual includes a very good expla-
nation of what a spreadsheet is, an ade-
quate reference section (though there are
some confusing parts) and a small tutori-
al. There is no index. This is a real prob-



lem for novices, as you need to search the
manual for your answers.

A-CALC Prime lacks financial functions
and built-in graphs, so it may not be suit-
able for certain applications. Aside from
this, it's a relatively powerful program
with good screen and print formatting,
and a somewhat nonstandard interface.

VIP Professional
ISD MARKETING

20 Steelcase Rd., Unit 12
Ontario L3R IB3, Canada
(416) 479-1880

$149.95

The first spreadsheet to arrive for the
Atari ST was the non-GEM version of VIP.
The GEM version is now out and com-
bines more ease of use than the original
with remarkable power. The outstanding
feature of VIP Pro is its total compatibil-
ity with Lotus 1-2-3. Users of that program
will feel right at home, even as they be-
gin to explore the enhancements.

VIP features the standard GEM menus
across the top of the screen, with a con-
trol panel at the bottom. This panel has
various icons and some boxes for fre-
quently used commands, as well as sta-
tus indicators for the various spreadsheet
functions.

The control panel shows the current cell
and its contents. Cell designations are the
standard numbered rows and lettered
columns. Various symbols (A, ' and ”) not
only specify that a cell’s contents are a la-
bel, but also indicate whether the label is
to be centered, or right or left justified.
The plus sign indicates that a cell whose
contents begin with a letter contains a for-
mula. Cell entries can be finished by a
RETURN, the arrow keys or any other
method of cursor movement—including
mouse clicking or use of the scroll con-
trols on the window. Any number of rows
or columns can be frozen on-screen to
serve as borders. Absolute cell references
are indicated by use of the $.

The interface for VIP allows an excel-
lent range of choices when it's time to in-
put data. All selections are available from
both drop-down menus and the keyboard.
With the mouse, clicking on a menu item
either selects the item or brings up a sub-
menu. The “desk” and “VIP” menus are
only accessible via mouse.

Key selections are virtually identical to
1-2-3. Pressing the / activates menu selec-
tion, after which you use the left and right
arrow keys to highlight an item. As each
menu item is highlighted, submenus be-
longing to that item appear in the control

panel, to let you know what the rest of the
choices are. Pressing RETURN selects the
item, causing the submenu to appear, if
there is one, or causing execution of the
selected command.

Once you learn the menu system, it’s
even faster to simply press the first letter
of the menu item you want (W for Work-
sheet, etc.) This causes any submenu to
appear, and you just continue pressing the
key that corresponds to the first letter of
each item you want.

The function keys are assigned ten of
the most used functions. These assign-
ments are identical to those of 1-2-3. A cell
can be selected for a formula by clicking
on it with the mouse, moving the cell
pointer to the cell using the arrow keys,
or by typing it into the template which ap-
pears when the function is chosen.

Selection of a range can be done by
click-and-drag, either before or after a
command is selected. The window will
scroll automatically if you drag the point-
er outside its boundaries, so that you can
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VIP Professional.
specify a range larger than what will show
in the window. You can also select a range
by choosing the first cell by one of the
methods mentioned above, typing in a
period, then selecting the second cell.
This, again, is identical to 1-2-3.

The maximum size of a VIP spread-
sheet is 8192 rows by 256 columns. There
are a full range of functions, including
trig, log, five financial functions, IF, AND,
NOT, OR, CHOOSE, STD (standard devi-
ation), VAR (variance), ERR, COUNT,
SUM, AVG, MIN, MAX, RAND, LOOKUP,
INT, ABS, ROUND, SQUARE ROOT and
date functions. In fact, there are more
functions built into this program than any
of the others looked at here.

The IF function does not allow text.
Cells can be copied to a range of cells,
columns to a range of columns, and rows
to a range of rows.

VIP has a wide range of database func-
tions. The database is set up in columns,
each row being a record and each cell a
field. The first row of the range holds the
field names. You can use all the standard
commands for formatting, copying, mov-
ing, etc. You can sort on two columns (pri-
mary and secondary), in either ascending
or descending order. You can find (cur-
sor moves only to selected records, skip-
ping those in between), delete or extract
(move to a selected cell range) records
which meet the multiple criteria set up
in a cell range. Criteria can even use wild
cards for more general matching.

You can extract partial records. You can
also generate statistics on records match-
ing your criteria—how many there are;
their sum, average, standard deviation
and variance; and maximum and mini-
mum of a selected field.

There are two types of data tables you
can set up. The first calculates the effect
of a series of values for an input cell on
a series of formulas which depend on the
cell. The second calculates the effect of
two series of input values on a single for-
mula which depends on both. Data fill
will fill a table with values from a cho-
sen start point, using the specified incre-
ment or decrement. Data distribution will
tell you how many items fall between the
stated limits, and how the data is dis-
tributed in that range.

VIP will allow named ranges. Working
with these is made simpler by the fact
that, when you call up the range names,
a list of the already defined names is
provided.

Two spreadsheets can be merged to-
gether with either a direct replacement of
one by the other where they overlap, or
with the values added or subtracted. No
offset is available; the second spreadsheet
is loaded at the cell where it was created
(normally, A1). VIP can export ASCII files
for use with a word processor, and can
also print to disk. The ST version does not
support DIF files.

VIP suffers from a slow-scrolling win-
dow, though the problem isn't as severe
as in SwiftCalc. Hold down an arrow key
and bump against the border of the sheet,
and the cursor will hang there, beeping
madly until the keyboard buffer is ex-
hausted. Hitting CONTROL-UNDO emp-
ties the buffer and stops the bell.

VIP has a very fast copy, and its recal-
culation speed is also respectable. You can
set up two windows to view your spread-
sheet. As GEM windows, these can be
moved, sized, etc.
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Any of the multitude of formats can be
set up as global or on a chosen range. For-
mats include: precision, commas, dollars,
justification control and format for nega-
tive numbers. You can even format text
cells to fit within specified margins (with
word wrap), allowing you to generate sim-
ple text files.

You can print the whole spreadsheet or
a range. Borders can be printed on every
page, and the headers can be turned off.
Printing is only available on Epson-com-
patible printers, and the initial set-up
string is the only printing control avail-
able. You can set headers and footers (and
number pages in them), and all margins
and page length.

No notepad or calculator is provided,
though graphing is built in. The graph can
be put on-screen in a GEM window, al-
though controls on the window only work
if it was brought up via mouse. Graphs in-
clude pie charts, bar, stacked bar, line and
XY graphs. Labels for graphs are taken
from a range on the spreadsheet (you can't
type them in), and you can graph up to
six different ranges of numbers, complete
with six different symbols for legends.
You can enter the X, Y and overall graph
titles, and scale the Y-axis if you want.
Graph definitions are saved along with the

' Sp readsheets continued

spreadsheet data. To print a graph you
have created, you must save a special file
and use a utility included with the pack-
age.

The macros portion of VIP is extreme-
ly powerful. Complete applications for use
by people not familiar with VIP are quite
possible. Almost every command you can
type in can be represented in a macro, as
well as cursor controls and the RETURN
key. Jumps (similar to GOSUBs and GO-
TOs in BASIC) add to the flexibility of the
macros. You can even test conditions,
then branch depending on the result.

VIP makes it possible to set up menus
of choices for the user to step through.
These work just like the program’s regu-
lar menus, so they’ll be familiar to any-
one who's used the program. The macros
are activated by a single keypress. For
example, to print, you must set PRINT/
PRINTER/SET RANGE/SET MARGINS/
SET OPTIONS/ALIGN/GO. With a mac-
ro, all this could be set up just once, and
then you could (for example) simply press
ALT-P. You can single-step through mac-
ros for debugging purposes, but there is
no “learn” mode, where your keystrokes
are recorded. Instead, you must program
the macro using the macro language.

Help is available from the HELP key, the

help icon, or by pressing F1. Aid consists
of condensed explanations of commands
and directions for use, including tem-
plates. The help is context sensitive—
what appears depends on what you're try-
ing to do at that moment. If what appears
isn't what you want, you can move to oth-
er help screens or exit the help facility at
any time.

The manual has both good and bad
points. There are good explanations of the
concept of a spreadsheet, screen layout
and the scrolling window. There’s also a
good tutorial and a flowchart of available
commands at the beginning of every chap-
ter, plus an excellent index. However, the
manual appears to have been written from
a list of proposed features (many of which
were never included or were changed),
rather than from the finished product.

A whole extra manual is included to
note corrections to the main segment, but
the bulk of the manual is the introducto-
ry chapter, and the correction manual isn't
especially accurate or complete. It doesn't
include all the errors, nor all references
to the errors it does pick up. The main
manual makes many statements which are
not true or don’t work as stated. For ex-
ample, up/down arrows can't be used to
select submenus (which also don't drop

A QUICK COMPARISON

Benchmarks:

Notepad

Macros

Copy 10x100 . ...............
Recalc 10x100 . ............ ..
Scroll 100 ells .\ v cvnnivnisns
Maximum Rows x Columns. . ..
Number of spreadsheets. ... ...
Number of windows . .........
CAlCHIBtON ¢« b v onmes dmnans 55
Graph built-in. ...« oo mmewn o
Sideways print «. <. cuvve i o
Memory Requirements (1) . ... ..

EZ-CALC SWIFTCALC POWER PLAN A-CALC VIP PRO
......... 1:29 1:54 1:.54 0:28 0:23
......... 0:53 0:09 0:08 0:06 0:12
......... 1107 4:58 0:43 0:53 285
........ 999x300 8192x256 65535x65535 8192x256 8192x256
.......... 1 1 1 1 i
.......... 2 2 7 5 P
.......... Y N Y(4) N N
.......... b N Y(5) N N
.......... Y ¥ Y N Y
.......... N N N Y(6) Y
.......... N Y(3) N Y N
.......... (2 628 806 703 (7)

Notes:

(1) Memory available on a 1-meg machine after load (in K).
(2) No memory status indicator is included in the program.
(8) Must save a special file and exit spreadsheet program to use.
(4) Empty window for notes—not attached to cell.

(5) Empty window for formulas.

(6) Single keypress can substitute for multiple keypresses.
(7) Memory status indicator is relative (percent available).
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down when you're using arrows to move
among the menus). The mouse cannot be
used to select menu titles, only the sub-
menu items themselves, as in a regular
GEM menu. While none of these are seri-
ous, you do waste time trying to sort out
how things actually work.

VIP Professional includes all the fea-
tures of most powerful spreadsheets, and
is 1-2-3 compatible. It’s a large program,
which really can’'t be used effectively in
a 512K machine.

Conclusion.

So what should you do? Normally, at
this point, perhaps in order to keep from
antagonizing advertisers, a lot of review-
ers will get wishy-washy (I've done it my-
self) and say something like “only you can
decide what'’s best for you.” But this is ST
Log; we aren’t going to do that.

If you need the power to run a business,
don’t mind the requirement for 1 mega-
byte of memory and the relatively high
price tag, then I have to recommend VIP
Professional. The powerful macros, ex-
tensive database capabilities and multi-
tude of functions make it an ideal choice
for the power user, especially if you're fa-
miliar with 1-2-3.

For home use, or for those who must
make do with an unmodified 520ST, I
recommend either A-CALC Prime or EZ-
Calc. A-CALC is a very efficient spread-
sheet once you learn its interface, and it
is quite fast. EZ-Calc is the better choice
if you're familiar with other spreadsheets
and don’'t want to learn a new system—
or if you must have built-in graphing. It
also includes financial functions missing
in A-CALC. But you really can’t go wrong
with either of these programs. #

David Plotkin, with his M.S. in Chem-

ical Engineering, is a Project Engineer for

Chevron USA in Offshore Engineering.
From his first computer, a 32K 400, he has
stuck with Atari. He now has a 130XE and
a 520ST, which his wife uses in writing
children’s books, while David enjoys
programming and beta-testing.

JULY 25 & 26, 1987
CHICAGO, ILLINOIS
—CANCELLED—

AUGUST 28, 29 & 30,1987

DETROIT, MICHIGAN
Southfield Hilton, Southfield, MI
Sponsored by MAGIC, GLASS & GAG
Contact MAGIC at 28111 Imperial
Drive, Warren, M| 48093
(313) 751-8291

SEPTEMBER 19 & 20, 1987

GLENDALE, CALIFORNIA
Glendale Civic Center
Sponsored by ACENET
Contact John King Tarpinion at
(818) 760-1831

SCHEDULED ATARI FAIRS

OCTOBER 10 & 11, 1987
WORCESTER, MASSACHUSETTS
Worcester Centrum
Sponsored by the BCS — contact
Alan Glick at (617) 296-8286
or ANALOG Publishing at
(617) 892-3488

OCTOBER 24 & 25, 1987
WASHINGTON D.C.
Fairfax High School, Fairfax, VA
(near Rt. 50)
Sponsored by NOVATARI
Contact Geogia Weatherhead at
(703) 938-4829

MUSICIANS

Turn the Atari ST, a MIDI
Keyboard, and Midisoft”
Studio software into
your own state-of-the-art
recording studio.

128 8 O A 0 1 U
" 7 350 ¥R RO J SSO0NK 388 N ek
Record and play in real-time or note-
by-note, manipulate 32 tracks at one
time, maneuver or erase phrases of
music. Create tunes within minutes.
Midisoft™ Studio makes those com-
plicated and expensive music pro-
grams obsolete. $
DEMO KIT $10 99
(206) 827-0750 MC/VISA

CORPORATION
P.O. BOX 1000. BELLEVUE, WA 98009
CIRCLE #116 ON READER SERVICE CARD

$149.95

This system was designed Lo operatein
a wholesale or relail Environment.
SBM ST is aninventory control,

oint of sale program thal produces

nvoices, purchase orders,
statements, price |abels, quotes,
cash reglster receipts, (inventory,
sal es and account reports, and more.
Program Environment: Machine
language. Search for accounts by
number or name. Mailing labels
printed for all or selected accounts and
vendors. Sales reports consist of
daily, periodic, and annual. Ten
programmable tax rate keys. Track
up to 30 salespersons.
Capacities: Parls, Accounts, Vendors-
32,000+ per file, unlimiled files.
Requirements: Alari ST system and
printer. Options: Serial cash drawer.

Check your local dealer or contact:
Newell | ndustries
602 East Hwy. 78
214-442-6612

Dealer [nquiries Welcome

CIRCLE #117 ON READER SERVICE CARD
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and vertical bold, underline, variable ital-
ics (from 0 to 75 degrees), even change
font styles multiple times on the same line
(eight fonts are included). You can create
multiple columns or blocks of text that can
flow around your pictures, with text au-
tomatically flowing from one block to the
next. All text and graphics are shown on
the screen in WYSIWYG (What You See
Is What You Get) fashion.

You may be familiar with GEM’s fonts,
which are bit-mapped. In contrast, TGA
uses software fonts that are object orient-
ed. This allows TGA to print the text in
any size and rotation, and to the best abil-
ity of the output device. In addition, the
availability of the Font Editor (to create or
modify your own fonts, or modify exist-
ing ones) means you have a virtually un-
limited number of available fonts.

TGA also has an integrated spreadsheet
and business graphics in the same envi-
ronment. The spreadsheet is a type of da-
tabase for graphic and text information.

The final objective.

TGA can print not only on dot-matrix
printers, but also on laser printers and col-
or plotters. It produces a high-resolution
output on a dot-matrix printer not avail-
able with any other Atari ST package I've
seen. This is possible because TGA uses
a custom technique of overlapping dots
not only across, like many others, but also
up and down. This results in a dark print,
with smooth lines and no streaks. It takes
advantage of the best resolution available
on laser printers and plotters, also. Thus,
even curves and diagonals look smooth
on output from any device.

Another unique feature of TGA is the
device driver editors. If there is no driver
included for your device, you can use a
device driver editor to make one. You sim-
ply have to answer questions about the
codes for your device, and the editor
makes a driver for you—no programming
is required. With the release of version
1.52, TGA can support virtually any print-
er or plotter, including wide carriage and
24-pin, except those using a page descrip-
tion language (such as Postscript) and col-
or printers that print in multiple colors
(coming later this year).

Fundamentals of the program.

If you have not purchased a copy of The
Graphic Artist, you can still get the feel
of the program by obtaining a copy of the
TGA demonstration disk from your local
Atari dealer or user group. The demo disk
is a full-functioning version of the soft-
ware, except you can't seve and print. Any
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Atari dealer can obtain a free copy of the
demo disk, either from a PCA distributor
or from PCA directly.

From the desktop, double-click on GA.
PRG, as you would to start any program.
In case you do not have a copy of the pro-
gram, Figure 1 is a dump of the screen.

The screen is divided into three sec-
tions: the Coordinate Location (and mes-
sage) Line at the top, the Menu and Help
Lines at the bottom, and the area in the
middle with a grid of dots called the Work
Area. You should understand the purpose
of each section to get the best use of TGA.

When creating a design, you’ll be work-
ing in a world of X- and Y-coordinates.
The top line of the screen changes to show
the numeric coordinates of the current lo-
cation of the cross hair (or pointer).
Therefore, we call this line’s information
the Coordinate Location.

You operate TGA through commands (a
command tells TGA what you want to do)
with a “pull-across” menu for selecting
these commands. All menu choices are a
single word representing a specific com-
mand’s action(s). The Menu Line displays
seven of the possible sixty-one menu
choices. The highlight indicates the menu
choice to be executed by pressing RE-
TURN. The Help Line displays a descrip-
tion of the highlighted command. There-
fore, automatic help is provided for each
command.

Menu selection is easy, using the arrow
keys to browse and select. Once you're fa-
miliar with the menu choices, you can
type the first few letters of the item you
want, and the highlight will automatically
move to that choice. All menu choices are
significant within three characters. Once
you've selected, press RETURN to exe-
cute that menu choice. Press UNDO at
any time to abort execution of any com-
mand.

The remainder of the screen is the Work
Area. Think of this as a movable window
or camera lens view over a large piece of
paper. You can make the piece of paper
essentially any size you require. You view
and draw on any portion of your design
with an extensive zoom capability. You
need a method to determine precisely
what portion of the design you are view-
ing in the Work Area, and to draw items
in exact sizes and proportions. To accom-
plish this, the entire drawing area is map-
ped to an X,Y-coordinate system. A draw-
ing position is thus expressed as some
number of units across and some number
of units up. All measurements in TGA are
in generic units: a foot, an inch, a meter,

a kilometer, or whatever you need. Each
unit is represented by a pair of numeri-
cal coordinate values, seen on the Coor-
dinate Location line and, optionally, as a
dot on the grid.

The grid is the set of dots you see in
the Work Area. Think it as graph paper
under your drawing paper. The grid’s sole
purpose is to provide a visual guideline
to the Work Area. The grid won't appear
on your printed output. By default, each
dot on it represents one unit. The Grid
command lets you change grid spacing,
or turn it on or off. Type G and RETURN.
Type 1.5 and RETURN; press RETURN
again to leave the grid on. Now, a grid dot
appears every 1.5 units. You can change
the spacing to any value you want.

Last but not least, notice the dotted
rectangle in the Work Area. That dotted
rectangle outlines your current “view.”
The current view has a primary function:
when you want to print your design, it
guarantees that everything inside the dot-
ted rectangle is included in the output.
The default view is from position 0, 0 to
8.5, 11, the size and shape of the most
commonly used paper. If you turn off the
grid, this rectangle outlining your view
will disappear, also.

Will | ever start drawing?

As is suggested in this article’s title, this
has just been the first of a three-part se-
ries about TGA and how to use it. The in-
formation covered in this first part gives
only fundamentals. Part 2 will show you
how to start creating CAD designs, while
Part 3 will guide you through the desk-
top publishing basics.

This short series of tutorials can only
reveal a tiny portion of the power availa-
ble in The Graphic Artist. Therefore, PCA
has produced Tips & Techniques, which
contains an in-depth tutorial and many
advanced techniques to help you get the
most power (with the least work) from
The Graphic Artist. Other auxiliary pro-
ducts for TGA are available from PCA, in-
cluding a Font Editor (to create or modify
font styles), Electronics Library and Desk-
top Publishing Library.

The Graphic Artist (Progressive Com-
puter Applications, Inc., 2002 McAuliffe
Drive, Rockville, MD 20851 — (301) 340-
8398) retails for $199.95. #

Deborah Elder is currently PCA’s Vice
President of Marketing and the author of
The Graphic Artist manual.

Peter Naleszkiewicz is PCA’s President
and designer of The Graphic Artist.




Things

to come!

A preview of upcoming
entertainment software for the ST. |

by Bill Kunkel, Arnie Katz
and Joyce Worley

Everyone loves coming attractions. How
many times have a pair of zippy promo-
tional “trailers” proved far more exciting
than both parts of a double-feature; or a
30-second ad for a new TV show turned
out to be hotter than the entire series?
There's something about a “sneak pre-
view” that gets our juices flowing.

Keeping this in mind, let’s cast our gaze
forward for a look at some of the ST en-
tertainment software scheduled for retail
shelves within the next six months.

MichTron.

In the past, MichTron led the pack in
bringing U.S. users the cream of the Brit-
ish ST software crop. Though they now
face stiff competition from heavy players
like Mindscape, the Michigan-based pub-
lisher continues to cherry-pick some ex-
traordinary products from the English
orchard.

The hottest new number in the Mich-
Tron catalog is Edward Scio’s Airball, a
visually breathtaking variation on Marble
Madness, in which the player maneuvers
a bouncing, rolling ball through some 300
rooms stocked with all manner of eye-
popping traps and treasures. Alas, the ball
has a slow leak, and it's necessary to re-
fill it periodically from strategically posi-
tioned pumps—but be careful not to fill
it too much, or it goes boom.

The game offers arcade action, strate-
gy (you’'ll want to locate the spellbook, for

example, or at least find a torch to explore
dark rooms) and excellent audio, in ad-
dition to the visual splendor.

Epyx.

Epyx, now releasing all its games in ST
format, has become one of the Big Three
publishers in the ST entertainment uni-
verse (with MichTron and Mindscape).
This means a number of older Epyx titles
(The World’s Greatest Football Game, The
World’s Greatest Baseball Game, The Mo-
vie Monster Game, Destroyer, and Jet
Combat Simulator) will soon be joining
the ST library.

The World’s Greatest Baseball Game
offers both a stat-based replay and an ar-
cade action game; The World’s Greatest
Football Game is a very sophisticated
strategy contest, in which users can de-
sign as well as implement a wide variety
of offensive and defensive plays.

The Movie Monster Game should be a
delight on the ST; users pick a favorite
movie monster from an impressive menu
that includes a giant tarantula, a flying in-
sect, a gigantic robot, and even old God-
zilla himself. Via joystick, the player then
guides his titanic troublemaker through
any of several major cities (New York,
Tokyo, London, etc.), while the army does
its best to eliminate the menace. Each
monster has its own special power (God-
zilla's flame breath, the tarantula’s web,
etc.), in addition to the usual people-
stomping abilities that are generic to all
behemoths.

Destroyer and Jet Combat Simulator are
a pair of high-quality (not to mention self-
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descriptive) tactical combat contests that
can only benefit from enhanced ST
graphics.

In addition, several new titles will be
appearing on Our Favorite System, includ-
ing Street Sports Baseball, Street Sports
Basketball and California Games. The
“Street Sports” series is a new line of ath-
letic simulations that eschews the pro-
sports milieu for the sandlot (SS Baseball)
and schoolyard (SS Basketball) environ-
ments. California Games, the latest entry
in the “Games” series, brings surfing,
skateboarding, roller skating, hackey-sack
and flying disc (known as a “frisbee” in
the world of registered trademarks) to the
ST.

Epyx has also announced two new
lines: “The Masters Collection” and the
“Maxx Out” series. The Masters Collec-
tion currently includes Omnicron Con-
spiracy and Sub Battle Simulator, and is
geared toward “advanced” game players.
Omnicron casts the player as “Ace” Pow-
ers, Captain in the Star Police, a group of
interplanetary cops under the direction of
Omnicron, a planet-spanning Artificial
Intelligence.

The player uses the resources of Omni-
cron, as well as P.A.L., his companion
droid, to save the universe. The game,
which spans three planets and eight sce-
nario levels, was produced by First Star,
written by your humble authors and pro-
grammed by Jim Nangano.

Sub Battle Simulator is a circa WWII
contest, in which the player opts to com-
mand any of six U.S. submarines or Ger-
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man U-boats and perform any of sixty
missions, ranging from seek-and-destroy
to patrols.

The Epyx Maxx-Out line is oriented to-
ward 10- to 14-year-olds, has a high ac-
tion content and very accessible play
features. °

Spy vs. Spy III: Arctic Antics, third in
the popular First Star series, is chock full
of cartoon-level violence and diabolical
traps, as the players contest with one an-
other (or with the computer) in a search
for the space helmet, navigation chart and
uranium cube they need to launch a
single-seater rocketship and escape the
frozen wastes.

The BoulderDash Construction Kit,
also by First Star, lets players run wild in
creating their own playfields for Rockford,
the player-surrogate, to move through.
Based on the Peter Leipus-Chris Grey
classic, BoulderDash, the BDCK includes
fifteen new, preprogrammed mazes full of
rocks, diamonds, butterflies and magical
bricks. Road Warrior, meanwhile, takes
the look and feel of an earlier Epyx clas-
sic, Impossible Mission, and brings it into
the future. Here, users must wade through
mutated forests, brave a radioactive vol-
cano and locate a secret generator room,
in an ongoing battle with those ever-
popular radioactive mutants.

Ssl.

SSI, a publisher once known primarily
for its wargames, has developed an im-
pressive reputation for high-quality fan-
tasy role-playing contests in recent years.
These games have been especially re-
warding in their ST incarnations, with ti-
tles like Phantasie and Phantasie II taking
special advantage of the ST’s superior
graphic capabilities.

Fans of those games will be delighted
to learn that the third title in the “Phan-
tasie” series, The Wrath of Nikademus,
should be available as you read this. Fan-
tasy/role-playing mavens can also look
forward to ST versions of Wizard’s Crown
and Rings of Zilfin, role-playing adven-
tures which share the same magic, mazes
and monsters genre, as does Shard of
Spring, an ST version of which is also in
the works.

Car-war fanatics who were driven to ec-
stasy by Roadwar 2000 can look forward
to a sequel, currently in development, set
in a post-armageddon Europe. And on the
licensing front, SSI’s recent acquisition of
computer rights to TSR’'s “Dungeons &-
Dragons” may well be the software pub-
lishing Deal of the Year.
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Entertainment continued

Electronic Arts and Affiliated Labels.

EA has been the quirkiest of the major
publishers in terms of its ST releases. In
its wholehearted rush to embrace the Am-
iga, EA’s turned out very few ST products,
and when it has translated programs from
other formats, the selections (like Finan-
cial Cookbook) were curious, to say the
least.

EA recently took steps to plug this hole
in its catalog, through direct and indirect
means. Indirectly, EA added a couple of
major ST publishers to its “Affiliated La-
bels” distribution network: IntelliCrea-
tions (aka DataSoft) and Batteries Includ-
ed. Batteries, with its excellent creativity
and productivity products (DEGAS, Pa-
perClip) products for Atari computers
nicely complements DataSoft’s first-rate
XE/ST entertainment catalog (Mercenary,
Alternate Reality, 221B Baker Street).

Other Affiliated Labels software re-
leases include: Gridiron, a strategy ori-
ented football simulation; Quizam, an off-
beat trivia contest from Interstel; and Mad
Libs, an education/entertainment program
based on the popular word-insertion
game from the 60s.

But EA isn't leaving the field entirely
to its affiliates. The vastly popular Bard’s
Tale, a role-playing quest contest, will be
turning up in ST format, as will the red
hot Autoduel, from Origins. Autoduel is
the computer version of “Car Wars,” the
popular nonelectronic contest in which
players earn money (by contesting in lo-
cal arenas or taking dangerous courier
runs) to build bigger, better and badder
vehicles with which to rule the road. Also
coming: Ring Quest and the Music Con-
struction Set, as EA gets down and gets
funky with the ST!

Mindscape.

Mindscape is solidly behind the ST,
even supporting the computer with a pair
of products that will be published exclu-
sively for the system. Plutos is an action-
arcade game of historical interest as one
of the very few (only?) computer games
ever to feature a dedication (programmer/
designer “Dr. ]J” created this game “for
Sarah”). This SF shootout is otherwise
pretty pedestrian, but it does boast coin-
op quality visuals.

Mindscape’s second ST-only title is a
sprite of a different color. Q-Ball is one of
only a handful of genuinely original con-
cepts to turn up in the action-strategy
genre. Q-Ball is, put simply, three-dimen-
sional pool. The balls hang suspended in-
side a large cube, which the player can
rotate freely, even when the balls are in

motion! The player aims the cue ball, sets
the power of the shot and determines the
“friction” (the amount of resistance which
exists within the cube), then shoots. The
balls bounce madly in all directions, like
rolling jelly beans in a jug of glycerine,
and might even occasionally fall into one
of the pockets, located at the upper and
lower edges of the cube. This is one hard
game. As two-dimensional thinkers in a
three-dimensional universe, it takes most
players quite a while to adjust to this
game’s “depth,” but the struggle is worth
it. Q-Ball is refreshing and innovative,
with beautiful graphics and an easy-to-
use play system.

Mindscape will also produce an ST ver-
sion of Into the Eagle’s Nest, a state-of-
the-art update of a theme explored several
years ago in the Muse classic, Castle Wol-
fenstein. The gamer is cast in the role of
WWII commando, attempting to rescue a
trio of Allied saboteurs from the infamous
Eagle’s Nest, a Nazi castle fortress deep
behind Axis lines. The Nest has four
floors, connected by elevator, and the
player maneuvers his on-screen surrogate
via joystick. The stunning, over-head per-
spective graphics and super sound effects
would look at home in any arcade, but Ea-
gle’s Nest also adds a strategic depth
through objects, salted about the castle,
which are invaluable in completing the
mission.

Accolade.

Accolade will be releasing a new enter-
tainment program, and an old favorite, in
ST format within the coming months.
Hardball!, a visually impressive recrea-
tion of the batter vs. pitcher confrontation
(the rest of the teams are there, too, but
they hardly matter) will finally do its ST
turn, as will Test Drive, one of the year’s
more unusual entertainment programs.

Test Drive puts you behind the wheel
of one of several super bad sports cars (a
Ferrari 398GTS or Lamborghini) and lets
you work it out on a treacherous moun-
tain road. Great sound and graphics make
this a possible sleeper hit.

Activision.

Tass Times in Tonetown, a cult classic
on the Amiga and Mac earlier this year,
will be turning up on the ST, as will
Championship Baseball (the revamped
version of Gamestar’s Star League Base-
ball).

Tass Times uses an experimental play-
er interface with lots of icons and audio
effects, to create an offbeat adventure.
Championship Baseball is an excellent



action-strategy hardball simulation that
employs a split screen to display both
behind-the-plate visuals for pitcher-batter
confrontations and full field views for
fielding.

Firebird.

Firebird, who astonished the ST uni-
verse last year with The Pawn, may do it
again this year with Universal Military
Simulator (U.M.S.) by American design-
er Ezra Sidrah.

A whole new approach to strategy ori-
ented computer wargames, U.M.S. takes
such contests in a totally different direc-
tion from the standard SSI, Avalon-Hill

approach. The game has a three-quarters
visual perspective, and makes inspired
use of icons and user-friendly GEM-style
menus. This results in games which are
more accessible to both grizzled veterans
and green recruits.

Miscellany.

Gunship, the excellent fighter helicop-
ter simulation from MicroProse, will be
turning up any day now; a company
named Capcom is promising a line of
sports games for the ST; and Hybrid Arts
is offering a special product from Xanth
F/X, MIDI-MAZE, perhaps the ultimate
in maze-chase games. The players move

through a first-person perspective macro-
maze, obliterating floating smiley faces.
What'’s really special about MIDI-MAZE
is that up to sixteen people can play the
game simultaneously, on sixteen different
STs, through the MIDI interface. Now this
is, admittedly, a somewhat eccentric idea,
and it’s hard to know how often the oppor-
tunity to link up sixteen STs will come
along, but when it does, you’ll be ready.

Heck, any game that uses smiley faces
for targets is worth owning, even if you
play it solitaire. #

Wanderer

PYRAMIDE/EIDERSOFT USA INC.
P.O. Box 288

Burgettstown, PA 15021

(412) 947-3739

Low resolution $39.95

by D.F. Scott

The following is a scenario for an ac-
tual game, Wanderer. None of the events
depicted here have been exaggerated or
falsified.

You're traveling through the galaxy, sub-
sisting on the basic material for survival
—money. Space has been mapped con-
veniently into a 7x7 rectangular grid,
wherein the planets have been made to
hold still. In order to gain fame and ac-
quire money, you must be victorious in
battle against countless alien space ves-
sels: starships, pyramids, cloverleafs, bat-
tering rams, box-kites, dogs, bicycles and
Spy-vs.-Spy-type characters.

Having achieved a modicum of fame,
you make your way to a hostile planet. It
sends out its best defenses (champagne-
glass-shaped missiles) to atomize you,
and you blow them away with your torpe-
do cannon. The planet, convinced of your
intentions, is willing to deal.

It has a pair of fours, a king, an ace and
a seven. You have a king and a three (as
a lowly pilot, you're only allowed two
cards), but you’d really like that ace. You
convince the planet that, in order to a-
chieve its goal of global democracy and
peace, it would be much better off with
two kings—it'd have two pair. Since you
were kind enough to help make the plan-
et a better, safer, happier world —and to
give it a decent hand —the planet pays
you a bonus, in the accepted monetary
currency of the galaxy: cats.

by Beatrice and Jean-Luc Langlois

Live cats. It has, understandably, been
difficult for the galaxy to develop a wal-
let or purse in which to keep the live cash,
and galactic banks have had to make
pleas for food donations. Still, cats were
the only items everyone could agree to
place a value on. So you're flying around,
shooting up box-kites, trading kings for
aces and collecting cats.

Why? Folks, let’s face it, this isn’t a job
we'd write home about. There are really
two reasons for continuing: first, in ways
psychiatrically inexplicable, you're hav-
ing fun; second, you must earn enough
ability points to fly through the black
holes, while risking your rear to obtain
jokers. The galaxy loves jokers, and will
pay you plenty in exchange for them.

If you can earn 8000 cats—or hold a
five-of-a-kind with aces—you win the
right to do battle with “The Ark” and
“The Sphinx.” You want to defeat them,
so you can retrieve your landlady’s prize
cat before she evicts you.

And that is the premise of Wanderer,
a most appropriately titled game. Besides
being the first space game to use “live”
cash, it also holds the distinction of be-
ing the first 3D ST game. Since it uses the
red/blue method made famous in the 50s
by movies with names like “King Kong
vs. Raymond Burr,” a color monitor is re-
quired.

If you've ever viewed the world through
rose-colored glasses, you'll remember
how normally-red roses appear white, and
red printing on paper becomes invisible,

whereas blue printing shows up as extra
dark. A similar effect occurs when you're
wearing the famous red/blue 3D glasses,
though the eye with the blue filter sees red
printing as extra dark and filters out all
blue printing.

So, when viewing a picture made with
only red and blue inks—or, in Wanderer's
case, graphics produced with only the red
and blue beams of the screen’s electron
gun—each eye sees separate images,
since half of the picture has been filtered
out. The two resulting images are simi-
lar, but in different positions, forcing the
eyes to converge to see one clear picture.
In this convergence the three-dimensional
effect is simulated.

Consider undertaking a programming
feat such as this: plotting two simultane-
ously simulated vector-graphics images,
where the three-dimensional coordinates
of the vertices of every object and the stars
in the background are calculated and plot-
ted (by my estimate) sixteen times per
second. Each view is 32K in pixel length,
and intersecting pixels are replotted in
magenta. All this is taking place while the
game scenario is continually updated.
And still the program’s length is kept to
just over 32K of code.

Unfortunately, there’s a bad side: the
three-dimensional effect doesn’t work for
everyone. To simulate depth, Wanderer
employs a window frame effect, so that
the floating targets appear far away. Along
the edge of this frame is the radar, an ab-
solute necessity because you must see
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what’s coming up behind you. The red
and blue images of both the frame and the
radar were plotted on the wrong sides, so
no one’s eyes—mine included —will be
able to see the entire screen as one clear
picture. Some people’s eyes won't be trick-
ed into seeing any 3D effect at all.

Wanderer is entirely joystick controll-
ed; you can sit at a distance so your eyes
don’t burn, since the keyboard need not
be touched.

The galaxy map shows planets, black
holes (I call them “vortices,” since they’re
no blacker than the rest of space), and the
sector where the prize cat lies. Blank sec-
tors on the map actually contain mystery
targets, which can be defeated to increase
your ability level. Such rewards, besides
improving your movement potential, are
the keys to entering the vortices and earn-
ing jokers. With every joker earned, your
hand increases by one card (remember,
you need five to have a hand of your own).

As you may have surmised, being a
Wanderer pilot requires a frame of mind
that’'s a cross between Luke Skywalker
and Wink Martindale. After defeating a
planet’s defenses, you'll see a list of loca-
tions of all the cards in the galaxy. There
are ten planets with five cards each; add
your initial two and that makes fifty-two.
(No wonder the galaxy is in turmoil;
there’'s only one deck of cards to go
around!) The best-developed flight plan is
a sort of “whistle-stop” tour, trading high
value cards for those another planet in the
tour might want. I say “might” because
some planets are stubborn and would
rather hold one ace and garbage than
three-of-a-kind.

Cats are used (sounds cruel, but it’s
true) to buy fuel and shield power from
a planet. You can hold a maximum of nine
shields, good for one weapon hit or colli-

Entertainment continued

Wanderer.

sion each. If you’re hit with no shields,
naturally, you die. Here, Wanderer gains
yet another distinction: it’s the first to of-
fer an afterlife.

In the afterlife— “limbo,” as the hand-
book has it—you see your wedge-shaped
ship, a hint of its former self, floating in
a cramped white tunnel. The object is to
destroy every dark target you see. If you
do, you're resurrected at one lower ability
level; if you're hit, you'll have died twice,
this time for good. The extended form of
dying is bad for your ego.

As for the promised final battle between
you, The Ark and The Sphinx, there isn’t
much to say. . .I haven't gotten there yet.
Sorry, folks, I tried for hours to reach 8000
cats or ability level 10 with five aces—
with absolutely no luck. In fact, the scor-
ing system is such that, if you start to do
badly, you recede to lower ability levels,
sort of a reverse Peter Principle: the more
you lose, the more ground you lose toward
your final goal.

The sound effects during battle and
movement phases are quite adequate; but
if the authors were interested in realism
throughout (and not in conserving RAM),
they could’ve added some equally realis-

tic sound during the card-trading portion
of the game, preferably an excited au-
dience shouting, “Go for the king! Give
up the ace!”

Having played Wanderer for several
hours, I have yet to see all the enemy tar-
gets; there may be hundreds, some of
which can be modified by the program to
counter the pilot’s ability. Each enemy ves-
sel possesses its own unique, often
strange, strategy—whether it be using a
cloaking device, splitting into several tar-
gets, ejecting smart shuttles, having one
side that’s indestructible, deploying elec-
tric force screens, laying mines, or sim-
ply heading kamikaze-style for your nose.

Even with its undeniable silliness of
premise, this is a brilliantly executed
game. It begins looking like a warm-up
excursion, then, like a sea anemone, it
closes in on the mind, trapping it into the
need to press on. The pilot soon feels he's
systematically disarming a maniacal
galactic dictator, whether it be a Blofeld
seated in a safe steel enclosure petting the
prize white Persian cat (the object of envy
throughout the galaxy), or an Alex Tre-
bek categorically decimating your pa-
tience and willpower till you'd risk life
and pixel limb for five easy aces.

Prospective galactic freelancer, come on
down! Pick up your phaser, your pilot’s
license; pick any two cards from the deck;
have a seat; put on those dumb-looking
glasses; and lose yourself in a vortex
searching for a cat. After all, what’s an ST
for, anyway? #

by Tim Hays
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by D.F. Scott

The closest I've ever been to a Harrier
was when I heard one over the BBC via
shortwave, attacking Argentine fortifica-
tions during the Falklands War. I assure
you, Harrier Strike Mission hasn't taken
me any closer than that.

Here's the objective: you're piloting an
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Harrier Strike Mission

AV-8B Harrier aircraft which begins its
existence atop an aircraft carrier. Three
miles away is an island whose main ge-
ographical feature may as well be called
the “Blue Glass Mountains.” Its defenses
consist of one airbase and a thing that
looks like a tent, which is called the “tank
barrack.” Your mission is simple: blow
everything up.

When I say, “Your mission is simple,”
I'm in no way overstating the facts. You
take off, go over to the island, blow every-
thing up and come home. The casual
game player, I estimate, will be able to
master this game in expert mode in one
hour’s time; and when she does so, she’ll
notice it took her all of 90 seconds to com-
plete the mission. In fact, it’s quite possi-



ble to blow everything up without leav-
ing the safety of the aircraft carrier.

Aircraft fans of all ages will instantly
recall that the Harrier is the jet able to take
off straight up. They’ll also recall that a
mouse isn't used to fly the jet (many are
quite thankful for that), and taking off is
a bit more difficult than being seated and
telling the jet to take off. But, unless the
Army has seriously deployed an arsenal
with its own telepathic guidance system,
this weaponry in Harrier is unreal, pos-
sessing a tendency to hit from miles away.

The game’s graphics are in first-person
format, with a view from the cockpit win-
dow and the instrumentation along the
window frame. The opening selection
menu allows you to choose game options:
novice or expert flying mode (virtually
identical); day or night mission (night
offers a black sky, day a white sky); and
the choice of whether or not to add shad-
ing to the ground and enemy planes—in
other words, whether to sacrifice objec-
tivity for speed.

In comparison to many simulated vec-
tor graphics games, which use their plot-
ting algorithms very effectively, and with
respect to the small amount of objects on
Harrier’s screen at any time, the graph-
ics here are needlessly slow, with a frame-
redraw rate that at times approaches 1.5
frames per second. In a sense, the shade/
no-shade option is a shy computational
apology for this fact.

The aircraft is equipped with what’s
described in the “Operations Manual” as
a 30mm Aden Cannon—what might bet-
ter be described as a one-hit-takes-all ob-
ject incinerator. It also has three AIM-9
Sidewinder heat-seeking missiles which,
despite their title, aim themselves. Once
deployed at any angle, they will blow up
the nearest enemy plane, without fail.
Thus, we have the classic 1980s dogfight:
there’s the enemy plane, press the M key
and blow it up.

It’s only fair to point out that the docu-
mentation does go into a fair amount of
detail about the operation of a Harrier, in-
cluding what the different parts are call-
ed, how they work, and the game proce-
dure. You could even say the manual was
educational; I only wish the game itself
went into as much detail as the docs.

The only real challenge in Harrier is
evading the enemy’s heat-seeking mis-
siles. Since they can’t be hit with your
cannon fire, you have the choice of either
outrunning the missile—and wasting
time—or deploying a flare and watching
the missile seek it like a blind, Italian ten-

or in an opera dissuaded by a whiff of
provolone emanating from the orchestra
pit. You have sixteen flares, which, in
themselves, could start a war.

The island has five planes and ten
tanks, but only deploys one of each at any
time. Each uses missiles you could fool
with a flare bought one July 4th at a cor-
ner fireworks stand; your ammunition
could pierce a nuclear fallout shelter af-
ter blowing apart the walls of Fort Knox.

One earns points for each item blown
up. Since there can only be one tank on
the ground and one plane in the air, the
rest of the planes wait inside the hangar
—which is one target—and the tanks,
within their barracks. Both barracks and
hangar could easily be decimated for
points in the first 30 seconds; but all the
remaining undeployed tanks and planes
are then destroyed without points award-
ed. So, if you like big numbers, the best
strategy is to wait around and make sure
a stray bullet doesn’t hit the enemy base
just yet.

The game is also equipped with an
overhead “map” view with adjustable
magnification via the plus and minus keys
a la Flight Simulator II. You could fly
with map mode on all the time and judge
your altitude with the artificial horizon
—without sacrificing an iota of what real-
ism there is.

Flying the plane via mouse is more like
rowing. The screen instrumentation in-
cludes a simulated control stick that
moves as your plane does. You have to
wonder why the author went to the trou-
ble of simulating a control stick when
most computer owners have instantane-
ous access to the real thing.

The sound in this game does indeed
simulate the earth-shattering and exhilar-
ating whine felt when switching on the
power of the mighty Electrolux vacuum
cleaner.

Computer games have reached a de-
velopment stage where originality of
theme and brilliance of execution quali-
fies the game as “good.” Harrier is a
throwback to older games we've mastered
already, become too skilled for. I get the
feeling a mere hour’s discussion over the
phone with Bruce Artwick or Jez San
would've improved this game’s concept
and execution. As it stands now, the game
is too simple and too common. Instead of
offering commodities to game consumers
who can “use a game up” in a day and
still be ready to spend fifty bucks on
what’s next, Miles Computing should con-
sult the computer artists—then take a few

Harrier Strike Mission.

months off, clear its heads, and meditate
upon the concepts of uncommonness and
brilliance. #

D. F. Scott is an artist, writer, educator
and programmer living in Oklahoma City.
He is currently engaged in the study of
quantum physics, computing and other
ways in which elementary particles inter-
act with each other. Otherwise, he fills in-
finite pieces of paper.

K-Series
Software
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K-Switch K-Word?2
K-Spread?2  K-Data
K-Spell K-Graph?
K-Comm? K-Minstrel
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AVAILABLE THRU

ScanAm Enterprises, Inc.
P.O. Box 1145
Ridgewood, NJ 07451
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FOUR;

Our choices for the ST.

compiled by Lee H. Pappas

The Best. That’s what this is all about. I asked some of the
leading experts in the Atari world what their favorite software
is—not their favorite game, not their favorite language, and not
their most prized utility. I asked each of them to give me a list
of their favorite games, languages, utilities, telecommunications
software, spreadsheets, databases, word processors, you name
it.

The result is a list of products with accompanying remarks.
What makes a good piece of software? That all depends on what
an individual is looking for. Certainly, being bug-free is very
important. Other necessary features seem to include: ease of
use, usefulness (the fun factor or endurance, for games), and
plenty of options or capabilities.

There’s a goodly amount of software support for the ST, and
some heavy-hitting products are on the way. Desktop publish-
ing on the ST is still in its infancy. Some of the more well
known applications software seen in the IBM market should
start to find their way into the ST world, also.

Finally, as we mentioned in the comparable software picks
in ANALOG Computing, we would be most interested to hear
your opinions on this list—in agreement or not. We hope you
get as much enjoyment out of reading through this list as we
did composing it.

The categories are:

Applications. .. ......... Spreadsheets, databases, desktop

publishing, etc.
Entertainment ..o soams s sesms somms Our favorite games.
Graphics .. ... Products to bring out that special creativity.
Languages ........c.oveesesos Main tool of programmers.
Telecommunications ................. Terminal software.
Word Processors. ............ ST-Log’s writers’ mainstays.
P AATON o & srs- 5 55w svn s s s mroady s s Assorted software.
Hardware: : « . i s s6s sasmsnsswas What we like for add-ons.
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The players are:
Charles Bachand (CB)......... Atari programmer for eight
years; ANALOG Publishing staffer
for seven years.
Ian Chadwick (IC) .......... Author of Mapping the Atari
and software documentation;
ST-Log Contributing Editor.

Frank Cohen (FC) ........... Atari programmer; author of
Regent Base.
Michael DesChenes (MD) . ..... Atari user for seven years;

a Publisher of ANALOG
Computing and ST-Log.

Tom Hudson (TH)...... Atari Programmer for seven years;
author of DEGAS.

Charles F. Johnson (CF]) ....... Professional musician and
our new West Coast Editor.

Arthur Leyenberger (AL) . .... Human factors psychologist,

five-year Atari user and
our East Coast Editor.

Maurice Molyneaux (MM)........... ST-Log Contributing
Editor and computer artist.
Lee H. Pappas (LHP) .......... Atari user for eight years;

a Publisher of ANALOG

Computing and ST-Log.

Steve Panak (SP) ................ Frequent contributor to
ST-Log and author of

Panak strikes! every month in

ANALOG Computing.

Matthew J.W. Ratcliff (MR) ........ Electrical Engineer for
McDonnell Douglas;

our Midwest Editor.

DEE: Seott (IDES) « w « s sl s s e s Contributing Editor and
ace reporter.
Clayton Walnum (CW) ......... Veteran Atari programmer

and Technical Editor extraordinaire.
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APPLICATIONS

7z DataRetrieve (Abacus) — An easy-to-use
database (formerly called FilePro ST), which
offers drop-down menus, search and sort, the
ability to access up to four files at once, and
screen templates.

“Although not without problems, this pro-
gram is very easy to use, especially if your
database needs aren't particularly demand-
ing." —IC

"A database program that doesn't require
a degree in engineering with a minor in math-
ematics to use” —CW
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DataRetrieve.

“DCopy (Shareware) — This program by
Ralph Walden allows you to archive and copy
files, get a directory, erase or format disks,
hide or extract files, perform a directory
search, and lots more.

“. .. programmer's answer to GEMophobia.
For people who loved 8-bit DOS 2.5” —DFS
r Easy Draw (Migraph) — Design artwork or
complex illustrations with this powerful pro-
gram—or add text, to create your own desk-
top publishing system, for newsletters, ads,
flyers, and more.

“Easy Draw provides more flexibility [than
Publishing Partner] in creating line drawings
with your documents, and it has more fonts
available, since it uses GDOS." —MR

it EZ-Calc (Royal Software) — A fully imple-
mented, GEM-based spreadsheet, with easy-
to-use mouse control and built-in calculator.

"“While you're waiting for VIP to redraw the
screen, EZ-Calc has finished the same func-
tions in half the speed. EZ-Calc doesn't sup-
port all of VIP's functions, but is easy to learn
and very versatile”! —FC

“It's a well-designed, bug-free, GEM-based
spreadsheet with many features and options.
| did my 1986 taxes with this one”” —IC

7w GFA Vector (Michlron) — This program
from West Germany supports GFA BASIC by
permitting the user to create three-dimensional
images and add them into programs. Anima-
tion via rotation on any of three axes is one
of its many features.

Starglider-like graphics offered to the pub-
lic on a silver platter; how could we refuse?”
—DFS

v HabaView (Haba Systems) — File manag-
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er with GEM compatibility and the capability
to arrange data in any readable format you
choose, as well as sorting, user-definable list
and label formats, and easy changes to data.
“Of all the file managers out there, this was
one of the first and remains one of the easi-
est to use, with the least overhead involved
in creating and manipulating data.” —FC

v Publishing Partner (SoftLogik) — The first
and most popular desktop publishing system
for the ST, this product is excellent for produc-
ing newsletters, forms—anything and every-
thing requiring text and graphics.

“The first fully-implemented desktop pub-
lishing program for the ST, Publishing Part-

ner does everything the Mac programs do,

and more.” —CFJ

“It's truly impressive that this program was
developed in such a relatively short period of
time. And what you can do with it is even more
so. If you want to get into desktop publishing,
this is the essential program.” —IC

“This is a great program, especially since
they had to do everything themselves (no
GEM BIOS). . ." —AL

“A very impressive piece of desktop pub-
lishing software. . . particularly considering it
is primarily the work of one person (Mr. De-
ron Kazmaier)!" —MM

" . .the perfect application for mixing text

and graphic art simultaneously.” —MR
"Newsletter editors never had it so good.”
—CW

7w Regent Base (Regent Software) — A full-
function relational database with mail merge,
GEM compatibility, checkbook manager, and
more.

"“"When people realize just what SQL is, their
opinion of the ST skyrockets. This program it-
self justifies the ST in business." —DFS
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% VIP Professional — Spreadsheet with
many easy-to-use features, and a version with
full GEM interface.

"A good Lotus 1-2-3 spreadsheet clone.”
—AL

“The GEM version is easy to use and fills
a large variety of my needs.” —LHP

ENTERTAINMENT

7w Chessmaster 2000 (Electronic Arts) — A
tough chess game, packing a ton of features.

“There are so many features and options,
I hardly even notice that it beats me at the
lowest level.” —IC

*Flight Simulator Il (subLOGIC) — The
most famous of the flight simulators, with all
the features you expect and can imagine. In
addition, twelve extra disks are available, con-
taining mapped-out regions of the entire con-
tinental U.S.

"By far the best version of FSIl ever re-
leased on any computer system.” —IC

"“This may be as close as some of us will
ever come to flying a plane (or a Learjet for
that matter!) The graphics of the ST version
make its 8-bit cousin look anemic and slow.”
—CFJ

v GATO (Spectrum Holobyte) — Sub warfare
in dangerous waters of enemy freighters, de-
stroyers and patrol boats. The goal is to wipe
out all the ships in the large database, using
mines and torpedoes. Also, you must protect
your sub tender and venture out on the many
assigned missions, day or night.

"A good combination of strategy and ac-
tion, with some neat features and options. The
ST version is several leagues beyond the IBM
version.” —LHP

Goldrunner.

¥ Goldrunner (Michlron) — Battle the Ring
Worlds of Triton in this mega-arcade game.
This game only promises great arcade shoot-
'em-up action. . .and delivers.

"Finally, the cure for fanatic Galaga play-
ers. It also gets my vote for best scrolling.”
—DFS

v High Roller (Mindscape) — A combat sim-
ulation that wisely spends more time on com-
bat than on simulation.

“At last, an airplane game that remembers
how to go on maneuvers.” —DFS

 Home Casino Poker (Dubl Dubl Funware)
— Choose between Draw Poker, that contains
the best features of the coin-op machines, or
a one- to four-player version of Stud Poker.
“I can't believe the work they went through
for a card game. The options, menus and
graphics are the best I've seen.” —MD

 Infocom Games — These products have
almost universally become the standard, lead-
ers in text “adventures.” Their advanced text
parsers, complex plots.and innovative pack-
aging (usually essential to game play) have



made them favorites for years. Over twenty ti-
tles now exist in the series.

Bureaucracy: “This work of interactive-
fiction-plus turns the power of your ST against
you, tying a frustrating Gordian knot so com-
plex only ‘restart’ can release you." —SP

“Infocom’s fine text adventures give your
imagination a real workout. So who needs
graphics?” —CW

Hitchhiker’s Guide to the Universe: "I've
never had so much fun looking into a screen
full of plain ol text. No graphics, no sound ef-
fects, just challenging fun.” —FC

i International Karate (Andromeda, System
3) — Like World Karate Championship from
Epyx; basically, this is the version sold in the
U.K.

“Takes you through four continents of high-
contact karate. The excellent blend of anima-
tion, sound effects and music rivals most ar-
cade karate games (and each game doesn't
cost 25 cents!)” —FC

7 Mean 18 (Accolade) — Real golf simula-
tion using colorful graphics and allowing up
to four players. Select from many courses
based on real ones thoughout the world. You
can also design your own fairways—with sand
traps, water hazards, and much more.
“From the first tee to the eighteenth green,
as real as it gets. And it never rains." —SP
“Another fine product from Accolade. . .
even a help to me in the real game (I'm down
almost 100. . .on nine holes!)” —LHP

*+ MIDI-MAZE (Hybrid Arts) — A new game
that gives up to sixteen players, on sixteen
separate STs connected via MIDI ports, the
ability to play each other in an arena/maze.
Different-colored “happy faces” roam through
the maze in search of others. You're one of
these, the object being to shoot any of the
other guys. One-player mode is also possible,
against computer-controlled faces, and many
other options are available, including design-
ing your own mazes.

“The most exciting game available on the
ST. This program has so many possibilities in
terms of play combinations, it's unbelievable.”
—TH

“I don't even have a copy of this (yet), but
in my limited acquaintance it was love at first
byte. . .so to speak. Original and intriguing
multi-ST/player game.” —MM

“The ultimate in game play. . .you aren't just
annihilating images on a screen, but the per-
son sitting beside you!" —LHP

“wMonopoly (public domain) — This com-
puter version of the most famous board game
comes to you via compiled GFA BASIC. Every-
thing is there, in the proper places and the
right colors. One player against up to three
computer opponents.

“I never liked the board game because of
the time to set it up. This is perfect!” —MD

“Great fun to play. . .youd never think this
game was written in BASIC —and public do-
main!" —LHP

“ The Pawn (Rainbird/Firebird) — A complex

tale, told and played with innovative graphics
and text. Colorful, detailed graphics enhance
the advanced language parser.

"WOW!" —AL

“ Phantasie (SSI) — A graphics and text mul-
ticharacter role-playing game, where you com-
mand a group of one to six characters—a
wizard, thief, priest, fighter, and so on. These
entities need not be human, but could be
elves, orcs, lizard men, or whatever.

“The fact that the original already has two
sequels is the best testament to the addictive
nature of this game. The best D&D-type game
so far” —SP

vr Shanghai (Activision) — This 3000-year-old
game is brought to you on the computer. From
144 random picture-tiles of seven different
suits, you must match tiles in a certain way
and plan out a strategy up to twenty moves
ahead.

“This gets loaded at 6 oclock each and
every night”” —CB

¥+ Silent Service (MicroProse) — World War
[l battle simulation aboard a submarine in the
South Pacific. Varied screens display the con-
trol room, periscope, engine room, maps, and
more.

“The best submarine simulation I've ever
played. You know a sub simulation is realistic
when you can imagine yourself on the ocean
bottom, looking up at the ceiling of your sub
while being depth-charged by enemy destroy-
ers. A real white-knuckler” —TH

¥ Skyfox (Electronic Arts) — Pilot your fight-
er against enemy craft.

"Although we've only seen the tip of the ice-
berg as far as arcade games on the ST—
dynamite graphics, fast action and complex-
ity will keep this one around for a long time.”
—SP

v Starglider (Rainbird/Firebird) — A high-
quality 3D aerial combat flight simulator, where
you must wipe out a multitude of ground and
air forces, as well as keep an eye on your ener-
gy and defense systems. Music, voice synthe-
sis, 3D wireframe graphics, color or mono-
chrome options are all here.

“The ST equivalent of the 8-bit Star Raid-
ers. A realistic spaceflight simulation, | some-

Monopoly.

times find myself trying to dodge missiles while
sitting in my chair” —TH

“Amazingly fast vector-style 3D graphics,
very responsive controls. A tour-de-force, defi-
nitely one of the best ST games.” —CFJ

"“This has got to be one of the hottest ac-
tion games I've ever seen! The closest thing
to a real arcade game yet."” —MM

"“One of the incredible games on this ma-
chine that stands out far ahead of the rest.
My only gripe: it's too difficult in the early lev-
els” —LHP

“The new king of games; every bit as good
as, If not better than any vector-graphics coin-
op anywhere” —DFS

"At last! My own airborne Ground Attack Ve-
hicle. Boy, are the neighbors jealous now!"
—CW

+r Star Raiders ST (Atari) — The ST version
of the most famous Atari 8-bit game. Battle
Zylons in deep space, avoiding asteroids and
docking with friendly starbases. Graphics-rich
game, with strategy and tactics.

"Not the Neubauer original, but a good stra-
tegic space game, nonetheless.” —DFS

v Strip Poker (Artworx) — Two lovely com-
puter beauties are out to beat the pants off
you in this strategic card game.

"Does the fact that it's the most popular par-
ty game | have say something about the com-
pany | keep?” —SP

ST Shuffleboard.

# ST Shuffleboard (Shelbourne) — A color-
ful version of tabletop shuffleboard with some
neat features, including player’s point of view
and an overhead look at the playfield.

“Sounds boring, but once you've tried it,
you'll be hooked. Good graphics and playa-
bility.” —MD
vwwSundog (FTL Games) — A star freighter is
at your command in this graphics adventure.
Visit many planets, wheel and deal.

"An adventure that has the best user inter-
face of any game of its kind. Lots of action and
adventure, great graphics, and a good story.”
—IC

“The first game on the ST that made my
eyes bulge. A definite winner in the adventure
department.” —CW

s Time Bandits (Michlron) — The old west,
a fantasy world, deep space and thirteen oth-
er arcade worlds await you in this graphics
action and adventure game. Not just your
everyday shoot-'em-up.
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“The best arcade game yet. . .something
for everybody—adventure, action, Pac-Man,
puzzles, mazes, fabulous graphics.” —IC

“This is a sprawling, many-leveled master-
plece that combines elements of text adven-
ture, arcade and strategy games.” —CFJ

“[The] best shoot-'em-up on the ST" —AL

“A work of art. Games within games within
games. .. —CW

7 Wanderer (Eidersoft) — Action in space,
as you investigate the cause of strange dis-
appearances on Earth. This game features
true 3D graphics with supplied glasses.
“The first time a borderline-ridiculous game
has ever been great. Get rich by saving cats.”
FS

“ World Karate Championship (Epyx) —
Furious black-belt action against a backdrop
of landmarks around the world. Use up to
fourteen different moves against your com-
puter or real-life opponents.

“Its playability is just a little slack in the joy-
stick response area, but it makes up for this
in superbly detailed graphics, animation, and
addictive music and sound effects.” —MR

GRAPHICS

¥z Aegis Animator (Aegis) — Turn your com-
puter into an animation machine; design the
shapes and animate them, changing the size,
color, shape or position.

“Until you start trying to create your own ani-
mated scenes, you don't realize what this pro-
gram can do. It's demanding but worth it; the
results will surprise and delight you.” —IC

“Aegis Animator is excellent.” —AL
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Aegis Animator.

7z Art Director and Film Director (Broder-
bund) — A very powerful, easy-to-use paint
and animation program duo.

“This pair of programs is digital heaven for
me (at least for this year). Art Director packs
more powerful features than any other paint
program I've used; Film Director gives me
the tools to do quality animation with more
ease than any of the other ST animation pro-
grams available” —MM

7 CAD 3D 2.0 (Antic/The Catalog) — A 3D
modeling package with shading, wireframe
graphics and the ability to view objects from
any angle.

“Sets a new level in technology. ..” —FC
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"A professionally produced package, an un-
believable program, great documentation—
what more can | ask for?” —IC

v DEGAS Elite (Electronic Arts/Batteries In-
cluded) — The follow up to the popular draw-
ing/art program DEGAS, Elite adds many
powerful features, including object stretching
and rotation, as well as multiple screens in
memory simultaneously.

“To my mind, still the best paint program
on the market; well supported and with a
wealth of printer drivers. If only it did full-page
screens, it would be perfect” —IC

"Easy, fun and useful. It's always one of the
first things | boot up when I'm trying to impress
people with the ST —MD

“I have yet to see a better graphics program
for the ST —CFJ

"l use it for drawing pictures, schematics,
posters, and just about everything else that
can be better represented visually than with
words." —MR

"“This one is sure to be on everyone's four-
star lists.” —CW

7t NEO-Chrome (Atari) — Plot circles and
other shapes with this program, as well as full-
blown color images (all in low resolution), and
any artwork or designs you can imagine.

“ . .quick, efficient and features the best
zoom window ['ve seen. . .as well as sport-
ing the best circle/oval-drawing routine of all
ST paint programs.” —MM

“Yet another model of proper programming.
THE utility for the computer artist”” —DFS

v Paintworks (Activision) — This easy-to-use
“paint” program permits drawing in all three
ST screen modes, color rotation, animation,
magnification modes, and much more.

" . .the closest thing to MacPaint on the ST
—FC

“Although I'm no artist, the Paintworks in-
tegration of sight and sound (via music stu-
dio) make it my favorite drawing program.”
—SP

# Tinyview (public domain) — Take DEGAS
and NEO-Chrome files (or compatible) which
have been saved with Tiny, and display them
one after the other in this “slideshow.” And im-
ages are compressed on disk to a fraction of
their previous memory size.

"“Being a collector of ST artwork, | have to
say that the Tiny format viewer and convert-
er programs written by David Mumper are two
of the best utility programs to come around
in a long time. Pictures are stored in a com-
pressed format, but you are not penalized for
this with reduced loading speed.” —CB

LANGUAGES

7 Alice (Looking Glass) — This “fill in the
blanks” Pascal editor and interpreter won't let
you make syntax errors; full GEM support.

A great learning tool for beginning struc-
tured language programmers—it won't allow
you to make mistakes. One of few languages
that I've even bothered to put onto my hard
disk.” —CB

¥ AS68 Assembler (Digital Research Inc., in-
cluded with the Atari Developer's Kit) — The
standard DRI 68000 assembler—the only one
available for quite a long time.

"“While not a macro assembler, and not par-
ticularly fast, I've found AS68 to be a very
capable workhorse assembler. And all of the
other ST assemblers |'ve looked at have had
drawbacks of one sort or another, so AS68
wins top honors for the ST assembler:” —CFJ

w AssemPro (Abacus) — A machine lan-
guage development package offering a fast
68000 assembler, full screen editor, debugger
and utilities.

"The editor and debugger have minor prob-
lems, but its user interface is well defined and
its speed is quite impressive.” —MR
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v GFA BASIC (Michlron) — Fast, compilable
and structured, this language is becoming a
real favorite among ST users everywhere.

"A hands-down winner for me—I like BA-
SIC, and GFA's does just about everything |
need, as well as compiling into stand-alone
code. I've grown very fond of structured code
since | began using this program.” —IC

" . .easlest to use, well thought out struc-
tured version of BASIC. This should have been
the BASIC released with the ST" —FC

“Fast and powerful, this could be used for
serious program development.” —TH

"Although the first release had some seri-
ous bugs, GFA BASIC is a definite step for-
ward in user-friendly programming languages
for the ST —CFJ

“At last, a working BASIC for this machine;
it can remind you a little bit of all other ST lan-
guages.” —DFS

“Clean, lean and muscular. This hybrid just
may become the standard.” —CW

v Lattice C (MetaComCo) — Full-blown C
language with full screen editing, linker and
270-page manual.

- "Okay, so it isn't Megamax, but it's easy to
use and it works." —DFS

v+ Mark Williams C (Mark Williams) — A C
compiler with access to GEM AES and VDI
libraries, microshell command processor and
full documentation.

"Well done implementation of C, with many
ST-specific areas supported. . . my only gripe
with MW C is their assembler, which needs



to be reworked or replaced with a more stan-
dard 68000 assembler” —TH

“zMegamax C (Megamax) — C development
system with compiler, linker, resource con-
struction program, editor, disassembler, and
much more.

"A very fast and flexible C development sys-
tem, with everything you need to get going in
C very quickly. (Forget about the included text
editor, however. . .)" —CFJ

“Its power and speed astounded me. . .the
Megamax manual provides more complete,
concise and accurate documentation than
any other reference manual | have seen for
the ST —MR

"Arguably the fastest high-level language
ever to use so little RAM. Also the best docs.”
—DFS

“About as user-friendly as a compiler can
get; it taught me that banging your head
against the wall is not part of K&R's definition
of C" —CW

“Not ST BASIC (Atari) and not ST Logo
(Atari).” —AL

TELECOMMUNICATIONS

“Flash (Antic/The Catalog) — A large cap-
ture buffer, plus autodialer, macros and help
screens, are some of many features in this
popular program.

"The program uses the ST's abilities to the
fullest, with GEM for convenience on the edi-
tor screen and TOS for speed on the main ter-
minal screen.” —TH

“One of the most-used programs in my soft-
ware library.” —CFJ

" . .amodel of responsiveness and utiliza-
tion.” —DFS

+r Kermit (public domain) — File transfer pro-
tocol gaining wide acceptance among both
mainframe and micro users. Allows use of
wildcards in filenames, so more than one file
can be transferred at a time.

“The GEM version has made running our
SIG on Delphi a lot easier. | can send over
a dozen or so files without worrying about
specifying filenames.” —CB
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“z Mi-Term (Michlron) — This terminal pro-
gram supports uploads and downloads, has
a capture buffer, user-definable preset keys,
and much more.

" .. More complete and slightly more cost-
ly. You decide." —AL

+ ST-Talk (QMI) — Full-function package with
capture buffer, help screens, date and time
reporting; now available as a new, updated
version (ST-Talk Professional).

"Relies on simplicity to perform all the func-
tions you need in a terminal program.” —FC

“The best value in an ST terminal program.
Also, | like the way the company does busi-
ness—upgrades for two bucks!” —AL

“Inexpensive, very simple, enough power
to keep the average or occasional modem
user happy.” —MM

“A simple-to-use program that packs a lot
for so little”” —DFS

WORD PROCESSORS

v 1st Word (Atari) — The premier ST word
processor, packaged free with the first models.
"It does everything | need. The price wasn't
too bad, either” —MD
"It's slow in places; it's buggy everyplace—
but it's still more applicable than its competi-
tion.” —DFS

*Regent Word Il (Regent) — Contains a
30,000-word spell-checker; display text will
change instantly on-screen.
" . .of course!” —FC (President of Regent)
“Shades of AtariWriter" —DFS

¥ 8T Writer (public domain) — Word proces-
sor based on the popular 8-bit AtariWriter;
lets users move up with little retraining.

" . . fastest word processor I've ever used.”
—CB

" . .extremely fast and flexible, allowing me
to write program documentation, articles and
other creative writing with the minimum head-
aches. Instead of being what-you-see-is-what-
you-get, ST Writer focuses its power on the
task of writing. The way | see it, that's what
a word processer is for. | let Publishing Part-
ner do the fancy stuff at print time.” —TH

“It's fast! It's not GEM-based, and you don't
see what your text will look like on the printer
as you type, but it's more full-featured than
most of the commercial word processors avail-
able”” —CFJ

“It was a simple transition from AtariWriter
on the 8-bit. . .and that's good enough rea-
son for me” —LHP

“I've found that ST Writer is easy to use
if you're already happy with AtariWriter on
the 8-bit”" —MR

 Word Writer ST (Timeworks) — Some of
this word processor’s many features include:
three spelling checkers with 90,000 words; an
integrated outliner; and on-screen bold print,
underlining, italics, and more.

“The built-in spelling checker has saved my
bacon on many an occasion! A vast improve-
ment over 1st Word.” —CB

“This is the best GEM-based word proces-
sor I've encountered to date, and it deserves
credit for being a competently designed and
produced package. If you must have a GEM
word processor, this is the best buy.” —IC
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Word Writer ST.

“Pretty much a clone of 1st Word, but with
most of the annoying quirks eliminated. A us-
able, although not ideal, GEM-based word
processor” —CFJ

“I find it every bit as powerful as 1st Word,
with more power and features than I've had
time to learn.” —MR

“The finest GEM-driven word processor
available. It does just about everything.” —CW

And a general quote on the subject:

“No first choice. Until we get Macintosh-like
fonts and other capabilities, | will be under-
whelmed. If you have to choose, Text Pro (by
Abacus) and Regent Word Il (from Regent)
are two to choose from, unless you get 1st
Word free with your ST —AL

IN ADDITION

# ALT (Michlron) — A desk accessory that
allows you to redefine macro keys; you can
assign a string to any of the ALT-key combi-
nations.

“Really eases repetitive typing, especially
while programming.” —CFJ

"ALT is a handy utility that goes a long way
to making programs such as Micro Emacs
user-friendly”” —MR

+# ARC.TTP (public domain) — ST translation
of a popular file compression program found
on other computers.

“Being able to compress a file in order to
save disk space is a SYSOP's dream come
true”” —CB

‘ARC stands for ARChive. . .[This program]
allows you to compress and group many files
together into one; since ST programs tend to
be quite large (and often need other support
files, as well) ARC is an indispensable ST util-
ity” —CFJ

The ““Bee’ series (First Byte) — Educa-
tional programs with voice synthesis.

"All these fine programs get my vote, espe-
cially because they speak to the child in a kind
voice” —DFS

v Copy Il ST (Central Point) — Back up your
ST disks.
“Use it, don't abuse it.” —AL

¥+ Cornerman (Michlron) — A desk acces-
sory with auto phone dialer, clock, games, cal-
culator, notebook, and more.
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"Best and most useful ST software add-on.”
—AL

# CZ Android (Hybrid Arts) — Editor and
librarian program for the Casio CZ series. Per-
forms graphic and numeric editing.

“CZ Android takes a lot of the hassle out
of creating new sounds. . . it does it automat-
ically, letting you tweak parameters.” —TH

“This program will actually come up with
new sounds for your Casio synthesizer all by
itself. And a surprisingly large percentage of
these “artificially” generated sounds turn out
to be very usable. Also acts as an excellent
GEM-based patch librarian.” —CFJ

“This program is excellent for experienced
users and those with a casual interest in com-
puter music just getting into MIDI"" —LHP

“ DeskCart (QMI) — Cartridge which gives
your computer a calendar, RAMdisk, calcu-
lator, note pad, and more— without taking up
too much of your ST's RAM.
“Should've been built into the ST —FC
"“Gives all the little side programs needed,
without consuming much RAM.” —DFS
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7+ Disk Doctor (Antic/The Catalog) — Disk
utility which allows for file examination and
editing.

"A great utility for editing disks, recovering
files, examining sectors.” —IC

‘A GEM-based disk sector editor for the ST;
very easy to use, with comprehensive help
files. The only thing it lacks is a disassembly
feature” —CFJ

“z DiskMan (MichTron) — A shareware pro-
gram that offers most GEM desktop functions
from the desk menu.

“ . .it's better than some commercial acces-
sories that try to do the same job.” —MM

+r Fast RAM Disk (Gold Disk) — lan's des-
cription says it all.

"A fast, easy to install, configurable RAM-
disk and a separate print spooler. A good solid
product that performs well.” —IC

7z K-Switch (Kuma) — Allows you to have two
separate applications in memory at the same
time, and to switch quickly between them.

“Great way to run two applications at one
time on the ST, by splitting [it] into two com-
puters . . .if expanded to handle more than
two partitions, this would be a spectacular util-
ity on the Mega STs." —TH
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Four-Star Software continued

“ LogiKhron Clock Module (SoftLogik) —
Give your ST the ability to tell the time with this
battery-powered clock module.

“Gee, it's nice to have an ST that knows how
to tell time" —CW

vrMagic Sac (Pacific Data) — Turn your ST
into an Apple Macintosh cartridge.

"I won't vouch for its ultimate usefulness, but
it makes the ST monochrome run like a Mac.
Just the look on a Mac user’s face when they
see it running is worth the price! It doesn't run
everything from the Mac, but David Small is
working on improving it and fixing the code,
all the time." —IC

vr MichTron Utilities (Michlron) — Modify
sectors, repair damaged sectors and change
data.

“More functions than youd expect in this
very, very useful program.” —FC

# MIDIPlay (Electronic Music Publishing) —
Very easy-to-use music program, which uses
the monitor sound channel or a MIDI port.
Create and play back your own music or tunes
offered by the manufacturer.

" . .an inexpensive tape recorder that does
what the boxtop promises: record and play-
back of your music, or playback of prerecord-
ed music.” —FC

"A big help when | started experimenting
with MIDI. Very easy to use, and offers canned
music which | can demo to others.” —LHP

= MIDITrack (Hybrid Arts) — Full-range edit-
ing and auto patch librarian are some of this
MIDI recorder's abilities.

"On the ST, [this program] takes on a whole
new dimension. Thanks to the mouse, com-
mands can be accomplished by pointing and
clicking . . .impeccable timing, as well; some-
thing | can't say for the 8-bit version, I'm afraid.
Highly recommended.” —CFJ

¥ Music Studio (Activision) — Compose and
play music, utilizing the built-in ST sound
through the color monitor or a MIDI port. Up
to fifteen channels may be created.

“Another on my list of best programs ever
written. The creative music utility that doesn't
get in your way.” —DFS
¥+ Thunder! (Electronic Arts/Batteries Includ-
ed) — Spelling checker which works with any
GEM product, such as word processors, data-
bases, communications software, and more.
An over-50,000 word database (user access-
ed), realtime and smart.

“A great spelling checker | use all the time.
It needs some updating, however (are you
listening Mark?), to improve some minor limi-
tations." —IC

“Okay, so I'll admit that I'm not great at spell-
ing. That's why this sure beats opening a dic-
tionary every minute." —MD

"“An asset to any writer; a must have.” —AL

“The best spelling checker I've ever had the
pleasure of playing with. A few features lack-
ing, but they're so miniscule, the average user
will never miss them." —MM

"“This RAM-resident spelling checker is just
like an annoying grade-school teacher, look-

ing over your shoulder, catching your every
mistake." —SP

W Turtle (public domain) — A multi-faceted
hard disk backup program.

“Simply the best program to back up your
hard disk. It's hard to believe that Turtle is free,
when retail programs don't support half of its
functions." —FC

HARDWARE

+ CZ-101 Digital Synthesizer (Casio) — For
right now, the low-end synthesizer for ST users.
Lots and lots of features, all at a low cost.

"Okay, so it wasn't originally made for the
ST But it plugs in, receives data, and makes
great output, does it not?”" —DFS

“z Haba 1200 Modem (Haba Systems) — In-
expensive and built to stay that way.

“Haba delivered what Atari and others
promised: a $99, 1200-baud. Hayes compat-
ible modem.” —FC

“ Monitor Master Switchbox (Practical So-
lutions) — Change from your monochrome
monitor to the ST color monitor with a push
of a button. And it has outputs for stereo con-
nection.

“If you have two monitors, you need Moni-
tor Master” —AL

“Maybe it's not an engineering miracle, but
it sure is handy!" —CW

*QMS Big Kiss Laser Printer (QMS) —
The most inexpensive laser printer available,
offering very quiet, reliable, high-quality ser-
vice.

“Fourteen builit-in fonts, Epson emulation,
proportional and variable pitch printing., and
other functions, make it well worth the price
tag.” —FC
v+ SH204 Hard Disk Drive (Atari) — Atari's
20-megabyte hard disk.

“My Atari SH204 (although larger than other
20-meg drives available) has performed flaw-
lessly through a lot of use; I'm satisfied with
it. Knock on wood.” —CFJ
“Supra 20-Meg Hard Disk (Supra) — A
compact hard disk with 20 megabytes, offered
in versions up to 60 megabytes.

“Only choice for an ST hard disk; the com-
pany stands behind its products, too.” —AL

"Reliable and fast, these drives also man-
age to be compact.” —CW

" . fast, quiet and reliable, it has turned my
ST into a serious development system.”

# Z-Time (Terrific Corp.) — A real-time clock
add-on, which installs inside the ST.

"I don't think that | could go back to a time
before file date/time stamping, since | installed
this clock in my ST —CB
“r5v4-inch Disk Drive (First Byte) — Runs
5Va-inch disks which can be ported over to
an ST for alteration, or any use you desire.

“Useful for transferring files from an MS-
DOS machine to ST, and vice versa." —AL




by D.F. Scott

In August of 1986, Atari’s Leonard Tra-
miel told us he thought “desktop publish-
ing” was merely a computer industry
buzzword, and, essentially, that Atari is
a company which addresses new technol-
ogy, not new terminology. Since then, Ap-
ple Computer, after hiring its new adver-
tising agency, launched an aggressive
marketing blitz based on use of the Mac-
intosh for nothing other than generating
high-quality printed output. Although not
named specifically, those ads implied the
presence of an item called the Apple La-
serWriter. It was the most revolutionary
laser since the Strategic Defense Initiative.

This year, ironically, Leonard Tramiel
is in charge of producing desktop publish-
ing software for Atari. Leonard has ap-
pointed Dave Staugas, veteran program-
mer of the “old” Atari, to write the soft-
ware necessary to drive its new laser
printer. If that name seems familiar, it may
be because you've seen it beneath the
term Programmer: on the title screen of
NEO-Chrome. Staugas has also been a
member of the TOS development team and
probably knows more ways to circumvent
Digital Research’s GEM than any other
programmer alive. Knowing Line-A rou-
tines by heart, Staugas is also familiar with
the blitter chip, which we'll discuss later,
when we'll actually see it work.

Driving a laser.
Unlike current, ordinary appliances for
sale, which use the term laser in their

names—the Chrysler Laser, Lazer-tag, or
the LaserBeam wristwatch—laser printers
do indeed have lasers in them. In essence,
they are photocopy machines without
some of the “photo.”

A standard photocopier beams high in-
tensity light over an original page, whose
reflection is shone onto a light-sensitive
photo plate. At the darkest areas, where
less light is reflected, the printing ink col-
lects by means of chemical attraction. The
inked plate is then pressed against a blank
page, and the copy is made.

With a laser printer, since there’s no
“original,” the image to copy is actually
conceived in rasters, or consecutive mem-
ory, just as if the image were to be sent to
a very large monochrome monitor with
ultra high resolution. With standard laser
printers, including Atari’s (but not Apple’s),
a bit-mapped image of the item to be print-
ed is sent from the host computer to the
printer, where the internal laser acts like
a slow version of the electron gun on the
monitor.

The beam scans from left to right, one
pixel at a time, from top to bottom, onto
the photographic plate. The laser thus
replaces the high intensity light source of
the photocopier. After the image is fully
scanned onto the plate, several “copies”
may be run off in succession, without hav-
ing to rescan the image each time.

If the amount of memory in a DEGAS
monochrome screen image saved to disk
is 32K, and with at least 32K of video
RAM necessary to maintain the screen
image, imagine how much memory it

REGULAR FEATURE

Lasers do not buzz.

would take to hold an 8.x11-inch image
with a resolution of 300 dots per inch—
roughly thirty-three times as much, or
just over a megabyte of memory for one
page! Since our microcomputer can’t op-
erate with that much overhead (remem-
ber, it has to hold printed fonts in RAM,
as well) programmers have no choice but
to find ways to send images to the laser
printer in smaller chunks.

Apple’s solution—a popular one, at that
—was to use an interpretive language
called PostScript. Instead of communicat-
ing the letters from a font as a raster set,
PostScript uses algorithms which geomet-
rically interpret each letter’s outline. The
straight line in the letter P, for instance,
would have a starting and end point, and
a width; the arc would have a focal point
and a certain number of degrees in cur-
vature. This information consumes con-
siderably less memory than the entire let-
ter represented as a string of pixels.

What's required of the laser printer us-
ing PostScript is the capability to inter-
pret that language and develop a raster set
from the geometric information provid-
ed by the computer. To do this requires
a computer in and unto itself; the Apple
LaserWriter is equipped with one. It isn’t
too difficult, as SoftLogik’s Publishing
Partner has proven, to adapt the Laser-
Writer to the ST, using PostScript.

Yet if Atari had chosen to use PostScript
in its laser printer, it would have had to
develop a separate interpretive computer
device for the printer—which would have
driven up the cost of the hardware. Still,
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had Atari developed a lower cost Post-
Script based printer, it probably would've
placed itself in the position of being one
of the leading Macintosh peripheral man-
ufacturers—not exactly what Atari had in
mind.

Enter NeoMan!

So Dave Staugas, the author of Atari’s
laser printer drivers, describes the situa-
tion he’s faced with: “The laser printer
we're going to produce has no smarts, has
no RAM, has no processor, no operating
system. It's going to be dirt cheap.”

To Atari, the use of virtually two com-
puters to publish one document is over-
kill. All the “smarts” can easily be soft-
ware based within the controlling unit
(preferably a Mega ST). Without a com-
puter unto itself, the only machine that
can currently drive the printer is an ST.
Yet with prices as low as they are, one
component may very well sell the other.
The cost of an entire Mega ST4 system
with laser printer will still be lower than
the cost of an Apple LaserWriter alone.

Perhaps the easiest task for a laser print-
er driver is screen dumps. Staugas ex-
plains: “I use the theoretical minimum
band size, which is one pixel. In a 4X
screen dump, every pixel is actually four
laser pixels on a side. It's a four-by-four
enlargement. If you were to take the data
on the screen and just splat it down on
the laser printer, you'd get a little postage-
stamp-sized picture. You might want to
embed a postage-stamp-sized picture in
your text.”

A true photograph, for instance, could
be scanned into DEGAS format with a
converted dot-matrix printer, using Soft-
Logik’s IMG Scan by Tad Painter. The
resultant screen image could then be la-
ser printed in a selection of sizes using
the Staugas screen dump driver, with a
final result nearing AP Wirephoto quality.

Next on Staugas’s list is Diablo 630
emulation. A Diablo 630 is a serial daisy-
wheel printer, manufactured by a division
of Xerox, which uses the accepted serial
printer command sequence. The laser
printer under the 630 driver will accept
those commands as if it were a Diablo, but
will print using whatever raster-based font
has been loaded into it. The results can
look like a page from a book.

“I'm going to allow an extension,” says
Staugas, “where you can put in a little
piece of a bit-mapped picture, say, or a
filled rectangle—the only other thing it’ll
allow.” Please note that Staugas, like most
dedicated artist/programmers, speaks of
his work—even his code—in the first per-
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son. “I have to build this on the fly. You
turn the laser printer on, it starts to re-
quest data. I can't have the whole image
sitting in memory, waiting to go. I have
to be building it as it's requested. So I
have a little band buffer that’s already
built for graphics, and I turn on the DMA.
As the DMA is shipping the data, I'm
building the next band, and I'm keeping
up with it. As long as it's not too compli-
cated, I'll do just fine.”

One disadvantage of using the 630
emulator with a “low-RAM” computer like
a 520 or a 1040, is that there’s not much
RAM left for the screen after it's complet-
ed a page layout—so WYSIWYG (or What
You See Is What You Get) page process-
ing is out of the question. You can, how-
ever (or as Staugas would say, “I can. ..”)
use two different font sizes (two separate
fonts) with super- and subscripting, and
automatic margin justification or line-
centering to the microdot.

“It'll be just a matter of time,” predicts
Staugas, “As soon as I get the Diablo 630
emulator done, we’ll easily convert to HP
[LaserJet] emulation and Epson. I can see
it doing Epson real easy. A full Epson
with full graphics. The only limitation is
that you won’t get the full resolution on
the laser printer; you’ll get 150 dots per
inch instead of 300. But you can use a
520.”

It’s not really the printer driver, admits
Staugas, that takes up so much space—
the 630 emulator driver should consume
all of 2K—but the data it uses. Each dif-
ferent size of font, for instance, requires
its own separate file. “We just have a bit-
map of the font,” says Staugas, “the exact
placement of the pixels. You just copy it
over to the laser printer—it's a matter of
blitting it, basically. With PostScript, they
don’t record the letters in that form. It's
just lines, circles. It’s described algorith-
mically. You don’t have to store the pic-
ture of the circle; you just store the for-
mula. It’s a description of a letter in al-
gorithmic terms, so that it can be scaled
and rotated. Ours is very difficult to ro-
tate, and its scaling looks ugly. You just
do some crude approximations.

“We're going to supply font sizes that
will work with most applications. The
letter-quality printing will be just great.
My driver for page layout will not be so
great. You'll have a word processor which
doesn’t show you what the page layout
will look like, exactly.”

So the laser printer may have an eco-
nomical price tag, but it certainly won't
be economical in its memory consump-

tion. The same can be said of a Formula
I race car. It can also be said that both
printer and car make proper use of speed.
A LaserWriter will take a few minutes to
set up the page; the Atari printer will be
a Ferrari, beginning the print process al-
most immediately.

The reason, Dave Staugas explains, is
that his software takes full advantage of
a programming feat you may not have
thought the ST could achieve: multipro-
cessing. “When you're using the Apple
LaserWriter, you've got three things that
have to be done serially: you have to send
the PostScript program over the serial link
from the host to the LaserWriter; then the
PostScript interpreter has to build the im-
age up into memory—that’s another proc-
ess. Then you start up the laser engine
and start sending data to the CRT scan.
Those are three serial processes; they
can't start until the previous one’s fin
ished”

Staugas describes his solution—and
again, he’s speaking as the printer driv-
er: “All that I have to do is wait until I get
a whole page’s worth of data from the
word processor. It's all internal; I'm sit-
ting [in memory], and the word proces-
sor is sitting there at the same time, and
if the word processor is slow, then I'm
slow. It can take less than a tenth of a sec-
ond if the word processor is decent.

If Atari’s final version of GDOS (Graph-
ic Device Operating System) is used “liter-
ally,” or by the book, a full-page layout
would be interpreted, from conception to
printout, as if it were one huge raster-
display image—those thirty-three DEGAS
pictures laid side-by-side, as we men-
tioned earlier. If the laser is to work with
any other computer besides a 4Mb Mega,
Atari’s programmers must conceive of
some way to overcome the memory inten-
sity- of GDOS.

Staugas’s solution for his emulator-
drivers is to have the memory for the
printed font set up in such a way that each
character is pointed to at the time the sin-
gle “scanline” of data is being conceived.
This way, instead of having over a mega-
byte of memory set up for one page and
extra memory for the font, the page con-
tents become composites of data blocks
from font memory—thus, the same mem-
ory serves two purposes.

“As soon as I've got the full page’s worth
of text,” Staugas explains, “I convert it to
an intermediate form so that I can have
all the pointers set up for each character
on the page. It's ready to go, once I start
the beam on the laser printer. I'm build-



ing these graphics as the beam is scan-
ning, so I don’t have to build the whole
page, then start up the printer.”

Assuming all goes according to sched-
ule, Staugas’ printer drivers should be
completed by press time. The printer
hardware, however, awaits the Mega,
whose completion depends upon the fab-
ulous bouncing blitter we spent most of
last month’s edition discussing.

The blitter bounces back.

Last month, we listed what was then
considered to be all the improvements
made to TOS to account for the inclusion
of the blitter. Leave it to Atari to come up
with more. Here, we present some more
TOS additions and changes, from official
Atari documents:

The internal real-time clock on the Me-
gas may now be set or read through X-
BIOS calls 22 and 23, settime and gettime.

There is a new XBIOS call. As yet un-
named, it is 64, and its purpose is to read
or set the blitter configuration. The pa-
rameter used is a 16-bit word referred to
as flag. If flag is set to ~1 beforehand, the
call will only read the configuration, not
set it. For any value of flag above -1, the
least significant bit (bit 0) turns on or off
(1 or 0) the hardware blitter. The config-
uration, whatever that may be, is returned
in machine register DO.

The mouse handler can now be set to
draw the mouse in XOR mode via Line-
A. In this mode, if a “set” pixel is over-
written by the mouse pointer’s “set” pix-
el, that pixel becomes “reset.” Thus, an
all-white pointer doesn’t disappear against
a white background, but becomes dark.

The AES now has two more working
functions, appl__trecord and appl__tplay.
It may be assumed their purposes are to
capture and reutilize AES event pipelines.

Previous hard disk drivers had to en-
large the BDOS folder pool on their own;
although they no longer have to, Atari
docs now state that, as a result, long pro-
grams may get longer. No reason is given
for this mysterious phenomenon. The
40-folder hard disk drive limit remains,
despite reports to the contrary.

VDI arrays are also being enlarged, al-
though, as of now, we know not how or
why.

The alert box, called through AES 52,
form__alert, now has a fixed maximum
number of characters per line, 30.

The timing in AES calls 21 and 25,
evnt__button and evnt__multi, has been
fine-tuned so all single, fast button clicks
will be returned as single button clicks at
all times, and not “buffered out.”

The “Open Application” dialog box that
appears after choosing a .TTP (TOS Takes
Parameters) program will no longer trans-
late lowercase characters to uppercase.

Machine registers D0, D1, D2, A0, Al
and A2 have often been automatically “de-
stroyed,” or written over, after placing
machine-language trap calls; now they’ll
be destroyed more often.

The OS header—the first memory ad-
dress in TOS—may move from its current
location at $FC0000.

Last month, we mentioned the addition
of a fast-format routine for use in XBIOS
call 10, flopfmt. Though that routine isn’t
being used in current TOS prototypes, the
routine is said to use -1 as its skew val-
ue; and the longword unused in the pa-
rameter table in that call is now a pointer
to a one-word-per-sector skew table.

There's one more major change to be
noted—a rather unfortunate one, but,
since were dealing with hardware, it
could not be avoided. When the Line-A
blit was software based, it was easy (even
“legal”) to start one blit procedure while
another was in progress. This was called
a “re-entrant blit.” Most hardware, by na-
ture, is not re-entrant; it would tie knots
in itself if it were. Thus, those programs
that invoke re-entrant Line-A blits, or
those interrupt routines that invoke a blit
while another’s in progress in the main
routine, go nuts and usually bomb.

Dave Staugas, a veteran of the blit, ex-
plains: “With the software blit, basically,
you could stack up as many blit calls as
you want—you could interrupt a blit call
and finish up a blit, and have no problem
with it. With the blit chip, though, we
can't save the status of the hardware and
execute another blit. Once you initiate a
blit, you have to let it complete. If you’re
in an interrupt routine, you can't interrupt
the proceedings with a blit in progress—
there’s a horrible interaction that causes
it to bomb. It’s only a matter of time be-
fore Leader Board just bombs.”

There are reports that, with the blitter
engaged, the Leader Board golfer moves
madly across the screen, as if the putting
green is, in fact, hot coals.

Status report interviews
a blitter and its new TOS.

Our other primary source this month is
a 1040ST, with blitter/TOS enhancement,
courtesy Atari’s Darryl May, representing
the corporation at its Dallas AtariFest.
With us was Mark Bruttell, MichTron’s
Customer Service Director.

Our tests with the machine suggest the
enhancement will have a greater effect on

future software than on the current line.
Many programmers—like Jez San for
Starglider and Dave Staugas for NEO-
Chrome—were able to write their own
software-based blits which were consider-
ably faster than the TOS Line-A software
blit. As a result, many programs will
show little or no speed improvement.

Apparently, TOS has also been changed
in some undocumented way, so that the
CONTROL-ALT-SHIFT key sequence used
as a break in MichTron’s GFA BASIC no
longer registers; software-based stops and
ends simply don't.

With graphically oriented programs,
the degree of change using the blitter can
be anything from imperceptible to uncon-
trollable. If there was any speed increase
in Aegis Animator, neither I nor Darryl
May noticed it. Tom Hudson’s CAD-3D 2.0
shows signs of a minor “turbo” boost. Of
the games tested, Goldrunner displayed
the most obvious speed increase. What
once was a minor tap of forward thrusters
now seems as if a brick was hurled onto
the full-throttle switch. At least in one
corner of the universe, warp speed may
be enjoyed in safety.

Dave Staugas tells us Atari’s reluctance
to ship the blit may have been due to an
embarassing underestimate of the final
price. “The design is good,” he says, “the
mask is good. The vendors we've been us-
ing have problems with the yield. It’s not
economical to produce the chip if the
yield isn’'t high enough, so we couldn't of-
fer it to you for $125. If we have a 5 per-
cent yield, we couldn’t sell it to you for
$125—which is what we think it should
go for, what the market will go for.”

He confirms Atari has chosen the “pig-
gybacking” method of installation, solder-
ing the 64-pin chip directly onto the CPU.

The power of the presses.

We often speak of the desktop publish-
ing revolution as if it related to the evou-
tion of the microprocessor. To ignore its
potential effect on the principle of free
speech would be like describing the first
printing press as a mere mechanism.

With the printing press, information
became a commodity like farmland, and
the voice of the ruler became only one of
many. People learned to disagree, to chal-
lenge with the word as they had with the
sword. Now, microelectronics has given
the people the press. Now, whatever is
said by the common person can be print-
ed as beautifully as it was conceived. Per-
haps this important vessel of reason will
lend importance to the word it carries. #
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by Ian Chadwick

Lee Pappas called me not long ago and
asked me to do a column on what makes
good software. Sure, I thought, fish in a
barrel. After all, that's what I'm always on
about, right? Should be easy.

Well, it's not. The more I thought about
it, the more I realized that—like a lot of
things in our lives—good and bad are
subjective terms when applied to software.
Basically, I came up with: “Software is
good when it does well that which you
expected of it.”

Sound a trifle wishy-washy? Perhaps,
but I couldn’t come up with any overall
laws governing something that’s as wide-
ranging as software. It's a lot like asking
“what makes a good book?” or “what
makes a good meal?” I tried two ap-
proaches: first, I assembled my own list
of good and bad software, and tried to de-
termine what made me put each piece in
its category. Then I called a few friends
and asked them to name pieces of soft-
ware they thought good or bad —not just
for the ST, although I paid somewhat more
attention to it than to other machines.
Bear with me, kind reader, because the
issue is not confined to one machine. I'll
have to use examples from several systems
to illustrate my points. However, at the
end of this diatribe, I do try to make a
point.

The answers I got didn't surprise me;
after all, I've heard a lot in the same vein
before—and I've been arguing the point
for years. But they didn't clarify the ques-
tion of what determines good or bad.

7 i
I
il

A writer friend told me he thought
WordStar was the best piece of software
he'd ever used. To me, WordStar is one of
the worst—it’s difficult to learn and use,
has nothing even vaguely intuitive about
it, has few mnemonic commands, has bad
documentation and produces files that
can’t be read by most other word proces-
sors without difficulty. He thinks it's great
and won't even try another word proces-
sor—it took him so long to learn Word-
Star that he doesn’t want to venture into
that process again. And now, having mas-
tered every nuance and quirk, he’s quite
proficient and efficient with it. He swears
he likes the way the program works.

Another friend, who recently bought an
ST after years working as a systems ana-
lyst in the mini- and mainframe computer
environment and with an old CP/M sys-
tem as his main home computer until this
spring, sang the praises of 1st Word
endlessly—another program I detest, for
different reasons. But to him, the simplic-
ity of GEM and the ability to perform
reasonably complex actions with a mini-
mum number of keystrokes was simply
amazing. After all, he was accustomed to
command-driven, text-oriented program-
ming. He waxed rhapsodic over the use
of the mouse alone.

Both these people are professionals and
both are well acquainted with the com-
puter field. Both use computers in their
daily lives to perform regular job-related
tasks. Yet both approach the tasks differ-
ently and want their software to perform
much the same task in almost radically
different manners. But Bill, the writer,



wants a program that does everything a
writing tool might do—while Bob, the
programmer, uses his to write letters and
shopping lists, and lets the kids do their
homework on it. So it comes down to sub-
jectivity, based on need for performance
again.

Ah, but are there not some essential ele-
ments, some basic blocks we can use to
measure quality? I wondered. Can we de-
velop a scale, say one to ten, to measure
certain features and determine, in vitro,
as it were, the quality of a product? Break
a program down to its molecular structure
and analyze each component against an
absolute scale? Not so easy, I learned.

Take, for example, the user interface.
I've said before that I like to do a lot of
things through the keyboard rather than
the mouse, and having to remove my
hands from the keyboard to activate a
command, rather than being able to do it
by key combinations, breaks the momen-
tum of my activity. Something like sav-
ing a file is a task I pause to perform—the
interruption to write to disk forces it, so
I don't mind having to add into that pause
the time to use the GEM file selector to
set the drive and filename. But something
like moving the cursor to the top of a file
and searching for a word is a task I want
to control through the keyboard. If T have
to stop and play around with a scroll bar,
then pull down a menu to get at the search
command, I find I'm wasting my time and
losing the thread of my work.

To me, therefore, a good ST program
offers an integrated dual interface—a key-
board command structure and a GEM

mouse/menu structure for those who pre-
fer it. In some programs, GEM is such an
integral part of things that I can’t imagine
the program doing the same job even re-
motely well without it. Look at Tom Hud-
son’s fabulous CAD 3D 2.0. On the other
hand, in DEGAS Elite he combines GEM
and TOS (non-GEM) functions so well
that you can't really tell they’re not one
and the same interface. And he supports
the whole structure with a series of key-
board commands for “power” users.

In the last version of PaperClip Elite
ever seen by BI, you couldn’t use the ar-
row keys to move from the start of one line
to the end of the previous one. Not a pro-
gramming flaw, this was something the
programmers wanted and felt was the way
a word processor should work. In order
to go backward this one space, you had
to go to the beginning of the line above,
then move the cursor over to the end. That
sort of design is what I call seriously
flawed. It’'s about as friendly to the user
as a hungry crocodile—and about as pret-
ty. This is, of course, a problem that of-
ten occurs when one lets programmers,
rather than end users, design the specifi-
cations.

Another thing to consider is how well
a program handles the activities in the in-
terface. How many games have you en-
countered that don’t have a “quit” button
or command? Seems incredible, but many
don't—you have to shut the machine off
in order to exit. It’s like having to turn off
your car every time you come to a stop
light. This is not only silly, it shows a crit-
ical lack of awareness of the user’s needs.

In my column in Strategy and Tactics
magazine, I've regularly raked companies
over the coals for selling games in which
cursor positioning is an integral part of
play—and yet not providing a joystick
routine to accomplish it. Instead, you
must play - with hands continually poised
over the keyboard, to perform a task sim-
ply and easily handled by a natural joy-
stick movement.

When computers come with built-in
joystick ports and handling routines, this
omission says a lot about the lack of de-
velopment and testing, not to mention the
abilities of the programmers. SSI, of war-
game fame, has produced a lot of good
games crippled by this glaring oversight,
and they continue to do so—Roadwar
2000 on the ST requires keypad cursor
movement when a simple joystick control
would make the game 100 percent friend-
lier.

Imagine buying a word processor to
find that it wouldn't save a file. It might
format, search and print, but not save.
Sounds crazy, right? You'd never buy it;
it would offer little that a typewriter
couldn’t provide. But what about a game,
say one that could take four, five, maybe
as long as eight hours to complete? What
would you think if you couldn’t save a
game in progress, but had to start from
the beginning each time, and play either
to the end or until you ran out of chances
and “died”? Crazy? Broderbund’s popu-
lar Lode Runner was thus flawed. It was
otherwise a great game, but one that I (like
many others I know) never played after the
first two or three times—because we
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couldn't save it midway through the game.
To my mind, that makes for bad software,
no matter what other strengths it has.
MichTron had the sense to revise Time
Bandits to permit saving, much to their
credit.

The original version of a popular IBM
program, Ability, offered a telecommuni-
cations program, but it wouldn't let you
download files—just capture text. Think
of how useful that would be on Delphi or
CompuServe!

Let’s look at some other items. Ever use
a spreadsheet? I've used several, on a lot
of different machines. When I got my ST,
I transferred all my income/expense tem-
plates over to A-CALC from Macintosh
Multiplan format. But A-CALC, while be-
ing reasonably good, is plagued by a sim-
ple, annoying and avoidable data entry
flaw. In it, you need to double-click on a
cell to enter data in it—unnecessary, but
you can learn to live with it.

The real irritation is that each cell ac-

lan’s Quest continued

cepts only one data type (value, text or for-
mula), and, in order to specify which, you
have to press TAB to cycle through the
choices. It’s an extra step that shouldn’t
be required of the user. After all, 1-2-3,
Multiplan, Supercalc, VisiCalc and Per-
fect Calc never required it—they all have
more intelligent methods to determine the
data type. In Multiplan, anything that
starts with an equals sign is a formula;
anything that starts with a number or an
arithmetic sign is a value; the rest is text.
If you need, for some reason, to force an
exception to this rule, it’s easy to do so
with a special character prefixed to the
data. (Not having seen it, I can't answer
whether or not the new A-CALC Prime
continues this bit of folly.)

Another area I constantly harp on in
word processors is the ability to search
and replace carriage returns and other
characters outside the normal number/
letter range. I use this simple feature con-
stantly, to remove excess CRs from text

files I download or port from another
computer. Anyone who has ever done this
knows the frustration of trying to refor-
mat text without this function. It’s the
main reason I continue to use ST Writer.
But, while easy to implement, it seems to
have been ignored by far too many peo-
ple designing word processors. Personal-
ly, since it’s so essential to my daily writ-
ing, I'll never use a word processor that
doesn't have this capability, nor can I con-
sider one without it a “professional” pro-
gram.

Documentation is, as some of you may
know, rather close to my heart, since I
write and edit it for a living. I've seen a
lot of good programs hampered by poor
documentation. The PC version of Word
Perfect is a shining example of a great pro-
gram with an abominable manual. It’s ar-
cane, explains things poorly, is awkwardly
organized, and, in order to learn how to
use a feature, you have to read about it
in the tutorial, then the reference and

ATARI USERS’ GROUPS

Pasadena Area Local Atari Computer Enthusiasts (PALACE)
220 N. Encinitas, Monrovia, CA 91016
Meetings; BBS; newsletter.

Pikes Peek Poke Atari Computer Enthusiasts (A3ACE)
P.O. Box 9282, Colorado Springs, CO 80935
Meetings; newsletter. President: Eric Kowalski.

Gainesville Atari Group (GAG)
6733-B SW 5th Place, Gainesville, FL 32607-1706
Meetings; newsletter. President: Darin L. Delegal.

Mid-Florida Atari Computer Club (MFACC)
887 Benchwood Drive, Winter Springs, FL 32708-5114
Meetings; newsletter. President: Craig L. Kaplan.

Wells Atari Computer Owners (WACO)
505 Meadow Lane, Bluffton, IN 46714
Meetings; BBS; newsletter. President: James Davis.

Capital Hill Atari Owner's Society (CHAQOS)
P.O. Box 16132, Lansing, Ml 48901
Meetings; BBS; newsletter. President: Leo Sell.

Long Island Atari Computer Enthusiasts (LIACE)
P.O. Box 382, Bellport, NY 11713
Meetings; newsletter. President: Mike Ferrara.

Atari Computer Enthusiasts (ACE)
3662 Vine Maple Drive, Eugene, OR 97404
Meetings; PD library; BBS; newsletter.
President: Kirt Stockwell.

White Rose Atari Computer Enthusiasts (WRACE)
2413 Carllyn Drive, York, PA 17403
Meetings; BBS.

West Texas Atari Users' Group (WTAUG)
8215 Goodnight Trail, Amarillo, TX 79110
Meetings. President: Pete Coombes.

San Angelo Atari Computer Enthusiasts (SAACE)
P.O. Box 60993, San Angelo, TX 76906
Meetings; newsletter: Hardcopy!!

President: Joanne C. Miller.

Milwaukee Area Atari Users Group (MIL-ATARI)
P.O. Box 19858, West Allis, W| 53219-0858
Meetings; BBS.

Nanaimo Atari User Group
3326 Rock City Road #113
Nanaimo, British Columbia, VIT 3H6, Canada
President: Andy Barclay.

Merserside Atari Club (MAC)
24, Oakdene Rd., Liverpool
Merseyside, England L4 2SR, U.K.
ST Group; contact Mike Lynch.

ATTENTION USERS’ GROUPS
If you would like your organization to be listed here, send information (and newsletter, if appropriate) to ST-Log
Group Listing, P.O. Box 23, Worcester, MA 01603. ST-Log is not responsible for errors in copy.
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(usually) the special features section—
three places in which, too often, only a
part of the explanation is found.

My wife told me about the problems
she and her fellow workers had when they
first got their PC, and tried to learn to use
it and the software they were given with
it. One program was Lotus’s famous 1-2-3.
The tutorial tells you to type the data ex-
actly as shown, in order to follow their
lessons. So they were reading through
and working on it, and came to a line like
ENTER 100. This meant, of course, to type
100 in the selected cell and press ENTER.
But nothing told them that—and, being
accustomed to typewriters with a RE-
TURN key, they assumed the line meant
press ENTER then type 100.

Of course, nothing worked right—and
it was a long time before they figured out
why. That’s an example where the docs
should have been made more explicit, as-
suming unfamiliarity with jargon.

The initial release of MichTron’s GFA
BASIC suffered from what might easily be
described as the worst manual for an ST
product ever. If it hadn't been for the qual-
ity of the program and the stamina of its
users, the package would have died right
away. Again, MichTron had the sense to
rewrite, update and revise the manual (al-
though they foolishly bound the pages,
rather than using the more practical bind-
er style).

Of course, the flip side to the documen-
tation issue is that the worse it is, the
greater the demand for books on the pro-
gram, Thus, there’s a greater opportunity
for writers like myself to enter the field.
Of course, that too often ends up produc-
ing an overwhelming glut of books on a
particular topic—and the books also serve
as manuals for any pirated copies of the
program.

The efficient use of computer resources
is a key issue in determining how good
a program is. I've already mentioned the
idiocy of not providing a joystick routine
in a computer designed for it—a great ex-
ample of poor resource use. Another is
memory management.

The earliest versions of MacWrite could
only manage a document up to about ten
or twelve pages long. Professional? Not
even close. (The latest versions of Mac-
Write, without the size restrictions, are
still clumsy, weak and ungainly word
processors, ill suited for anything profes-
sional or important.) Perfect Writer, on my
64K Kaypro 4, can manage a text file as
large as a disk (400K), by loading only
segments into memory at a time. But the

first IBM translation of the program (the
PC was then also a 64K machine, remem-
ber. . .), couldn’'t even do that. After 40K,
it choked and crashed.

DataSoft has produced some pretty
good programs, with simple idiocies in
them that, if avoided, would make them
a lot better. Take Mercenary, for example.
Every time you play—even returning to
a saved game—you have to go through
the agonizingly long intro. The first time
it's cute. After that, it's merely annoying.
I find it irritates me so much that I won’t
play the game any more. At least in Al-
ternate Reality, they let you get out of it
by pressing the spacebar. But A.R. has
one of those stupid endgame situations
where you have to reboot the computer if
you die—something which again reduces
its repeat play value for me.

What else makes a program good or
bad? Well, the visual interface for one.
Good graphics get me to appreciate a
game more than mediocre efforts. King’s
Quest II uses graphics that seem identi-
cal to the 8-bit versions—something that
annoys me no end. After all, I paid good
money for a machine with higher graph-
ics capability, so why should I pay for
8-bit graphics in my software? Not that
they have to be art masterpieces, but ele-
gance can be had simply.

Sundog from FTL has better graphics
than its 8-bit versions, and, when seen
side by side, the difference makes the ST
version stand out. Look at the terrific
graphics in Time Bandits. It’s a superb ex-
ample of what can be done. (MichTron’s
latest, GoldRunner, is a good arcade game
with nicely crafted graphics, marred by
a protection scheme that makes it impos-
sible to save high scores. The program
hangs and requires a system reboot —at
least on my copy, and on those of two oth-
er people I know.)

Good graphics don’t necessarily make
a good game, however; Mindscape’s SDI
has a lot of good graphics, but the flight
controls are sluggish, the action slow and
the plotline, well, juvenile. Electronic Arts
translated FireFox for the ST from other
computers. The result is bad graphics and
bad action, making it one of the worst
games of the year.

Activision’s Little Computer People has
graphics that look a lot like Commodore
64 screens, which they probably are. The
program is stunning in another manner:
its total lack of purpose. It struck me as
the software incarnation of the word
pointless. Thinking it might be just my
adult point of view, I gave it to a friend

with two girls, 8 and 11. They lost interest
in it within a few minutes, declared it stu-
pid and went off to play elsewhere. I was
gratified to have my impression second-
ed by experts.

Why are there so many little nuisances
in otherwise good software? In part, be-
cause programmers do a lot of the design.
Many are simply not qualified for this;
they may program like geniuses, but when
it comes to creating specifications, they're
fish out of water.

Another nuisance is that too many pro-
grammers and small software companies
work in a void. They never check out the
competition, especially that on other sys-
tems. There’s nothing wrong with taking
a good idea or a good implementation and
writing your code around it—why rein-
vent the wheel?

Good design demands that a program
be developed by a broad spectrum of peo-
ple—users, programmers, marketing ex-
perts. Who can best design a tractor: a
race car driver or a farmer? Who can best
design a word processor: a writer or
someone whose writing is mainly done
with a text editor for source code? With
all due respect for their talents, program-
mers seldom have the breadth of knowl-
edge, the user experience or the practical
experience in the business world to de-
sign a variety of products.

So what makes software good? Design,
I suppose, is the key issue. After all, it,
more than any other single thing, deter-
mines the quality of software. Without
proper, well developed design work, you
end up with software in the discount sale
bins a few months after its release—or,
less fortunately, on buyers’ shelves gather-
ing dust after one or two attempts to use
it. And I, for one, think we're long past
having to put up with that sort of thing. #
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If you’re into programming, or if you
want to be, you won’t find a better
system for your Atari ST than ALICE:
The Personal Pascal. Already popular
on the IBM-PC, ALICE now brings
easy, interactive programming to the
Atari ST.

ALICE is, without question, the best
way around to learn about computers
and programming. Beginners can even
order our ALICE based textbook for
only $19.95 with ALICE.

Even if you're an expert, ALICE
makes it easier to write, test and
especially debug programs. ALICE’s
extensive Pascal improvements in-
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can use and most of the extensions of
Turbo Pascal. The surrounding
examples just give a glimpse at how
easy it is to put programs together
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Further instructions.

by Douglas Weir

There are supposedly three types of statements necessary
in any useful programming language. First, you must be able
to execute sequential statements. Second, you must be able
to branch from one part of a program to another, depend-
ing on a specified condition. Third, and finally, you must
be able to execute a group of statements again and again
any arbitrary number of times. BASIC, for example, imple-
ments the first type by consecutively numbered program
lines, the second by GOTOs and GOSUBs, and the third —
looping—in various ways: an IF statement followed by state-
ments to be executed and a GOTO back to the IF, or, in more
recent implementations, WHILE or FOR loops.

So far, we've learned how to use sequentially executed
instructions in 68000 assembly language, and we've had a
hint of how to branch or jump to other sections of executa-
ble code. This time we'll learn a common way of doing both
kinds of jumps— “returnable” and “nonreturnable” —and
we’ll also learn how to write a simple loop.

Loops and, usually, branches both require a capability
to test a condition and make a decision on the basis of that
test. There are times when an unconditional branch is use-
ful, as any BASIC programmer knows. Loops, however, must
always come to an end, and the only way they can do so
is by continually testing a condition which is at first true,
while the loop continues, but later becomes false, when the
loop ends. So we must first learn how to test conditions with
the 68000.

Condition codes.

To do so, we must introduce a new area of the chip: the
“Condition Codes Register.” Although this register is a full
byte in size, only the lower—rightmost—5 bits are used.
Unlike all the other registers we've looked at so far, the CCR
(as it's abbreviated) is not used to store numeric values, nei-

ther data nor addresses. Instead, each single valid bit is used
as a separate “yes/no” flag to record certain specific results
of various 68000 instructions. These results are automati-
cally monitored by the 68000 whenever any instruction
causes them to change, and they are then (also automati-
cally) recorded into the CCR bits.

Let’s take a simple example to see how this works in prac-
tice. Bit 2 of the CCR, the Zero flag, is used by the 68000
to record whether or not the “result” of the last instruction
was “zero.” I've put these two words in quotes because they
have a somewhat broader meaning in this context than you
might expect.

If, for example, you were to execute an instruction which
subtracted the number 2 from register dO, which also con-
tained 2, then as a result register dO would contain the val-
ue 0. In this case the Zero flag in the CCR would be “set”
—i.e., would have the value of 1, meaning “yes, the last in-
struction had a result of zero.” On the other hand, if dO had
contained 3, then the result of subtracting 2 would have
been to leave dO containing the value 1. The Zero flag would
in this case be automatically “reset” —given the value of 0,
meaning “no, the last instruction did not have a result of
zero.”

This is just what one would expect. However, the Zero
flag is affected by many other instructions. Among them,
perhaps surprisingly, is move. If the 68000 executes an in-
struction that simply moves a zero into a data register, the
Zero flag is set to 1; if a nonzero value is moved into a data
register, the flag is set to 0. This allows a programmer to
both move a value and set up a condition with one in-
struction.

How do you know which instructions affect which flags
in the CCR? By looking up the definitions of the instruc-
tions you want to use. Part of the definition of each instruc-
tion consists of a statement of which condition codes are

July/August 1987 # ST-Log 71



Assembly line continued

affected by the instruction, and when. It’s very important
in assembly language programming to be sure about what'’s
happening to the condition codes. For example, moveing
data into data registers affects the Zero flag, but the flag
is not affected by moves into address registers. Knowing
these rules well is just as important for a programmer as
knowing the tax code is for a corporate lawyer, and it can
be just as advantageous.

Branching. . .

Fine—that’s how a condition is recorded by the 68000,
but how does the programmer go about using this feature?
There are in fact several 68000 instructions that allow one
to tinker directly with the CCR’s contents, but they aren’t
often needed. Conditions are used, most of the time, to de-
termine flow-of-control decisions. So the 68000 provides
the programmer with a set of branch instructions, each of
which tests one or a combination of CCR flags and then
branches—or doesn’t branch—to a location, depending on
the result of the test. Whenever a branch is not taken, the
68000 continues execution with the next sequential instruc-
tion, just as if nothing happened.

For example, consider the following series of instructions:

movew #4,d0 counter=4
loop: nop do nothing
subq.! #1,d0 decrement counter
bne loop if not zero, loop
start: move.| #8,d0 new important activity. . .

We start by moveing 4 into the register dO. The next in-
struction, which is labelled loop, does nothing. That’s right
—nop means “no operation.” Almost every assembly lan-
guage has a nop. For a long time programmers were unsure
just what to do with such an instruction, until someone dis-
covered that it made a great placeholder in memory. And
that's what it’s been used for ever since. Whenever you want
to reserve—for any reason—some space in executable code,
you can simply fill it up with nops. I've put one here just
so I could say something is happening in this line of code.

The next instruction subtracts 1 from the contents of dO.
The subq instruction, as you might expect, means “subtract
quick,” in the same way that addg means “add quick,” as
we learned last time. The next instruction does two things.
First, it tests the Zero flag in the CCR. Then, if the flag in-
dicates that the last instruction executed did not have a re-
sult of zero, meaning that our loop counter, dO, has not been
exhausted, it loads the program counter with the address
represented by the label loop. Otherwise, the program count-
er is loaded, as it normally would be, with the next sequen-
tial instruction, which also happens to be labelled in our
example.

In other words, the bne instruction branches back to the
label loop if the loop counter has not been decremented to
zero. As soon as the count is zero, execution “drops through”
to the next instruction following the bne, as if there were
no branch at all.

The result of all this is that the “body” of this loop—
namely, nop—is executed just as many times as the num-
ber originally put into the loop counter. There could have
been many more instructions between the nop and the subg-
bne pair which terminates the loop, and they would all have
been executed as many times. This then is a nearly exact
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equivalent to a WHILE or FOR loop construct of a typical
high-level language.

What does the bne stand for? “Branch not equal” —not
equal to zero, that is. Branch to the label indicated if the
result was not zero; otherwise, don’t branch.

As I mentioned, there is a whole series of branch instruc-
tions, designed to test the five separate conditions and var-
ious combinations of them, and branch or not branch to an
indicated destination depending on the result. We'll be
learning the rest of the condition codes and the branch in-
structions as time goes on. They all work in exactly the
same way; only the conditions are different.

.. .and branching to a subroutine.

You've probably noticed that I've said nothing about re-
turn addresses yet. That’s because the branch instructions
we've been discussing do not save a return address—they
either branch or don’t branch, and that’s all there is to it.
There is, however, another kind of branch instruction that
does save a return address—bsr, “branch to subroutine.”

Bsr has nothing to do with the CCR. It simply loads the
program counter with the address represented by the label
in its destination field, and, as a result, the 68000 starts
executing instructions from this new location. At the same
time, however, it saves the address of the instruction im-
mediately after the bsr, and pushes it on to the stack. Now,
all we need to do to “return” from the subroutine is pop
this address off the stack and load it into the program count-
er, and presto—the 68000 will be back where it would have
been if it had “fallen through” the bsr instruction instead
of branching. As we learned last time, there is an instruc-
tion that does precisely that: namely, rts, “return from sub-
routine.”

Although bsr is not affected by the condition codes, it’s
easy to set up subroutine calls based on conditions. You
simply branch “around” the bsr using a branch instruction
that tests for the opposite condition. Or you can label the
bsr itself, and branch to it or not, depending on the origi-
nal condition.

The program.

Having done most of the necessary theoretical work, it's
time to take a look at this month’s program. Type it in, then
assemble and link it under COMMAND.TQOS, following the
same steps as for our first program from installment 2; how-
ever, you should give the file a different name (try X—I'm
fond of it). As before, the source code is compatible with
the AS68 assembler from the Atari Developer’s Kit. Now run
the program either as a .TOS file from the desktop or by
typing its name from COMMAND.TOS.

The program begins by printing a Hello message, then
waits for you to strike some keys. It will display the keys
you type, but pressing RETURN will only move the cursor
back to the beginning of the same line, without moving it
to a new line. However, if you press the ESCAPE, F10, up
arrow or down arrow keys, a message is displayed identify-
ing the key you pressed. If you press F1, the program prints
Good-bye and terminates.

As you know, pressing the ESCAPE or cursor or function
keys will normally not display anything at all. What’s more,
the two latter groups don’t even return ASCII values. These



keys are detected by means of their “scan codes.” Scan codes
are values unique to each separate key on the keyboard,
which low-level system routines use to identify keys. The
ASCII values that are typically returned to, say, a BASIC
statement are built by the system from the original scan
codes. It turns out that the same GEMDQOS routine that re-
turns ASCII keycodes also returns scan codes, and we'll
soon see how to access them.

The first four instructions should be familiar—they use
GEMDOS function 9 to print the sign-on message, just as
in our first program. The next instruction—bsr keycodes—
branches to the label keycodes and saves the return address
of the call. Some time after the branch is made, an rts in-
struction will be executed. When that happens, the 68000
will “return” to where it would have been if the bsr had
never executed —namely, the move instruction immediate-
ly following. The next five instructions print the sign-off
message and execute a GEMDOS 0 call, which, as we know,
ends the program and returns to the operating system.

The subroutine.

Right after this comes the label keycodes. This is where
the 68000 “comes” when the bsr above is executed, and
everything between this location and the concluding rts (in-
clusive) is, therefore, a subroutine which we can call “key-
codes.” Let’s look at what it does.

The first three instructions call GEMDOS function 1. If
you look this function up in one of the standard references
available, you’ll find that it's called “Conin” (from “Console
In"). Calling GEMDOS 1 gets you the ASCII code of the next
key pressed. This code can be found in the low byte of reg-
ister dO. (This is a pretty standard rule on the ST—sub-
routines, if they return a value in a register, return it in d0.)
The documentation also tells us that the scan code of the
same key is returned in the low byte of the high word of
register dO. It’s easy to get the low byte of a register—just
specify a .b data size field and move the value. But how
can we isolate and retrieve byte 2 (counting from 0 from
the right)?

Since individual bytes within a register do not have ad-
dresses, we have to tackle this problem in a different way.
There are at least three ways of going about this in 68000
assembly language; I've chosen to introduce a useful but
simple new instruction.

The logical shift.

The 68000 provides a set of instructions that allow us
to “shift” the contents of registers, bit by bit, in either direc-
tion. The Isr instruction— “logical shift right” —moves the
contents of the destination data register as many bits to the
right as is specified in the source field. The number specify-
ing the shift count is, of course, an immediate value.

As the register’s contents are shifted, the bits that “fall
out” of the right “end” of the register are lost (there is no
truth to the rumor that a company in California is develop-
ing a gadget that will save these discarded bits, reassem-
‘ble them into bytes, and allow you to use them as extra
memory). On the other end, zeros are shifted in to take the
place of whatever data has been moved over. That’s why this
is called a “logical” shift—nothing special happens, only

what you’d expect. (An “arithmetic” shift, on the other
hand, does have such a special property.)

One restriction on the form of the instruction we're us-
ing is that the shift count specified cannot be greater than
8. So, in order to move byte 2 over to byte 0’s position, we
have to repeat the operation, thus moving d0’s contents a
total of 16 bits to the right, and gaining access to the scan
code, which is now the low byte of dO.

With the scan code ready to be examined, we can now
load registers a0 and al with the base addresses of a cou-
ple of tables, and d1 with a loop count. Now we can find
out what scan code we have—or, at least, what codes we
don’t have.

The tables.

First, the tables. There are two of them: codes and keys.
Codes can be found in the label field, where you'd expect
it. In the next field is a new assembler directive, equ. The
directive equ stands for “equals” or “equates to.” For exam-
ple, the sequence F1 equ $3b (see the very beginning of the
data segment) assigns the hex value 3b to the label F1. I can
now use this label in my program instead of the number.
There’s one important thing to remember. Equ does not re-
serve any space in the assembler’s work area, and no ob-
ject code is generated when it is used. Instead, the assem-
bler simply “remembers,” as it assembles your source file,
that you want F1 to stand for $3b. Once the assembly is over,
and $3b has been used in all the places you specified with
F1, all other trace of the equ “operation” has disappeared.

For this reason, directives like equ (most assemblers have
them) are sometimes called “pseudo-operations,” because
they look like “genuine” machine operations in the source
code, and yet they don't generate any object code.

At the beginning of the codes table you’ll find the line
codes equ*. The * is, in this case, a special symbol that
stands for the current value of the assembler’s location count-
er (which we discussed last time). In other words, this line
of code assigns to the label codes the assembler’s current
working location in memory. This lets us record in an easy
way the starting, or base, location of the table of values that
follows.

Four lines follow, each reserving a word of memory, as-
sociating it with a label, and initializing it with a hex val-
ue. These latter happen to be the scan codes for each of the
keys identified in the comment field. Note that F10, for ex-
ample, is a label associated with a real address. F1, howev-
er, can't strictly be called a label at all, since it doesn't
represent an address—rather, it’s just a name associated
with a value. Note also that the addresses “labelled” by
codes and ESC are the same—codes is used as a convenient
reference point for the programmer. At the end is another
equate I've inserted to record the number of items in this
table, four. The reason I didn’t use equs in this table will
become clear in a moment.

The second table, keys, looks more complicated. Its base
is labelled as was the codes table. The last four items here
are strings containing the messages to be displayed when
one of the four “special” keys is pressed. Each string is pre-
ceded and followed by a linefeed/carriage return sequence,
to separate the message from what else may be on the cur-

July/August 1987 # ST-Log 73




Assembly line continued

rent line at the time, and terminated, of course, by a zero.
I've also labelled the “end” of the table—really the first byte
after the end of the table—with k__end, although i don’t
use this label in the program.

What about the first four items? Each consists of a “de-
fine constant” code, with a longword size specifier, followed
by the label of the next of the four strings. This has the ef-
fect of inserting the addresses of the strings, in order, as
the first four items of this table. In effect, we now have an
array of four strings which we can index almost as easily
as we could in C or BASIC.

Note that address items are not labelled —there is no re-
quirement to label a line of code using the dc directive. I
labelled keycodes in the first table, but purely for reference
—1I don’t use the labels in the program. The equ pseudo-
op, however, for obvious reasons, does require a label.

Using the tables.

Now let’s see what happens in the rest of the subroutine
keycodes. As noted, the table base addresses are loaded into
two address registers. The number of items in codes is load-
ed into d1; this will be our loop counter. Now we’re ready
to go.

You'll recall that the scan code we want to look at is still
in register d0. We now want to see whether this code match-
es any of the special codes we're looking for. In high-level
languages we determine whether one value is equal to an-
other by “comparing” them with various Boolean operators.
At the assembly language level, however, we now find out
how a computer really compares two values: it subtracts one
from the other. If the result is zero, the values are equal.

Obviously, performing a subtract operation each time we
want to do this is going to be somewhat laborious: we'd have
to save a copy of the operand subtracted from, in order not
to lose it as a result of the operation. The cmp— “compare”
— instruction rescues us from this situation. It operates like
a subtract. The source operand is subtracted from the desti-
nation, and the condition codes are set just as before. The
only difference is that cmp has no effect on the operands.
So we can perform all the compares we want without worry-
ing about what’s happening to the values being compared.

The first line of code after the label loop (the assembler
considers this to be one single line, although I've broken it
up in the source listing, for clarity) compares the first item
in the table with the contents of dO. Both items are word
size: the scan code in dO is in the low byte, but since there’s
nothing in the next byte (we know that GEMDOS 1 returns
byte values), there’s no harm in looking at the two bytes to-
gether. The address mode used to access the table is Ad-
dress Register indirect with Postincrement. We learned it
last time in connection with stack operations. Here its use
has nothing to do with a stack. It simply reads the current
table item for us and then automatically increments the val-
ue in al so that it points to the next item.

If the two values are not equal, then the bne instruction
causes a branch down to the label next. Here we add 4 to
the value in a0; this register now points to the address of
the next message in keys. Then we subtract 1 from the loop
counter, d1. If the result of this subtraction is 0, then we've
looked at all the values in our table and the loop is finished.
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We now, as a last resort, compare the scan code to the val-
ue we equated to F1. If they’re equal, then our special “exit”
key has been pressed, and we return from the subroutine
by executing an rts. Otherwise, we branch back to the line
labelled keycodes, wait for the next keypress, and try again.

In the body of the loop, what happens if one of the codes
does match the value in dO? In that case, all we have to do
is push the current value of a0 onto the stack—we know
that it points to the address of the message string that “goes
with” the current compared scan code—and execute a
GEMDOS 9 call, displaying the string.

Now you should be able to see why we had to use the
dc directive to reserve actual space in memory for the ta-
ble items, but not for the F1 value. Our tables work just like
arrays. Instead of looking through them with subscripting
operations, however, we have to use the addresses of the
table items. But in order to have addresses, the items ac-
cessed must exist in memory. On the other hand, our final
comparison for F1 is a one-shot affair. There’s no reason not
to code the value directly into the instruction, since there’s
only one value. I could have declared F1 and accessed it
the same way as I did the table items, but there would have
been little reason for doing so.

Also note that, because I am storing word and longword
values in these tables, it is necessary to use the even direc-
tive to make sure the tables begin at even addresses.

There’s one last trick at the end of the program, which
I should mention. Note that I didn't bother to pop the argu-
ments to the last GEMDOS 9 call (to display the sign-off)
before executing the GEMDQOS 0 call. That’s because GEM-
DOS 0 doesn’t use a return address from the stack to re-
turn to the operating system, and it automatically restores
the stack situation as it existed before the present program
began execution. In this case, then, I can get away with ne-
glecting the stack, since I won’t be using it any more.

The codes and keys tables could be made more efficient
by being combined into one table. To take full advantage
of such an arrangement, though, we need to learn a new
addressing mode. That will be one of the items on our agen-
da for next time. In the meantime, play around with the
table organization and see what you come up with. #

(Listing starts on page 80)
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SPECIAL INCLUSION

Create your own sprites and icons

with this easy-to-use program.

by Peter Beery

The Raster Sprite Editor (Raster, hereafter) is a general-
purpose sprite-editor/graphics-shell. Nested menus and a
variety of help messages make this program easy to use in
all three ST resolutions.

The C listing is too lengthy to publish in these pages, so
our readers will find it on the disk version and on the Atari
Users’ Group SIG on Delphi. Additionally, the Megamax C
source code contains a number of routines that may be of
general usefulness to other C programmers—including the
management of menus, raster copies, and disk I/O (with
folder access allowed). Here is a list of program features.

Sprite Editor.

Cut and save sprites from any NEO-Chrome or DEGAS
file. Save as hex code for direct inclusion within your pro-
gram, or save in the SPR binary form that can be loaded
directly into screen memory by your program.

Picture Editor.

Convert pictures from NEO-Chrome format to DEGAS,
and vice versa. Working with two files simultaneously, you
can paste images from one to the other using any of the six-
teen standard raster copy modes. There’s also an addition-
al, “masked” mode, which lets the background show
through the clear portions of the sprite. Save the result in
either of the two formats.

Demo Mode.

This works in the same manner as the paste function, but
doesn't alter the original picture.

Graphics Shell.

Run DEGAS, NEO-Chrome or any other GEM program
from within the shell. When you return, the contents of all
six picture buffers will be as you left them.

Touch Up.

Compose new artwork or touch up the old with the built-
in drawing and fill functions. An additional feature allows
you to include your own custom drawing routines. The pro-

gram LINE__FAN.PRG (on the disk) serves as an example
around which you can design these routines.

Picture Buffers.

There are two primary picture buffers, two working
screens (one shown, one hidden), one sprite buffer and one
sprite mask buffer.

Top Menu.

This is the user’s I/O interface. All disk and shell opera-
tions are handled here.

Bottom Menu.

This is the “work” menu, where all cutting and pasting
functions are located, including the demo routine. Many
of these routines prompt for the “next logical” menu selec-
tion following some action; for example, “show sprite” af-
ter a cut operation. This provides a shortcut to using the
menus in many situations. Additionally, most operations can
be repeated by simply pressing the mouse button anywhere
on the screen. This mode, which is not the default, can be
selected with the “toggle auto repeat” option under the “mis-
cellaneous” selection on the work menu.

Touch-up Menu.

This is the level that allows you to create or modify any
of your art, including masks, sprites and/or picture files.

On the menu.

Most of the menu items are self-explanatory, so I'll limit
myself to explaining those that may confuse you.

LOAD. . .DEGAS Picture or LOAD. . . Neo-Chrome Pic-
ture will flip up a file selector box showing the default drive.
Choose another drive or folder if you need to. The picture
will load into the oldest picture buffer, then display it. Thus,
if you load two pictures, both will remain in memory.

SAVE-Append Pic allows you to add the current picture
to the end of any other file. It only adds the screen informa-
tion (32000 bytes), and ignores any palette or resolution data.
This allows you to have several screens of data in one file
and still keep the NEO-Chrome color-rotation information,
for example.
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EDIT-Horizontal Flip creates a mirror image of the cur-
rent screen.

EDIT-Vertical Flip flips the screen about the other axis,
so that words, etc., become inverted.

DEMO-Exchange Buffers will flip the active and inactive
picture buffers. The active file is the one that is shown. It
can be altered via the paste routine.

MODE-Masked selects the masked mode. See below for
a quick word about masks. The important thing here, how-
ever, is that this mode allows the use of solid sprites which
have any shape.

MODE-(The rest) sets the current paste and demo modes.
These are the logical operation modes used by the vro__-
cpyfm VDI routine.

EDIT-Restore is a boo-boo rectifier which will only work
immediately after a paste or touch-up operation. It's that
“one more” chance you've always hoped for.

DEMO-Ghost is a demonstration that ignores the current
mode and uses the source “ORed” with the destination (in
C: S| D) in its place.

DEMO-Solid is the same as the above, but yields a
“masked” copy.

EXTRA-User Functions. When you select this menu item,
you’'ll get a file selector that lets you load any program you
have stored on disk. It puts you back into the touch-up buffer
and then runs the program. Thus, any changes made on this
screen by the program will be permanent. This allows each
user to add custom routines written in any compiled or
stand-alone language.

MODE-Spill Bucket selects and/or does contour fill.

DESK,MISC.,EXTRA- *.acc are desk accessory access
points. Note: use the control panel accessory to edit colors.

A word about masks.

The mask used in this program is a simple one. It sets
all pixels of color index 0 to color index 1. All other pixels
are set to color index 0. This creates what looks like a black-
and-white negative of the sprite. This mask is ANDed with
the screen. Everywhere the mask was white, the background
scene shows through. Everywhere the mask was dark, the
background is blanked out. When the sprite is ORed with
this result, it fits nicely into these blank areas.

Note that there’s nothing special about using color index
0 in the first part of this mask. You, the programmer, can
use another—or several others—so that some of your sprites
have colored, translucent sections. Your imagination is the
limit.

Using it.

First of all, the best way to understand the many features
and shortcuts in Raster is to play with it. For now, howev-
er, let me give you a few hints, and also outline the proce-
dure to follow for some of the most common uses.

(1) Read the alert boxes. They’ll tell you how to use each
feature. When they say press this button or hit this key, it
generally means press and hold for a fraction of a second.
I haven't used single-or double-clicking in this program; if
you're too quick on the button, the command will be ig-
nored.

(2) If you use a desk accessory, you may find the screen’s
dirty and needs to be redrawn. Press and hold the mouse
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button anywhere on-screen. When you let go, the screen
will redraw itself. This will work on either of the top two
menus. For the touch-up menu, the redraws are mostly au-
tomatic. The exception is if you drag the accessory too far
from the middle of the screen. If this happens, it will be
overwritten. While the problem can be overcome with a lit-
tle patience and a good memory, it isn’t a whole lot of fun.
Hence, I suggest that you not drag desk accessories around
on this level. Note that you can still drag away to your heart’s
content on the top two menus.

(3) The alert boxes with the buttons <<, Ok and >>
will automatically reverse direction when you reach the end
of the of the valid range. For example, if you keep hitting
RETURN while the touch-up SPILL alert box is showing,
you will cycle through all the fill patterns continuously.

NEO to DEGAS conversion.

Select the “Neo” option under “Load” in the topmost
(main) menu. Read the file selector that pops up. All the
.NEO files, as well as all the folders on the current disk,
should be displayed. If you want to see inside a folder just
click on it. If the drive is not the one you want, then click
on the topmost line of text in the window. It should look
something like: A:\x.NEO. Backspace until you've cleared
the line and type in the new drive, for example: D:\%. *.
Don’t hit RETURN at the end. Rather, click on the little
square in the top left corner of the inner window.

This window should now show the contents of the new
drive. Once you see the file you want, click on it and hit
RETURN. You can also double click on it. The file will load
into the next buffer, which will now become the current
buffer and be displayed. Now, go back to the menu bar un-
der “Save” and select “Picture.”” You will get an alert box
asking which format. Choose DEGAS.

Now, you’ll see another file selector. Deal with it in the
same manner as before. But note that you can also type the
filename in explicitly, in the space provided on the right-
hand side.

Cut and save a sprite.

Load a picture as in the above section. Now go over to
the run menu title and select “work menu.” This will drop
you down to the next menu level. Go to edit and select “Cut
sprite.” You will now get an alert box giving instructions
on how to cut the sprite. Basically, the the idea is to move
the mouse to the top left corner of the region you want to
copy. Then press and hold the mouse button while you
move the mouse to the bottom right corner of this region.

You should see a box form outlining the current region.
When you let go of the mouse button, this box will disap-
pear—and you’ll get a new alert box, asking you if you wish
to see the sprite. Go ahead and look at it. The screen will
switch to the sprite buffer. Press the mouse button, and
you’ll get another alert box that asks if you wish to save the
sprite.

Let’s say that it isn’t what you want; answer no. You'll
go back to the normal screen, ready to recut your sprite.
This time, you get it right and thus answer yes to the save
question. You’ll be given the choice of storing the sprite in
hexadecimal format (which can be used within your source
code), or in binary format (which can be written directly



to the screen). This last can also be reloaded from disk by
Raster. Note that this alert box tells you how the resolu-
tion, height, width and actual data are written to the disk.

As a final note, the sprite can also be saved via the
“Sprite.SPR” and “Sprite. HEX” items under “Save” in the

top (main) menu.
Paste a sprite.

Cut the sprite as above, but this time click on “Exit” when
asked to view the sprite. Go over to the mode title and se-
lect a paste mode. These may very well be confusing; the
only way to understand what they’ll do is to try them. This
is why I added the demo routine. Under this title, “Current”
refers to the current mode selection.

Again, you’ll get a dialog box explaining how to use the
demo. The masked mode will cause a mask to be generat-
ed if one doesn’t already exist. I find this the most useful
mode. Once you've decided on a mode, go over to edit and
select “Paste.”

You'll receive directions which will be the same as those
in the demo—except the exit buttons are reversed. This will
minimize the number of mistakes you’ll make. If you do
make a mistake, select the “Restore” item the very next
thing. This option will remain valid for only one menu-
related action after each paste or return from the touch-up
menu. Also note that you can modify this sprite and/or
mask via the routines of the touch-up menu. You can also
switch the picture buffer you’ll paste to with the “Exchange
Buffer” item of the demo title. The return to the main menu
is found here, too.

Other programs from within Raster.

Go to the top menu and select either NEO.PRG, DEGAS.
PRG or OTHER from under the run title. NEO-Chrome or
DEGAS will be loaded from drive A if there. If they’re on
another disk or within a folder, or if you want to run some-
thing else, then use the OTHER option. This will give you
a file selector. When you return from the other program,
the screen will be redrawn, with things as they were.

If you want the screen to be altered, you’ll have to access
your program from within the touch-up menu via the user
function interface located under “User Functions” of the ex-
tra title. LINE__FAN.PRG is an example of what one of these
looks like and how to write one.

So here you are, ready to go. But, before you leave, let
me thank the creators of Megamax C. Overall, I'm extremely
impressed with the quality of this development package.
The support staff at Megamax is friendly and knowledge-
able. By the way, the Library source code disk for $50 is
a good deal, for those of you who need more information
on these routines, especially the floating-point math pack-
age.

I would like to offer special thanks to the following friends
for their help and suggestions: Cash McManus, Dan Shiba-
ta, Don Turnock, Ravi and Vandana Chuckravarti, and my
brother Andrew Beery. #

Peter Beery did his graduate studies in physics at the Uni-
versity of Notre Dame. The ST is his first personal comput-
er. He chose C, on the advice of friends at AT&T, as a new
language to learn for use in development.

CircuitMaker

Digital Logic Design and Simulation
for the Atari ST Computer

Professional digital logic /”
design and simulation is now %

available on the Atari ST!

CircuitMaker will allow you to
construct and test an unlimited
variety of digital logic circuits
right on the CRT. Whether
you're a professional with years
of circuit design experience or a
beginner wanting to learn digital
circuit design, CircuitMaker is
for you!

e Large device library which
includes all basic gates, flip
flops, counters, LED's, seven
segment LED's, toggle switch,
programmable pulse generator,
and much, much more.

* Many advanced features such
as waveform display and
unlimited circuit complexity.

e Full GEM Interface makes it
easy to learn and use.

* A beginners learning course
which includes 6 detailed
experiments complete with
solutions will allow the beginner
to learn about the exciting world
of digital electronics.

* Reasonably priced at $79.95.

Iliad Software Inc.
495 West 920 North
Orem, Utah 84057
(801) 226-3270

VISA, Master Card, C.0.D. or Prepaid
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520 ST or 1040ST VIP PROFESSIONAL ASTRA'S RAM EASY
CALL $99.95 PRO §109.95
WE ARE THE LOWEST $119.95 GEM

1 Meg ST upgrade

130XE or

-ST DISK DRIVES-- DB MAN
SF314 d/s $199.95 $89.95 1050 Disk Drive
20 MEG $549.95 (Best ST Data Base) $149.95

GUARANTEED LOWEST PRICES — CALL FOR TITLES NOT LISTED

RECENT AND SOON TO BE WANDERER (3DI) 2797 COMPUTEREYES ST......... 179.95
RELEASED ST PROGRAMS STAR GLIDEF 2995 TYPING TUTOR ... 2495
Ll....2085 X
R O THE oW < SUFERICVGIE v /2795 OATA MANAGER ST.. .. 49.95
PHANTASIE i 2795 MAJOR MOTION 2795 SWIFT CALC S 49.95
2795 TIME BANDIT 27.95 ggggm \éVAOSFéD 1 4395
SS'L?L':REDQ‘UF%G{B"“— 3008 smnscwsmuuﬂon DESAN aass
.27.95 . 2795 N3 é/éséoxN(ll:AaAr%go:ks) 29.95
LeiSUAE SUIT LARRY 32.95 BRUANGE OF i 32.95 AEGI 54.95
Fmsér CAD| 34,95 COLONIAL CONOUEST 2795 MUSIC STUDIO 37.95
SUS BATTLE 2795  ROADWAR 2000 2795 PRINT MASTER PLUS 27.95
ST WARS 27.95 32,95 ART GALLERY lor Il 19.95
PLUTOS 5 32.95 ARCTI 27.95 DAC EASY ACCOUNTING 49.95
AUTODUEL - 34.95 FLIGHT SIMULATOH n 37.95 MAGIC SAC (with chips) 99.95
WIZARD'S CROWN 2795 SU 27.95
RINGS OF ZILFIN Fiar 0" 3295 XEDK. SOFTWARE
DUNGEON MASTER 27.95 SILENT SERVICE 24.95 BOUNTY BOB STRIKES BACK..29.95
VIDEO VEGAS 2295 HACKER : 29.95 EE;%“,TL"F HERACLES : ;-gg
HACKER Il 132,95 o X
ADVENTURES SAANGHAL 9008 BASIC XE, ACTION. or MAC 85 _44.95
GAUNTLET CALL CHESSMASTER 2000 29.95 16!
A 295 ABvsenn Lee0 &R&imsm SYNFILE 3258
:II.LERSNQLE REALITY.CITY 2185 COMPUBRIDGE 1995 SYNCALC o REATGTY  2hss
N Qe i ‘3395 SPORTS ACTERNATE REALI S
KING'S QUEST Iil 32,95 MICROLEAGUE Il - BASEBALL. 39.95 :
SPACE QUEST .. 3295 CHAMPIONSHIF‘OBASEGBALL 29.95 VIDEO T'TLE SHoP 29
BLACK CAULDRON 2795 10TH FRAME BOWLIN .27.95 :
ULTIMA Il ¥ ...39.95 ST KARATE 19.95 MICROLE‘*GUE BASEBALL 24.95
ULTIvA Tt 95 WORLD EHAMPIONSH\P 2705 ASTRA DISK DRIVES
ULTIMA | ..39.95 z
P R IR L s
PHANTASIE i 27.95 g
MERCENARY 2795  CHAMPIONSHIP BASKETBALL. 2095 HD+ (ST 20meg + dis drive) ..849.95
MERCENARY - 2nd CITY lass WORLD GAM GAMES 2795 PRINTER INTERFACES
PAWN 27. g
BORROWED TIME 32195 LEADER BOARI 2495 MICROFHINT e
MINDSHADOW 22 GUANAMENT DISK s TEOT
SPIDERMAN 9.95 RS
UNIVERSE Il 4485 < PRODUCTIVITY STAR NX-10 PRINTER 189,95
Bg;‘TACCUS 5:-32 FUBL'SHlNG PARTNER STAR NB24-10 PRINTER 449.95
’ GRAPHIC ARTIST .95 MODEMS.
ARCADE ACTION TALK 1985 AVATEX 1200

89.95
AVATEX 1200HC 119.95
PRACTICAL 2400 199.95

PERSONAL PASCAL
GFA BASIC or COMPILER

WAR ZONE/FIRE BLASTER
SPACE STATION/PROTECTOR

ORDERS ONLY
PLEASE
1-800-443-8189

SHIPPING: Software - free shipping on US. orders over 5100, otherwise 5250 US. [ ===}
$6.50 outside US. Hardware - depends on weight, call for quote. VISA
Charge cards + 3%. COD. orders are welcome, add $1.90 for UPS + 3% E——

COMPUTER GAMES + » Box 6144 « ORANGE CA 92667 - (714) 639-8189
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S
in the UK

A link to Atarians

in the British Isles and on the Continent.

by Dale Hughes

Greetings to all readers of ST-Log, from
across the big pond. In this article and
occasional updates, I'll be bringing you
a view of ST computing in Britain and Eu-
rope. We'll also look at British-written
software from GST, Fleet Street, Psygno-
sis and Kuma, and we'll visit the Atari
spring show in London.

In the business world, the ST is mak-
ing great inroads in Britain. In these
pages we'll investigate this welcome de-
velopment, in regard to desktop publish-
ing, hardware and business applications.
As a great believer in user groups, I'll be
listing the best of the British groups, and
I hope U.S. groups will respond, to keep
our global village in touch.

In future articles, we'll also check out
communication possibilities between Eu-
rope and the U.S., personalities in the ST
world, and the range of ST books and oth-
er publications.

It's an exciting prospect, and I hope you
enjoy it as much as I do. So sit back, fas-
ten your seat belt and relax. It’s first class
on the Concord, so why not enjoy a wee
dram of highland malt whiskey, feast on
Scottish smoked salmon, and enjoy the
journey; after all, we are cousins.

A history lesson.

This is a dedicated ST magazine, and
I wouldn’t want it any other way. Would
you, the reader, please indulge me for a
bit, while I explain the British computer
market? I promise it's important—and

78 ST-Log # July/August 1987

necessary for an understanding of the
phenomenal success of the ST here. Be-
sides, you might learn something.

In the 8-bit market, the British dogged-
ly continue to favor the old standards. The
long-lived Commodore 64’s alive and well,
with new blood being added by GEOS, a
wimp environment which provides an ST-
like desktop at the expense of a tired and
much overworked 8-bit processor.

The Sinclair Spectrum began life in the
U.S. as the Timex Spectrum, with a “mas-
sive” 3K of memory. In Britain, it was just
the Spectrum. These days, it's 128K of
8/16-bit computer with micro drives, a
large user base and thousands of games.
The headlines about Sinclair are, more of-
ten than not, about its eccentric developer,
Sir Clive Sinclair, than about any hard-
ware developments.

Sir Clive (the “’Sir” was added after he
revolutionized the computer industry in
Britain) is what I would call one of the
last great inventors. After developing the
Sinclair, he went totally bonkers with two
financial failures. The first, a hand-held
color TV, was brilliant in design—and to-
tally devoid of any sales. His next inven-
tion was a three-wheel car which met
with a similar fate. Since then, he has
wisely gone back to computers and recent-
ly announced a new Sinclair, the Z88
portable.

The BBC is the last of the 8-bits to dom-
inate the home market. Following Apple’s
example, the BBC was sold to the school
and education market. Although just a re-

named Acorn PC, by adopting the name
and backing of the British Broadcasting
Corporation, the BBC has becdgme a pro-
gramming and educational standald So,
Apples=Acorns. o

IBM and its clones are the Lorpomte
standard here—as they are ever
else—and that’s enough said about that.
The recent release of the Atari PC (I’HOIB
on that later) should give the ST design
a piece of this corporate market.

The 16-bit market is a different world al-
together. The Apple Macintosh is so bla-
tantly overpriced in Britain that it’s vir-
tually unobtainable for the home user. Thig
costliness has always been a feature in Ap- .
ple’s European market, and the Mac main-
tains the tradition with a vengeance. The -
prices are even more remarkable, as the
Apple II+ was assembled in Ireland.

The Amiga, although partly a British de-
velopment, is as elusive as the Loch Ness
monster. Only now are units being sold in
the retail marketplace. Until recently, it's
been hyperbole and promises—a very dif-
ficult way to sell a computer system in a
competitive market.

Other PC manufacturers include the bus-
iness oriented Amstrad, Apricot and Oli-
vetti machines. All these 16-bit computers
are aimed at a special segment of the com-
puting public, whether it be the business,
publishing, educational or home markets.

Power minus price.
Into this environment came the ST, in
1985. The ST brought to Europe something
rarely been seen before—a quality prod-



uct that was affordable. Seeing that it has
sold over 25,000 units, mainly by mail or-
der in Britain, and is set to triple this fig-
ure in theinext year, the ST has been a
phenomenal success story.

Remember, we are a country of only 20
million  one-tenth the size of the U.S. Yet
there aye three monthly ST publications,
and dqzens of user groups, bulletin boards,
retailers and mail-order houses. . . plus an
ever{growing number of software houses
and\f;hardware manufacturers, and a fanat-
ical following of users which would rival
thé early days of the Apple II.

| With Atari’s recent price reductions and
the splitting up of the 520 and 1040 lines,
smore and more often the disenchanted
i British 8-bit owner is deciding the ST is
: the machine to own—and at a price that
- leaves a bit of change.

Distribution problems.

This is not to say that all’s rosy in the
British ST market. There are distribution
problems to be solved before the ST be-
comes a household item. As I stated earli-
er, most STs are purchased through the
mail. This isn’'t because of any financial
savings or convenience; it’s because there
are remarkably few retail outlets stocking
the ST. British chain stores that regularly
carry competing PC brands have yet to
realize the ST’s potential. Thus we have
a situation which parallels that of a great
new film or exotic new restaurant—ad-
vertisement by word of mouth.

There are also some software problems.
The British pound is worth, on average,

about one and a half times a U.S. dollar;
so, in theory, a pound sterling should pur-
chase about $1.50-worth of product. The
reality, though, is that both imported and
homegrown software products are priced,
on an average, 30 percent higher than
those purchased in the U.S. It would be
most welcome if the software houses
would use a pricing policy like that of
Atari. A warning to the summer traveller
planning on visiting Europe to pick up
some cheap software: find another reason
to make the trip. Fortunately, there are a
few other things to do.

On the whole, the ST range is alive and
flourishing in Europe. The Mega STs are
now starting to appear, and the IBM
clones will, this summer, grudgingly be-
gin working into the European business
world. Desktop publishing fever is rising
here, since the release of Publishing Part-
ner and Fleet Street Publisher. With the
imminent release of Atari’s laser printer,
this market can only improve.

Yet it is in the games market that the
ST has captured the imagination of the
British public. Calling a computer a game
machine has, in the past, demeaned its
character, but I totally disagree with this
thinking. The ST, with its stunning graph-
ics and GEM desktop, has brought into
computing a whole new generation of
British users who would have stuck with
their 8-bit machines forever. The ST has
changed all that, by being programmable,
affordable and lovable. If games are the
medium that get the message across, I

FEATURE

say: more power to them. Besides, I like
games.

The London Show.

Late April brings two major events to
Britain: spring and the Atari show. Spring
has a way of postponing its arrival till well
into August, but the Atari show is always
on time—and well worth the wait. This
year’s show was the biggest and best ever,
with almost one hundred hardware and
software vendors exhibiting. Such impor-
tance was placed on the hardware an-
nouncements that “the man” himself, Jack
Tramiel, attended to give the assembled
press a pep talk and a send-off.

Atari Corp. chose London for the world
debut of two Atari PCs. The Entry Level
System is a standard clone, featuring an
8088 microprocessor with a switchable
clock speed of 4.77 or 8 MHz. Graphics
mode is built in, and the unit comes with
one 5%-inch disk drive. The Atari PC-
Expandable System differs from the En-
try Level offering, in that it can be con-
figured as either a dual disk drive or a
single drive and hard disk system. Also
standard are five expansion slots on the
Expandable System.

Another product launched in the U.K.
was the Atari SLM Laser Printer. With a
resolution of 300 DPI and a speed of 8
pages per minute, the SLM is a winning
addition to the Atari lineup. We can only
hope that prices for the SLM continue to

follow Atari’s “Power Without the Price””

concept. If so, even we normal people
might be able to buy a laser printer soon.
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Also on view was the Mega ST, which,
it goes without saying, is the machine I
covet above all others. As you may know,
the Mega ST comes with 2 or 4 megabytes
of RAM, detachable keyboard, one D/S
disk drive and a battery-backed clock/
calendar. The unit is designed with open
architecture for easy expansion.

For dedicated game players, the XE
Computer Games System was launched.
All cartridge game players should give
this machine a look.

The latest in software.

British software houses had a bundle of
new issues and upgrades on display. GST
released version 2.02 of 1st Word Plus.
This new version, a definite improvement
over 1st Word, comes with a built-in dic-
tionary, mail merge, better printer drivers
and a graphics snapshot accessory for text
with graphics documents. There are a
host of other minor changes, all designed
to improve on the success of 1st Word,
and sure to set the standard for others to
improve on.

Both Fleet Street Publisher and Pub-
lishing Partner (PP) were represented,

STSA in the UK continued

and both were up and running on the
Atari Laser Printers being shown. PP has
a growing reputation for ease of use, while
Fleet Street is being marketed as a full
business system. I see little difference be-
tween the two, but it's interesting that PP
is being sold in Britain with an addition-
al graphics library which currently is not
bundled with the U.S. version.

Psygnosis showed beta versions of two
new games: Terropods and Barbarians.
Those familiar with the ill-received Bra-
taccas will see a similarity in screen de-
sign in both new games, but, fortunately,
Psygnosis has solved the movement prob-
lem by using mouse-controlled icons at
the bottom of the screen. I've always had
a soft spot for Psygnosis, because they’re
based in Liverpool, a city with one of the
highest unemployment rates in all of Eu-
rope. If they can create jobs and give ST
users some extra enjoyment, more power
to them.

There’'s more—much more—but I've
tried to concentrate on the British contri-
bution to the Atari revolution. I hope you
have all enjoyed this first installment.

Until the next time, cheers. #

Dale Hughes holds B.S. and M. A. de-
grees from California State University. Af-
ter his stint at CSU, he spent two years
fishing for salmon on a reservation in
Washington and driving a garbage truck.
He went overseas in 1973, to live and work
in Southeast Asia, the Middle East, North
Africa (even Libya) and Europe. He set-
tled in Britain in 1978 and currently works
as a consulting engineer and free-lance
journalist. He'’s been a dedicated “STer”
since 1985.

Assembly "I‘Ie continued from page 74

‘Hello',10,13,0
'‘Good-bye',10,13,0

start message
end message

align table

table of scan codes
escape

cursor up

cursor down
function 10
Mmanually entered

align table

table of messages
address of first msg
of 2nd message

0f 3Ird message

of 4th message

10,13, 'Escape ke

y'10,13
10,13, 'cursor up',i0,13,6
10,13, 'Cursor Down' i

10,13, 'F10 key',10,13

sign_on dc.b
Ty sign_off dc.b
text code segment even
move.l #sign_on,-(a?7) get start message codes equ »
move.w #9,-(a?7) code=display string ESC dg w 01
trap @1 do it cup dc.w  $48
addq.1 #6,a7 fix stack CDN dc.w $50
bsr keycodes 90 look at keyboard s s ™
move.l M#Hsign_off,-Ca7) get end message even
move.w #9,-ta7) code=display string keys equ *
trap Hi do it v dg 1 ki
mMove.w #0,-(a?) codezexit program dc1 k2
trap #i do it deol k3
keycodes} geed ke
Move.w #1,-ta7) code=conin K geed
trap 1 do it HE qeeb
e s 5% 263n coa Moy 2538
. et scan code *
1sr.1  #8,d0 . h-end equ
movea.l $tkeys, a0 messages ®
movea,l ficodes,al scan codes
— move.l tinrcodes,di number of good keys
CHp. W Cai)+,do 7ood code?
bne.s next f not
move.l (a0),-(a7) else get message
move.w #9,-(a7) code=display string
rap #i do it
addq.1 #6,a7 pop args
bra keycodes get another key
nexti
addq.1 #4,a0 point to next message
subq.1 #1,d1 dec loop count
bne loop if more sceclal keys
cMpi.w  HFL, elset FL1 key?
bne keycodes if not
keys_exitt
rts else leave
data data segment
Fi equ $3b Fi key equate
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THIS MONTH:
Rescuing(?)
Batteries Included,
suit-ability,
suppression,

and more.

Arthur Leyenberger is a human factors
psychologist and free-lance writer living in
New Jersey. He's been writing about com-
puters for over five years and continues to
be an Atari enthusiast. When not comput-
ing, he enjoys playing with robotic toys.

CompuServe — 71266,46
Delphi — NJANALOG

by Arthur Leyenberger

By now, you're-probably aware that Bat-
teries Included, the Canadian software
company which published a number of
excellent programs for both the 8-bit and
ST computers, is no longer with us. You
probably also know that Electronic Arts
has purchased all the existing BI pro-
grams and will continue to market most
of them as a separate line of products un-
der the EA name. For complete informa-
tion as the story continues to unfold, keep
reading ST-Log.

What'’s interesting about this purchase
is that EA also bought all the artist’s (au-
thors’) contracts for existing and future
products. Most notable is the still forth-
coming (maybe?) PaperClip Elite word
processor for the Atari ST. PaperClip Elite
has been near completion for quite some
time, according to BI officials, and much
of the ST community has been eagerly
awaiting its publication.

I've seen preliminary versions of the
program; it was super. It definitely pushed
the envelope on ST word processors. Ac-
cording to an EA spokesperson, Paper-
Clip Elite is undergoing close scrutiny, to
determine if it’s viable. As I write, this
program and a number of others are be-
ing evaluated. We should know the out-
come in a few months. I, for one, hope
PaperClip Elite makes it to market.

Out-of-Control Department.
This is getting ridiculous. More and
more computer software companies are
suing each other over the “look and feel”

REGULAR FEATURE

issue. I've discussed it before. Apple com-
puter threatened to sue Digital Research,
creators of the GEM operating system we
all know and use, claiming that GEM’s
windows, icons, etc., infringed on Apple’s
Macintosh OS. In other words, GEM
“looked and felt” too much like the Mac
interface. But, hey, where did Apple get
the idea for the Mac? Xerox’s Palo Alto Re-
search Center (PARC), that’s where.

I've also mentioned that Broderbund
Software, makers of the excellent and pop-
ular Print Shop for the Atari 8-bits, sued
Unison World for their ST program, Print-
Master. Although PrintMaster contained
some improvements (it was actually a full-
er implementation of the program concept
than was Broderbund’s product) and the
program code was different, the “look and
feel” of it was almost identical to that of
The Print Shop. Broderbund won, in ef-
fect, as the two companies settled out of
court. Both Apple and Broderbund were
successful in requiring their imitators to
change the way their software looked to
the user.

This lunacy continues. Lotus Develop-
ment Corporation makes an excellent
spreadsheet program for the MS-DOS
computer, called Lotus 1-2-3. It's been
around for a few years and is the predom-
inant spreadsheet program in the IBM
(and clone) market. If you’re familiar with
the non-GEM-based VIP Professional,
you know what Lotus 1-2-3 is—because
VIP is an exact visual clone. Although the
code is different (since the ST and IBM
PC use different microprocessors), the
program looks and works the same.
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There are two companies who make
MS-DOS clone versions of 1-2-3. Their
names aren’t important; the fact that Lo-
tus is suing them for copyright infringe-
ment is. Lotus claims that the command
names and the hierarchical horizontal
menu at the top of the 1-2-3 screen are
owned by Lotus Development. But wait
a minute, where did Lotus get the idea for
their spreadsheet? Why, from VisiCalc, of
course. In fact, Mitch Kapor, who started
the Lotus firm, is an ex-employee of Soft-
ware Arts, makers of VisiCalc. Sounds
pretty fishy to me.

On and on it goes; where it will stop
nobody knows. I know where it should
stop: here and now. Unless this nonsense
is halted, innovation will definitely be dis-
couraged. What is innovation if not, of-
ten, the further improvement of existing
products or the creation of new (albeit fa-
miliar) products. The computer industry
needs standardization. Knowing Atari
DOS does not necessarily mean you know
how to use Apple DOS, MS-DOS or CP/M.
But knowing GEM will probably mean
you can use a Macintosh without much
help. And knowing how to navigate your
way around Lotus 1-2-3 means you can
use VIP Professional or the other clone
programs.

If these lawsuits continue to proliferate,
standardization will be further away than
ever. Rather than create new programs us-
ing existing interfaces and commands
users are familiar with, software compa-
nies will have no choice but to produce
completely new programs— programs we
will have to learn how to use all over
again. And that’s the last thing this indus-
try needs.

I admit that the legal questions under-
lying these copyright issues are thorny in-
deed. Who is to say where the line is
drawn between an idea and the expres-
sion of that idea? Further, the authors and
publishers of software programs deserve
to be compensated for their work. No one
should be allowed to steal ideas and make
money from them without royalties or
some other arrangement.

But I am a user. And, as a user, I don’t
want to have to learn new ways of running
software. Moreover, the very nature of
separate, unique user interfaces will drive
up the cost of software. They’ll cost more
to create and more to train users. And this
kind of system will prevent good pro-
grams, such as Lotus 1-2-3, from becom-
ing (as the Army says) “all that [they] can
be” Improving existing products only
benefits one person: the user—the most
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important component in the human-com-
puter equation.

Wanna buy some protection?

No, this isn’t a review of The Untouch-
ables. If you want violence, see the mov-
ie. We're talking about hardware protec-
tion—surge suppressors. Surge suppres-
sor is a generic name for a device insert-
ed between the AC outlet and your com-
puter. By limiting extra-high or extra-low
voltages, it keeps your computer’s elec-
tronic components from being fried.

These products come in a variety of
shapes and sizes. Some simply offer pro-
tection against temporary power surges,
often called “spikes.” Others offer protec-
tion from undervoltage which might oc-
cur during a brownout. Still others protect
against overvoltage. Of course, there are
products that combine several of these
features, and condition the telephone-line
connection to your modem and computer,
too. Some offer power-line protection fea-
tures in addition to a multi-outlet strip.

Many computer owners don't use a
power-line conditioner when they should.
How do you know if you need one? Only
when it’s too late—like insurance. If you
have hundreds of dollars (or even more)
tied up in your computer equipment, then
an under-$100 investment in one of these
products makes a lot of sense.

The problem is that there are dozens of
companies manufacturing these products,
each with a multitude of offerings. How
do you choose a power-line conditioner
that meets your needs? More important-
ly, how do you choose one that works?

A leading MS-DOS computer magazine
recently commissioned an independent
laboratory to test power-line conditioners.
Dozens of these protectors were tested by
zapping them with high voltage, gradu-
ally decreasing the voltage to determine
the effect on the attached computers, and
performing other tests. Several products
stood out from the crowd, by consistent-
ly performing as they were supposed to.
One particular brand that did so: Pana-
max (150 Mitchell Blvd., San Rafael, CA
94903 — (800) 472-5555).

Not only did Panamax products pass
these rigorous tests, but having used sev-
eral of their models for over a year, I can
vouch for their survival of lightning
storms and power outages. Although I
may never know if I've been the victim of
any of these power problems, I do know
that my computers still function. I also
have peace of mind due to my “power in-
surance.” Here are details on some of the
models I can recommend.

My Atari ST, Supra hard disk and mo-
dem are plugged directly into the Super-
MAX. The fourth SuperMAX outlet has
an outlet strip plugged into it, for the disk
drives and monitors. The telephone line
is also plugged into the SuperMAX. For
$149, the SuperMAX gives me surge,
noise, brownout and data-line protection.
In addition, there’s a lighted on/off toggle
switch, reset button, circuit breaker, re-
placeable fuse, and separate surge and
brownout indicator lights.

If you want to protect primarily your
hard disk, UltraMAX is the answer. It pro-
vides transient voltage, noise and brown-
out protection. It comes with a six-foot
cord, four receptacles, on/off switch, cir-
cuit breaker and undervoltage alarm. Re-
tail price for the UltraMAX is $149.

If you're interested in surge protection
only, Panamax’s MAX 6, MAX 4, MAX 2
and MAX 1 should suit you. They provide
six, four, two or one receptacle, re-
spectively. In addition, the MAX 6 and
MAX 4 have circuit breakers and on/off
switches.

For data-line protection, the TeleMAX
is specifically designed to handle voltage
spikes on phone lines, to protect RJ11- and
RJ45-compatible devices like phones, an-
swering machines and, of course, our mo-
dems. The one-receptacle TeleMAX costs
$89 and the four-receptacle costs $129.
Both also provide surge protection.

Panamax has over a dozen models to
choose from, ranging in price from $69
to $149. Although choosing a particular
Panamax surge suppressor for your needs
may seem overwhelming, it’s well worth
the effort. I know of several people who
did not have power-line protection and
got “burned,” as did their equipment.
They all use surge suppressors now.

Computer insurance.

Speaking of insurance, I've got com-
puter insurance. Do you?

It’s inexpensive, easily obtainable, and
covers your computer hardware and soft-
ware against a variety of problems. As far
as I know, the only insurance agency offer-
ing microcomputer equipment insurance
is Safeware, 2929 N. High Street, Colum-
bus, OH 43202 (800-848-3469; Ohio resi-
dents call 614-262-0559).

I've had insurance with Safeware for
four years. About $65 buys up to $5000
of coverage against fire, theft, explosion
and other problems (excluding war, nu-
clear accidents and such), with a $50 de-
ductible. They’ll even cover you if you're
robbed while carrying your equipment.
The actual policy is underwritten by the



HIT A GRAND SLAM!

By popular demand, in
its SECOND great edition,
MicroLeague Baseball is a
winner again! And it's so
good, it's the MVP (Most Val-
uable Program) of baseball simula-
tion games.

New levels of baseball strategy.
Now you can enjoy an all new level
of baseball strategy. Because
MicroLeague Baseball II features
gverything the award-winning first
edition had, including: dynamic,
high-quality graphics = real players
and stats m true-
to-life perform-
ance m power-
house teams
from the past
and presentm
and exclusive en-
dorsement by
Major League
Baseball and the
Players Associa-
tion. Whether
you play a game
or a season, if
you're looking for
managerial ex-
citement, you
can't lose.

The “Exclusive”
strategy simulation of
Major League Baseball.

Major League Excitement
Year-Round!

MicroLeague Baseball
is not a joystick game.
Your mind — not your
reflexes — are in con-
trol, and that's what
keeps you challenged,
game after game. The
sights, sounds and
stats create a level of
involvement no other
product can approach.
Add to this MLB Sea-
son disks and the
unique General
Manager/Owner
disk for drafting &
trading players —
even creating
your own fantasy
dream teams, and you've got
a League Champ!

Natural vs. Artificial Turt

L _SMITH Rl
IS Oh HIS HORSE. .
)

We made it even better!
MicroLeague Baseball I goes be-
yond the first edition, with pheno-
menal new visuals and sophisti-
cated features such as: stadium di-
mensions, grass and artificial turf
factors, box score and stat compiler
built in, so you can keep track of
your players and their season ® ex-
panded statistical factors if you're

a baseball purist m injuries, argu-
ments with the ump and even rain
delays. Plus a “Quik-Play Option”,
if you like to get to the bottom of the
ninth inning fast. :

/" _GFFICIAL LICENSEE
[

Official Licensee Major League
Baseball, Major League Players Association

MicroLeague Baseball ILis
available for the Atari ST
systems, and will be coming
for the Amiga and MAC this
summer.

Available at computer and soft-
ware stores everywhere; or for di-
rect VISA/MC orders simply call
1-800-PLAYBAL.

MicroLeague | is still
available for Apple Il Series;
Atari 65/130 XE, 800/XL;

Commodore 64/128; and IBM PC,
PC Jr. and compatibles.

MicroLeague Sports
2201 Drummond Plaza
Newark, DE 19711
(302) 368-9990

© 1987,
MicroLeague Sports
Association
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Fireman’s Fund Insurance Company of
San Francisco, a top-rated company.

Regardless of how much or how little
computer equipment you have, it should
be insured. This is especially true since
many homeowner policies do not cover
computers. And, if you live in an apart-
ment or other rental housing, your equip-
ment is virtually uncovered.

Game-of-the-Month Dept.

For the past couple weeks, I've been
playing a new game from Microdeal
(MichTron, 576 S. Telegraph, Pontiac, MI
48053), called Goldrunner. It's a fast ar-
cade-style game, similar to Galaxian ex-
cept that your fighter isn’t stationary. The
entire playfield scrolls vertically, forward
and backward, and you fire in the direc-
tion you're headed. Controls can be joy-
stick, mouse or keyboard, and there’s no
need to select—all are active at once.

A particularly clever aspect of the game
is that you control the scrolling speed —
the longer you hold the joystick (or move
the mouse) in one direction, the faster you
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move, and the more points you get for hit-
ting enemy targets. I won't describe the
scenario, since 1 personally enjoy the
game for its main purpose: blasting the
aliens. In fact, at the beginning, the title
instructs you: “If it moves, shoot it. If it
doesn’'t move, shoot it.” That’s as good a
description as I could give.

If you enjoy shoot-em-ups, you'll prob-
ably like Goldrunner. It retails for $24.95
and is available most anywhere.

They’re here. ..

Several months ago, I mentioned a new
ST hardware product from Practical So-
lutions, called Monitor Master. Like many
startup companies, I wasn't sure if these
guys would make it. Well, the company
is still around, and so is their product.

Monitor Master is a little gray box that
connects to the ST’s monitor output jack,
letting you hook up an RGB and a mono-
chrome monitor at once. Using either is
just a pushbutton away, rather than dis-
connecting and reconnecting cables. But
wait; there’'s more.

Monitor Master also has audio and
composite video output jacks. The audio
RCA jack can be used to connect a cable
to your stereo system, for better quality
sound than that either monitor can pro-
duce. The video jack can link vour ST to
a composite video monitor or a VCR (your
ST must have a built-in RF modulator to
use the video output jack). If you're us-
ing a monochrome monitor, there's no
need to disconnect the monitor to use
your TV or composite monitor.

Monitor Master sells for $49.95, Prac-
tical Solutions, Inc., 1930 E. Grant Road.,
Tuscon, AZ 85719. The company also
sells 13-pin DIN connectors and video ca-
bles for the ST. Contact them for details
and pricing information.

Coming soon to an ST-Log near you.

Next month, we'll be looking at hard
disk utility programs. In particular, disk-
cache and backup programs from several
software publishers will be evaluated and
compared. Stay tuned. #




"Ordinary
online
services
left me flat...”

There’s only so far you can go with most
ordinary online information networks. But with
GEnie—the General Electric Network for
Information Exchange—there’s virtually no end
to the exciting new interests you can explore.
Discover the value of GEnie’s vast range of
services and explore new territory with guides
from our Special Interest Groups.

Join the friendly crew with GEnie’s
Atarit RoundTable™ Special Interest

Group for exciting and informative discussions.

Benefit from the expertise of experienced
individuals. Compare notes on hardware,
software, games or any other topic you
choose. And, for the simple cost of down-
loading, collect thousands of valuable public
domain software programs for your personal
computer. Over 1000 new programs are added
to our libraries every month. And remember,
UPLOADS ARE FREE on GEnie!

No extra charge for 1200 Baud.

Make new friends, schedule meetings,
gather facts and figures, set up travel plans, get
the news, be entertained and even shop online
for a fraction of what other information services
charge, because GEnie’s non-prime rate for 300
or 1200 baud is only $5 an hour. GEnie
always comes out ahead of the competition in
savings, in some cases by as much as 60%.

You get even more for your money.

In addition to user support groups, you can
meet new people with GEnie’s Live Wire ™
CB Simulator. Exchange messages with
electronic mail service. Find the best vacation

$10.00+ per hour

“"With GEnie’
I discovered
vast new

horizons.”

U

deals and make your reservations with American
Airlines travel service. Shop at home with
American Express Merchandise Shop. Learn
the fun way with a subscription to Grolier’s
electronic encyclopedia. Play classic and

$5 per hour

Backed in the GE Tradition

GEnie is brought to you by General Electric,
whose reputation is built on attention to detail
and customer satisfaction. We're continuing that
tradition with GEnie.

Compare Services Pricing
. | Travel & |SIGs/User | CBé& | Financial Registration | Monthly | Non-prime time rates
Save* |spopping | Groups Mail | Services | News | Games Fee Minimum | 300 baud | 1200 baud
The Source X X X X X X $49.95 | $10.00 $8.40 | $10.80
CompuServe X X X X X X $39.95 none $6.00 | $12.50
GEniet X X X X X | X $§18.00 | monc | $5.00 | §5.00

*Basic rates and services shown in effect 2/87. tNon-prime time applies Mon.—Fri., 6Gpm-8am local time, all day Sat., Sun., and nat'l bolidays. Subject to
service availability. Additional charges apply for 2400 baud and financial services.

multiplayer games. Use GEnic's Financial
Services to track stock market quotes, check
market indicators and maintain an automatically
updated personal portfolio online. All this plus
new services added each and every month!
Map out your own voyage of discovery
with GEnie as your guide. . .enrich your
tomorrows by signing on with GEnie today.
Sign up from your keyboard today.
4 Easy Steps:
1. Have your major credit card or
checking account number ready.
2. Setyour modem for local echo
(half duplex)—300 or 1200 baud.
3. Dial 1-800-638-8369. When
connected, enter HHH
4, Atthe U#=prompt enter
XJM11877,GEnie then RETURN.
Need help or more information? No modem
yet? We can help. In U.S. or Canada call
1-800-638-9636.

T Atari is a registered trademark of Atari Corporation
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"GEnie

Stay online longer, for less.

INFORMATION
SERVICES

General Electric Information Services Company, USA

GEnie rates and services subject to change. Uploads are free during non-
prime hours at 300 or 1200 baud. Some services offered on Genie may
include additional charges.
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New from Xanth F/X! The game that lets up to 16 -
people play at the same time on 16 different STs.
All networked together using MIDI.

Design your own mazes using First Word™,

Select up to 15 happy face opponents in single player mode.
Requires 1 MIDI cable for each computer in network.

Only $39.95 suggested retail.

For a free product catalog and newsletter call or write us at:

) Hybrid Arts, Inc.”

11920 W. Olympic Blvd., Los Angeles, CA. 90064
Computer BBS: (213) 826-4288 Main Office: (213) 826-3777 Telex: 4931231 (HYBRDUI)

Hybrid Arts offers a full range of MIDI products for the Atari ST including:

EZ-Track™: A 20 frack polyphonic MIDI recorder.

EZ-Score™: A sheet music printing program.

CZ-Android™: A patch librarian-editing system for the Casio CZ keyboard series.
DX-Android™: A patch librarian-editing system for the Yamaha DX-7 and TX series.
GenPatch ST™: A generic pafch librarian system for all MIDI devices.

MIDITrack ST™: A professional MIDI recorder availlable with and without SMPTE sync. {
ADAP SoundRack™: A 16 bit digital audio workstation for music and broadcast professionals.

Atarn ST s a trademark of Atari Corp.: DX-7 is a trademark of Yamana International Inc., CZ and Casio are trademarks of Casio Inc - MIDI-MAZE. EZ-Track, EZ-Score. GenPatch ST,

MIDiTrack ST. ADAP SoundRack and Hybrid Arts are trademarks of Hybrid Arts Inc

with LUCASFILM LTD,

DX-Android and CZ-Android are frademarks of Hybnd Arts inc and are not affiiatea in any way
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