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BY CLAYTON WALNUM

‘| s now been about three years since STLog came into existence, and over two years since it was separated from

| the pages of ANALOG Computing as its own monthly magazine. When we first started STLog, we were con-
cerned over what type of magazine it ought to be. Should we model it after the already successful ANALOG
Computing? Or should we look for a different direction? How similar were ST owners to their 8-bit-owning
counterparts?

After much pondering, we decided that STLog should start fresh, with its own direction. What worked for
ANALOG Computing couldn’t be expected to work for a magazine aimed at a new generation of Atari owners.
The STs were (and are) very different machines from the Atari 8-bit computer line, and so it’s logical to con-
clude that the people who buy STs are also different from the people who buy 130XEs.

One major issue was whether ST-Log should include program listings. We knew we wanted to offer software,
but because of the more complex operating system on the ST, programs were bound to be much larger—a
great many of them so large as to be impossible to publish in the pages of a magazine. On the other hand,
neither did we want to end up with a magazine that was
disk dependent. Many people are not able or willing to \\\\\\\\\\\\\\\\\\\\\\\\\\\\\\3\\\“\“W(///é’///j////,
spend $1295 for a magazine. We wanted to give our readers \\§ PR . //
a publication that was worth its cover price even without \‘ v S
the accompanying disk.

So we concentrated on pulling together the best arti-
cles and columns we could. We focused our efforts on
presenting quality information, including timely news, credi-

ble reviews and helpful tutorials. We centered the magazine
less on the programmer and more on the average user,
feeling that the majority of people who were purchas-
ing STs were not interested in programming; they want-
ed a reasonably priced home computer that they could
use. They were attracted to the ST because of the clever
GEM operating system, which offered them ease of use
at a remarkable price.

Because people wanted to use their machines, however,
the issue of magazine programs remained. Obviously,
ST owners needed software if they were to fully utilize
their computers. It had always been a focus of ANALOG
Computing to supply 8-bit owners with programs for their
machines. Should STLog do the same? Or should we not
include programs at all? L e S

After careful consideration, we decided that we would A AR
not turn away any program that we felt deserved publi- ‘%////////////// //{////Ihh\ﬂ\\\\\\\\\\
cation. When we could include the program listing in !
the magazine, we would; when that was impossible, we would distribute the program via disk and the ST-Log
Atari users’ group on DELPHI. But regardless, STLog was to be an information magazine, not an extended soft-
ware manual, which meant limiting the number of programs in each issue.

We think we've been successful in bringing you a quality, well-balanced magazine. Most of the comments
we've received indicate that we've managed to please most of the readers most of the time, and that’s really
all a magazine can reasonably hope to do. However, there may be some improvements we could make, some
areas that need more attention and others that need less. We wonder exactly what our readers think.

That’s why we’ve put together the short questionnaire you will find in this issue. Because ST-Log is your maga-
zine, we of course need to know what you want. Please take the time to fill out the survey, and send it in to
us. We fully expect to find that STLog already provides you with the material you need to get the most from
your ST. (Why else would we be selling so many magazines?) Still, the response to the survey will help us fine-

tune STLog and bring it closer to that always difficult to attain ideal. And that will make us all happy.
Thanks for your help. u
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More kudos for Opus

The September issue of STLog is
definitely one of the best issues of the
year! This is the first time in a while that
I bought the disk issue. As a dedicated
user of Regent Word II, the “Double
Column Print Utility” by Frank Cohen is
a special treat that I enjoy every time I use
my favorite word processor. It’s just right
and much easier to use than a desktop-
publishing program.

The double dose of pleasure continues
with Opus, a fantastic spreadsheet that is
perfect for my needs. I've always wanted
to get involved in using them, but since
my needs are small, I never wanted to pay
the price for programs designed for busi-
ness use. Thank you for a job well done.

In future issues, I would love to see a
monthly clip-art section on disk. Desktop
publishing is very popular, as you know,
and I know of many people, including my-
self, who will appreciate your interest in
our hobby.

Thank you for all your hard work in
keeping everyone amazed at what the ST
is capable of.

—]John Preisser
Chicago, IL

|
|

Thanks for all the compliments, John. We’re
pleased that you have found our programs so
useful. The spreadsheet program Opus (Sep-
tember °88) has caused quite a stir, and we’re
proud to have been able to provide it to our
readers. As for on-disk clip art, that is cer-
tainly a possibility. There are dozens and
dozens of public-domain clip-art files that we
could pass on to ST-Log disk purchasers. We
ask readers to let us know if they would like
to see the inclusion of clip art on the disk, and
we also request that you computer artists send
along your monochrome clip-art creations for
possible distribution via the ST-Log disk.x

OMMENT

““Thank you for all your hard werlk

in keeping everyone amazed at

what the ST is capable of.””
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The professional ST

This is in response to Jan’s Quest by Ian
Chadwick in the June 88 issue. He must
not know too much about the available
ST software. He states, “After all, what do
you have for the ST that we can truly say
falls into the professional category? Any-
thing the likes of 1-2-3 (or Quattro or Ex-
cel)?  Sidekick, Desquiew, Symphony,
Framework, Paradox. ..

Has Ian ever heard of VIP Professional
by VIP Technologies, which is fully com-
patible with IBM Lotus files without
modification and has the same keyboard
commands and menu structure? Then
there is dbMAN by Verasoft, which is one
of the best and most powerful databases
out there for the ST. Then who needs
Sidekick and programs like that when
there are tons of desk accessories that are
just as good, if not better, than anything
on the IBM?

And Ian does not even mention the
capabilities of desktop publishing and C
programming. I know people who use
STs in their businesses because the IBM
cannot do what they need at a reason-
able cost.

—]Jeff Wisniewski
Holland, PA

I don’t mean to imply that VIP and
dbMAN are not good software. They are ex-
cellent cloneware. But 1-2-3 and dBase were
both leaders in their fields, and I think it’s
not good enough to simply copy an idea or
even to add a few GEM routines to it. We
need professional-level software designed to
exploit the ST’s strengths. And we do not
have any equivalent to Symphony, Excel,
Microsoft Works, Framework or any of the
integrated packages. We lack anything to
match the high-level databases like Paradox
or Oracle.

Nor do we have any desk-accessory pack-
ages with the flexibility and functionality of
Sidekick—at least, not without a horrendous
cost in memory. Deskcart, a possible solu-
tion (since it uses the cartridge RAM), fails
to satisfy because it generates bizarre
problems with my B drive when I attempt
to copy or format disks. I've also found pro-
grams that won’t run with accessories or de-
mand too much memory to make use of both
together. Tons of accessories there may be, but
GEM limits me to six at a time.

I don’t consider programming languages
in the same category, since they are not tools
used regularly in the business or profession-
al community. Know anyone who wrote their

own spreadsheet? Word processor? Besides,
attitudes vary wildly as to the acceptability
of every language package available.

As for desktop publishing, what’s currently
on the market is pretty limited and still a far
cry from Ventura or Pagemaker. None of it
is suitable for any long publication, like a
book or a magazine (i.e., professional use).
However, a recent demo of Calamus truly
amazed me. It looks superb and a light-year
beyond the rest.

I should mention that DynaCADD is a
professional-caliber package, albeit for a
small audience: the CAD professional. It was
designed specifically for the ST and does it
well. And some of the MIDI software I’ve
seen looks top-notch if you’re a serious mu-
sician.

Of course, the rampant piracy that mars
the ST as a market tends to reduce its
viability for IBM publishers to do conver-
sions; so we may never see a lot of the MS-
DOS software reach the ST unless we do it
ourselves.

—Ian Chadwick

More ST BASIC?
I recently began using a 520ST.

Since I already have an 800XL and was
familiar with ANALOG, I decided to or-
der a subscription to ST-Log. As of now,
the only languages we have are BASIC
and Logo. It was to my dismay that I dis-
covered ST-Log has little, if any, BASIC
programs. I have seen some fine pro-
grams written in C or Pascal, but almost
none in BASIC. Please include more ST
BASIC programs in future issues.

—Todd Biggar

We usually judge the popularity of a
programming language by the submissions
we receive for the magazine. Almost all BA-
SIC programs we receive these days are writ-
ten using Michtron’s GFA BASIC. This is
because programmers have found ST BAS-
IC to be too limited and bug-ridden, and they
are not willing to risk wasting valuable de-
velopment time using it. However, we are
perfectly willing to publish programs writ-
ten in ST BASIC. If this is the language of
your choice, you have a chance to register
your vote by filling out and sending in the
questionnaire found elsewhere in this issue.
If we find that many people still have an in-
terest in ST BASIC, we will make a greater
effort to acquire programs written with it.a

“4] kmow pecple
whe use STs in
because the IBM
they need at a
reasenable
M.El

if we at ST-Log

find that many

people siill have
an inferest in ST
malke a greater
effort to acquire
programs written
with if.

ALL LETTERS TO BE CONSIDERED FOR PUBLICATION
SHOULD BE ADDRESSED TO:
$T-Log, READER COMMENT
P.O. BOX 1413-M.0O.
MANCHESTER, CT 06040-1413
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ST GOSSIP

FROM HOLLYWOOD, USA

Searching for the Promised LAN

Remember the “Promised LAN"? Sure you do, that was the LAN (local area
network) that Atari talked about well over a year ago. Will Atari ever release it?
In light of the new 68030-based units, it’s unlikely that we will ever see a true
STbased (68000) network available for general use. But if we had, what would
we have seen?

In an effort to answer this question, I have been asking discreet questions of
past and present employees of Atari, trying to find out what might have been.
Guess what? One of the people I questioned whispered that “God gave the word
to Moses.” Now, if you have not had any experience with the secretive world of
Atari and of the Silicon Valley in general, you might just pass this off as a vague
reference to Tramiel or even the ravings of an overworked, overstressed employee
who has reached the stage of babbling into his beer. After a little experience with
this type of California crazy, however, you learn there are meanings and there by
are meanings. With this in mind, I checked my most reliable source, the Pacific TG
Bell Yellow Pages.

What do you know? I found a network company called “Moses,” and I gave
those guys a call.

“Hi, is this Moses?”

“This is Moses Computing. How can we help you?”

“Well, I'm looking for information about the Promised LAN.

(If you think this is silly to read, you should have been there when I made the call.)

“Our Promised LAN is currently shipping. Can I send you some literature?”

“Are you kidding? This is unbelievable. You guys actually have a network called
the ‘Promised LAN’, from a company called ‘Moses’” '

“Yes, sir. Can I have some literature sent to you?”

Well, the literature arrived, and this is what I've learned. The Promised LAN
is an RS232 network that requires no IBM-type slots. Its cards plug into the R§232
port of the computers being networked together. This way the system will work
with any machine that has an RS232 port and for which support software has
been written.

Three more calls to Moses led to some of the strongest and loudest “No com-
ments” I have ever heard. Is this the famed Atari Promised LAN? Well, knowing
Atari’s inclination to subcontract development (due to its small in-house staff)
and considering the likelihood of two companies coming up with this same high-tech
name for a networking scheme, what do you think?
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MS-DOS calculators?

We were the first to tell you about the Atari laptop seven months ago, and now
it's time to let you in on the story of the newest and smallest of the Atari develop-
ment machines. This one is much further along than the laptop was seven months
ago and, actually, considering the lead time of this magazine (three months), it
may be quite a race to get the info out before the product.

Atari has developed and built a trial balloon known internally as the “Calc”
or the “MS-DOS Calc” This unit is the size of a medium paperback, i.e. about
1.5 inches thick with a length of six inches and width of nine inches. It is a com-
plete battery-powered MS-DOS-compatible computer with a twisted crystal screen
and DOS in ROM. The unit only has 128K of RAM, but all software is loaded
via ROM since the unit has no disk drive or drive ports.

The concept is that you would load your application program via a cartridge
port and use the free 128K of RAM as a work area for the program. Data is load-
ed, or more often unloaded, to a larger computer via a null modem or modem
connected to the RS232 port. Who would use such a device? Well, how about
a company with salesmen on the road, who enter their customers’ orders on the
unit on each call and upload the orders along with call reports each night from
their motel rooms? If the battery life is good enough and the price is low enough,
then the uses are unlimited. The batteries are three AAs with a life of three months.
That is keeping the unit powered up, on standby (preserving the memory) for
three months on about $4 worth of supermarket batteries! If Atari decides to
market it, the unit will retail for under $350.

Look out! Falling hard-disk prices!

Have you heard about the OptoMagnetic hard-disk units that are now coming
to market? These units are designed to look like and respond to software exactly
like a ST225 hard-disk drive. That is, they will fit in any space and run under any
software that can handle a common 20-megabyte half-height hard disk—but with
one major difference. The unit has a removable 3.5-inch disk that looks like our
standard ST floppy; only twice as thick. Each of these removable floppies will hold
20 megabytes of storage! Think about having all your word processing on a single
20-megabyte disk and another disk that contains nothing but graphics for DTP.
Pop them in and out like regular disks, and never worry about storage again.

The first of these units is scheduled to sell for $300, with the disk (platters) scheduled
for a retail price of $10 each. You could have a 100-megabyte hard-disk system for
$400! A users’-group librarian could carry 40 megabytes of public-domain stuff
in his shirt pocket. This is a real product, and the companies who are marketing
it have been soliciting the minicomputer and workstation makers for months.

At this point there is only one small fly in the ointment: There are two compa-
nies who have purchased the rights to make and market products using this new
technology. One has chosen to make a 20-megabyte unit with access speeds of 65
ms (the same as a standard ST225 hard disk). Their prices are quoted at $300 for
the machine and $10 for the disks. The second company has enhanced the unit
and the disks and offers 28-ms drive speed. Their prices are $350 and $25.

The units and the platters (as I understand it) are not interchangeable. When
the three-inch and 3.5-inch disk formats were introduced, no one was sure which
(if either) would become the new standard, and a few brave people spent a good
chunk of their money buying three-inch drives. Within six months after HP placed
the first major order for 35-inch drives, the three-inch units and the disks for them
had almost disappeared from the market.

I am going to be watching carefully to see which units are purchased first by
a major company. Once the standard is set, one of these units will become a quan-
tum leap forward in lowering the cost of storage on any computer, including our
beloved ST’s.

1G can often be found skulking the turf around Hollywood and Vine. He spends most of
his time following beautiful starlets and listening for Atari rumors, but every once in a while
he likes to go down to the freeway and participate in his favorite sport, van dodging. Heard
a good rumor? Write it down and stick it with used gum on the underside of the pay phone
at the address above, or write to TG at: STLog, 9171 Wilshire Blud., Suite 300, Beverly
Hills, CA 90210.

Atari has developed and built
a trial balloon known
infernally as the “/Calc’’ or
“’the MS-DOS Calc.”’ This unit
is the size of a medium
paperback.

The OptoMagnetic hard-disk
unit has a removable 3.5=inch
disk that looks like our
standard ST floppy, only twice
as thick. Each of these
removable floppies will hold
20 megabytes of storage!
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G A M E

After deciding that I wanted to become
more familiar with the many flags of our
world, off I went to a local bookstore in
search of a book that contained flags shown
in color. While looking at the flags, I con-
cluded that it would be difficult, if not im-
possible, to memorize a good majority of
them. Sure, countries like Canada with its
maple leaf and Japan with its circle
representing the land of the rising sun are
easy to remember. But how about some
of the less talked about countries—
countries such as Suriname, Tonga and
Malaysia? Rather than stare at the almanac,
I realized that a more interactive (and in-
teresting) method of learning was called
for.

Yes, this is where the ST fits in. I rea-
soned that the computer could be
programmed to draw the flags and then
show them in a random order. And, hey,
how about having the computer quiz me
on the flags, giving me a limited amount
of time to identify them? Also, it would
be nice to have a two-player option en-
abling the player to race against each other
and the clock.

Playing the game

The game is simple. The names of four
countries will be shown at the top of your
screen, one of which belongs to the flag
shown. You get one guess at each flag. If
you are correct, you get 1,000 points plus
a bonus based on the skill level and the
amount of time remaining on the timer.

If your guess is wrong, you will not be told
the correct country. This was done to make
the game more interesting, albeit annoying!

Pressing one of the function keys along
the top of the keyboard tells the computer
your choice. Player 1 uses keys F1 through
F4, and Player 2 uses keys F7 through F10.
The keys F5 and F6 are not used. The ta-
ble that follows shows the relationship be-
tween the function keys and the names of
the countries shown at the top of the
screen.

Solomon Island
Trinidqq‘
=

Player Player

1 2

F1 F7 Upper left-hand country

F2 F8 Upper right-hand country
F3 F9 Lower left-hand country

F4 F10 Lower right-hand country

Programming notes
Before writing any of the program code,
one major problem had to be overcome.
Where will the data for drawing the flags

_ Hest _Germany
. Yemen ﬁrabrﬁgp,
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LOW RESOLUTION

O NLY

come from? The problem was solved when
I determined that only five basic drawing
operations needed to be employed to draw
a flag. They are as follows:

1) drawing lines,

2) filling an area with color,

3) drawing circles,

4) drawing arcs,

5) drawing elliptical arcs.

After figuring out how to draw the flags,
I then needed to find the most efficient
medium to use. After dismissing the idea

of having piles and piles of graph paper
littered on my workspace, DEGAS was
selected.

Fortunately, the vast majority of the flags
all share something in common. They are
rectangular shapes of the same width and
height. With this in mind, I drew an out-
line that resembled a flag and saved the
outline to disk. Each time I started a new
flag, I loaded the outline and used it as
a template.

So, with the problem of drawing flags

RIVI

resolved, a method of recreating the flags
under program control was now needed.
As most users of DEGAS know, each pic-
ture file requires 32,034 bytes of storage
on disk. Since 100 flags were drawn, over
three megabytes of storage space are re-
quired! It would be impossible to put this
much data on a floppy disk, since a typi-
cal ST disk has a capacity of around 349K.
This disk limitation ruled out the idea of
having each flag loaded when needed.

VDI to the rescue

The VDI (Virtual Device Interface) pro-
vides a relatively simple method of redraw-
ing the flags while the program is running.
As many readers know, the VDI is extreme-
ly powerful because of its variety of graph-
ics functions. The trick was to convert each
flag into a set of numerical data that could
be fed to the VDI functions v__pline,
v__contourfill, v__circle, v__arc and v__ellarc.
Each set of data had to abide by a special
format so that a standard could be devel-
oped. In fact, the program isn’t limited to
drawing flags. Virtually anything can be
drawn as long as the data is in the proper
sequence.

In order to develop the format, the VDI
functions had to be examined. For exam-
ple, to draw one or more lines, the func-
tion v__pline was used. The v__pline
function is used to draw lines in connect-
the-dots fashion. When you call v__pline,
it expects three arguments: the worksta-
tion handle, the number of coordinate

by Michael
Rupertus
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pairs to be connected by lines and the ad-
dress of an array. The array contains the
actual coordinate data. Please note that
the workstation handle is not related to
drawing and is therefore not needed in
the flag data.

Knowing where we want to draw our
lines is not enough, we must also tell the
program which color register to use and
the value to assign to the register.

At this point, I think an example is in
order. The line that follows is a properly
formatted data sequence for Flag Trivia:

NEW, 5, 1000, 0, 1000, 4, 50,
40, 58, 32, 66, 40, 50, 40

Believe it or not, this sequence draws
a purple triangle! The first value is a code
that tells the program which of the five
drawing operations it is to use. In this ex-
ample, the code “NEW” means that we will
be drawing one or more lines with the
v__pline function. The actual value of NEW
is —1, but the symbolic name NEW was

chosen to make the program more readable.

Next we have the value 5. This tells the
program to use color register 5. The next
piece of data is 1000. This is the red color
intensity of the color. The 0 that follows
is the green color intensity of the color.
Next we have a value of 1000, which is the
blue intensity of the color. As you may
remember from art class, the colors red,
yellow and blue are called the primary
colors. We can create any color by vary-
ing their intensities. A value of 1000 equals
full intensity. A value of 0 means that the
color is not mixed in at all. In our exam-
ple, the mixing of red and blue produces
purple.

The next data item tells the program
how many pairs of coordinates are used
in the v__pline function. In this case, the
value is 4. The program will then use the
next eight data items as X and Y coor-
dinates for the lines. It knows to read eight
items because their are four pairs. The pro-
gram multiplies the number of pairs by
two and uses that value as the number of

Barbados |
_(}:_urya 0

The game is simple. The names of
four countries will be shown at the
top of your screen, one of which be-
longs to the flag shown. You get one
guess at each flag.

data items to be read.

If we now wanted to draw another line
on the screen, we can use one of two
methods. We could again use the NEW
command. But suppose that we would like
to continue drawing purple lines. The com-
mand I call “MORE” provides this capa-
bility. An example of MORE follows:

MORE, 2, 22, 199, 187, 88

Since we are content with purple, the
data following the MORE command skips
over the color register value. It also skips
over the red, green and blue color inten-
sities. All that is needed is the number of
coordinate pairs and the X and Y coor-
dinates themselves. The value of 2
represents the number of pairs. The next
four items are the X and Y coordinates.
The use of the MORE command accom-
plishes two desirable things. First, it con-
serves memory because space isn't used
up with color register values and their in-
tensities. Second, execution speed is im-
proved because the color register doesn't
need to be set.

There are also other commands, includ-
ing “FILL,” “MFILL, “CIRCLE “ARC” and
“ELLARC” The command FILL tells the
program to send the data that follows to
the VDI function v__contourfill. As most
readers know, this function can color a
small or large area of the screen quickly
and easily. The MFILL command is a short-
cut of the FILL command. I call it MFILL
to signify that we want to do some More
FILLing of the screen, using the same color
register and color.

The command called CIRCLE is obvi-
ous. An ARC is part of a circle. An ELL-
ARC means that we want to draw an
elliptical arc. Elliptical arcs can be used
to draw egg-shaped or oval objects. There
is also a command called “DONE.” This
tells the program that the flag is finished
and is ready to be seen by the players.

Philadelphian Michael Rupertus has been an
avid Atari user for over five years. He enjoys
programming in C and 68000 assembly lan-
guage, and although he is primarily interested
in graphics, he likes to try to simulate board games
on his computer. He hopes to eventually write
a chess program.

Due to the large size of this program, it is
available only on this month’s disk version or
from the STLog users’ group on DELPHI.
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A few months ago I relegated my dear
three-year-old 520ST and one-year-old
Supra 20-megabyte hard disk to the sta-
tus of “backup” computer when I bought
a Mega ST4 and a custom 65-megabyte
hard drive. The extra RAM and stiffer key-
board on the Mega are nice, but I didn’t
expect my working habits would be
changed too drastically.

Hoo, boy, was I wrong!

There’s a computer axiom (and I don’t
know who coined the phrase, darn it) that
says, “Any program will expand to fill all
available memory.” I'd like to paraphrase
that to say, “Any user will expand his tools
to fill all available memory” I became
aware of this quite suddenly one day
when I had to use my old one-megabyte
520 and found myself feeling cramped by
lack of memory to keep all my favorite
and now (on the Mega) always-resident
tools! In 1985, when I first purchased my
ST, I thought 512K of RAM was the liv-
ing end. Now I find one meg cramped,
and fully expect to overrun the limits of
the current four-meg machine before too
long.

Anyway, for those of you who haven’t
run into this “fill all available RAM” syn-
drome, your Tuck has just run out. This
month I'm going to list a number of use-
ful programs and accessories that will
make your ST easier to use, though at the
cost of chewing up your RAM. But don’t
worry, it won’t hurt a bit. In fact, once you
try out some of these beauties, you, like
me, will be hooked.

As usual, the following are my own per-
sonal favorites. I do not mean to slight
anyone or any program by omitting them.
Furthermore, there were several utilities
I wanted to mention but couldn’t find in-
formation as to whether they were pub-
lic domain or shareware, so I omitted
them from the article. Also, in a few cases
I was unable to find the names of the
authors of several programs, so if I left out
a name, it was unintentional (and feel free
to drop me a line care of this magazine
or on DELPHI, username MAURICEM, to
inform me of any omissions or cor-
rections.)

Driving an AUTOmatic

The ST’s AUTO folder is a mixed bless-
ing. It’s great because it allows you to au-
tomatically run the programs in it at
bootup. It’s a pain because it runs every-
thing with a .PRG extender regardless of
whether you want the program run that
time or not. If you use a floppy-based sys-
tem, one way around this is to set up
different “boot disks” with AUTO folders

containing certain utilities. . .but then
you end with a lot of boot disks. An easi-
er way (and the best way if you have a hard
disk) is to use a program which will allow
you to select which programs to autorun.

My favorite choice for this kind of pro-
gram is Charles F. Johnson’s Desk Manager,
the earliest version of which was original-
ly published in ST-Log #16. That first ver-
sion allowed you to select only which desk
accessories to load, not AUTO programs.
The latest version not only allows you to
select which AUTO programs to run and
which accessories to load, but also auto-
matically selects a DESKTOPINTF file cus-
tomized for whatever monitor you're
using. To put further icing on the cake,

Tools of

by Maurice

if you are using GDOS, you can similarly
select a .SYS file to make into AS-
SIGN.SYS! This eliminates having to
manually rename the files.

Of course, to put Desk Manager to full
use, it really should be the first thing in
your AUTO folder. Otherwise other
AUTO programs will run before it, mak-
ing it a moot point! v

Desk Manager is a shareware product,
available on most online services. (Share-
ware, for those new to the term, means
you are free to copy and distribute it, but
you are asked to send a monetary contri-
bution to the author if you find the pro-
gram useful. Please do contribute if you
use the program because it stimulates the
programmers to keep writing software.)

STEP]

DiskFree by Timothy Purves is a public-
domain (or PD, free to the public) pro-
gram for your AUTO folder that speeds
up the GEMDOS FAT (File Allocation Ta-
ble) routines used to calculate the amount
of space used and available on a disk. Us-
ing the Desktop’s “Show Info” option on
a 16-megabyte hard-disk partition that is
one-third full finishes almost five times
more rapidly with DiskFree than without.

Another useful program in this vein,
although not exactly the same thing as
DiskFree, is FAT Speed, by Ulrich Kuebler.
FAT Speed speeds up overall GEMDOS
FAT searches and accesses, meaning not
only are free-space checks quicker, but
hard-disk access speed is greater, the sys-

the Trade

Molyneaux

tem taking less time to find and work with
files. The greatest increase comes when
writing files to a relatively full hard disk.
If you have FAT Speed, you don’t need
DiskFree. The program is copyrighted,
but freely distributable.

One of CodeHead software’s more in-
teresting commercial products is John
Eidsvoog’s TopDown Loader utility. Top-
Down was originally designed to make it
possible to use desk accessories with pro-
grams requiring a specific load address
(usually low in an ST’s memory, where ac-
cessories normally load).

What TopDown does is force the system
to load and run all AUTO folder pro-
grams and desk accessories at the top end
of available RAM, not down at the bottom

ST-LOG FEBRUARY 1989
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as usual, thus putting them “out of the
way” of many of these “hard-addressed”
programs.

TopDown is not for everyone though. It
is tricky to use, because you have to con-
figure a block of top-end memory for it
to use, and if you make it too small for
your accessories, AUTO folder programs
and system screen RAM, things can go
bananas! It works best on STs with more
than one meg of memory, where you can
configure a sufficiently large block. Epyx’s
Art & Film Director is a package that
benefits from TopDown on a large-
memory ST (it doesn’t help much on
machines with one meg and under). Use-
ful if you have hard-addressed software,
otherwise not for the faint of heart!

Another highly technical program, but
one that offers some neat capabilities, is
Thomas Tempelmann’s Templemon moni-
tor. This program, when run from the
AUTO folder, installs itself in memory
and just sits back. You can access it at
almost any time using a “hot key” com-
bination (Alt-Shift-Help), which places
you in a powerful machine-language mo-
nitor. From Templemon you can scan and
search memory, check system variables,
addresses, etc, trace a program one in-
struction at a time, modify system settings,
trace the execution of a program in slow
motion, even mark a block of memory
and save it out to a file (as I have done
several times when I quit my terminal pro-
gram before saving the capture buffer.
With Templemon I found the text still in
RAM and saved it to disk).

Especially nice for programmers is that
Templemon intercepts the ST’s “bombs,”
so instead of seeing the usual cherry
bombs on the screen, Templemon ap-
pears instead, displaying the error and al-
lowing the programmer to see what
happened. What'’s nice about this for the
non-programmer is that, in some cases,
it’s possible to use a command in Temple-
mon to execute a system call to “close” the
current application, sometimes allowing
you to escape from what otherwise might
be a lockup.

Templemon is not for the novice, but
more useful to the average person than
you might think. It’s simple to use (okay,
as simple as a machine-language monitor
can be), has online help, and best of all,
it’s public domain.

The infamous GEM “40-folder bug” can
be eliminated using the public-domain
FOLDRI100.PRG program. If you place it
in your AUTO folder, it sets aside buffer
space for more folders. If 100 additional
folders aren’t enough, you can alter the

number by changing the filename. If you
need 365 more folders, rename the pro-
gram FOLDR365.PRG and reboot. It’s
that simple.

The old GEM Item Selector is not so
hot. It’s clunky to use and only displays
nine filenames at a time. A commercial-
ly available replacement selector is Chris
Latham’s Universal Item Selector 11, from Ap-
plication & Design Software. UIS II comes
in two forms on the same disk, an acces-
sory version and a stand-alone program
version. Using either version will result in
the programfaccessory putting its own
custom item selector on the screen
whenever the regular GEM selector would
normally appear. If installed as an acces-
sory, you can access it just like any other
desk accessory.

UIS II not only allows you to view more
files at once than the GEM selector, but
also provides buttons for selecting vari-
ous drives, and even provides the user
with many disk functions from the selec-
tor proper! You can copy, move and de-
lete single or multiple files, rename files
and folders, even lock/unlock andl/or

if you often use a
program that vtilizes
Atari’s GDOS, the
best thing you can do
for yourself is to buy
CodeHead’s G + Plus

hide/unhide files with UIS II, even while
deep in another application. A “find” fea-
ture lets you locate any filename on any
drive. There are also functions for print-
ing directories and formatting disks.

If you often use a program that utilizes
Atari’s GDOS, the best thing you can do
for yourself is to buy CodeHead’s G + Plus,
which completely replaces GDOS and is
faster and more flexible to boot. When
you use the accessory that comes with this
AUTO folder program, you can load AS-
SIGN.SYS files when you run a program,
meaning you don’t have to reboot the sys-
tem to load in a different ASSIGN.SYS if
going from one GDOS application to
another. Best of all, it doesn’t slow down
the system the way GDOS does. (In fact,
when I visited Atari last September, many
of the people there were using G + Plus,
not GDOS.)

If you have some memory to spare and
want to snazz up your Desktop, you could
do worse than to buy Easel ST, published
by Computer Fenestrations. What this
AUTO folder program does is to load a

DEGAS or NEO picture at bootup and
use it as the background for the Desktop.
You need different pictures for each reso-
lution, of course, but that’s no big deal.
Currently, I have the “Reagan” version of
“American Gothic” as the Desktop back-
ground in monochrome, and a picture of
Megabit Mouse (see last December’s Step
1) in low resolution. Sure, it takes up some
memory, and really does nothing, but it’s
nice to be able to put something on the
Desktop, rather than just icons and
windows.

Desk accessories

If I had to name a single desk accesso-
ry that was more useful than any other,
it would have to be MultiDesk from Code-
Head software. This is one of those
schizophrenic utilities that doesn’t know
if it’s an accessory or a program because
it can be both! If you name the file MULT
DESK.ACC, it will load as an accessory
under the Desk drop-down. If you rename
it MULTDESK.PRG, it runs as a stand-
alone program from the desktop. (No, you
can’t run it from the AUTO folder.)

Either way, it is powerful and useful, as
it allows you to load up to 32 desk acces-
sories. Unlike some other “fixes” for the
GEM six-accessory limit, MultiDesk allows
you to load accessories at almost any time,
not just at bootup (even when running a
GEM program). And once you’ve loaded
up on accessories, you can dump them all
with the click of a button. You can resize
the buffer, shrink it to take no more
memory than the current accessories
need or even set it so that when you click
on MultiDesk, the last accessory used
comes up.

Best of all, you can put MultiDesk into
all six accessory slots and have each of
those six load up to 32 other MultiDesks,
allowing you to have thousands of accesso-
ries (of course, the practical limit is real-
ly free RAM, but it’s fun to imagine what
it would be like with unlimited memory!).

MultiDesk handles most properly writ-
ten accessories, including those that uti-
lize the GEM “pipelines” (used to pass
information between various applications
in memory), like Cyber Control. This
means you don’t have to reboot your ST
every time you need another accessory,
nor do you have to frugally pick only the
six accessories you use most often. Even
if you have a small-memory machine, Mul-
tiDesk is great because you can load an
accessory and then, after you're done with
it, delete it from memory.

You may have heard of Double Click
Software’s Stuffer desk-accessory loader.
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Unlike MultiDesk, Stuffer is shareware,
and while Stuffer is nowhere near as
flexible as MultiDesk, it is still better
than having no way to load more than six
accessories. So, if you're not in the mar-
ket to buy something like MultiDesk,
you might give Stuffer a look. (But, if
you decide to use it, you really should
send in the requested shareware con-
tribution.)

If you would like to have numerous
formatting options available at almost
any time, the shareware DC Formatter ac-
cessory from Double Click Software
(written by Paul Lee, Keith Gerdes and
Michael Vederman) is for you. Version
1.1 formats single- and double-sided, us-
ing either normal sectors and tracks or
extended ones; formats disks with MS-
DOS executable boot sectors; and will
even format disks for use with the Magic
Sac Macintosh emulator. You also have a
set of options that allows you to set cer-
tain bootup parameters on a floppy, such
as whether or not to bypass the hard disk,
turn the disk-write verification routines
off, etc. The latest version supports the
Spectre 128 Mac emulator, and I expect
the next version of the accessory will as
well. A few warnings, though: If you for-
mat beyond 80 tracks, some ST disk
drives may not be able to read the for-
matted disk properly. If you choose ex-
tended formats, but set up an MS-DOS
boot, the disk will only be 720K as usual.
Well worth having!

If you have a hard disk, The Protector by
Timothy Purves (placed in the public do-
main by Michtron) is very useful. This ac-
cessory allows you to “lock” partitions of
your hard drive (and even RAMdisks) so
that nothing can be written to them. This
is useful if you are experimenting with
a program that might write data where
you don’t want it, or just to keep other
people from saving to or overwriting im-
portant data on your hard disk. You can
unlock them just as easily as you can lock
them, so it’s painless to use.

There are a number of programs that
do not allow you to type in characters be-
yond ASCII #128, which means much of
the international character set is inacces-
sible, even if your printer can handle
some of the characters. One of the best
ways to get around this limitation is
through the use of the ExtaKEY, a share-
ware accessory (written by Gregory
Wrenn) that allows you to put together
a string of characters from any combina-
tion of characters in the character set
and feed them into the current applica-
tion just as if they had been typed from

the keyboard. While this is not needed
in word processors such as Ist Word or
the later releases of ST Writer, it is handy
in programs that don’t allow such charac-
ters, or software like WordPerfect, where
accessing such characters is more
difficult than you'd like.

William Cota’s Mouse Speed is another
shareware accessory worth having. It al-
lows you to alter your mouse response to
greater or lesser than usual (the distance
the pointer will move on the screen rela-
tive to actual mouse movement can be
selected). Settings range from a snail-like
'he normal to a nearly uncontrollable
eight times normal. This is handy for
those times when you feel the mouse
response isn’t quite right.

It can even be used to adjust the
movement in one resolution so that it is
more proportional to another (such as
halving the mouse response in low reso-
lution to approximate the feel of high
resolution). Interestingly, it even affects
the keyboard equivalents for pointer
movement. There are some other mouse-
accelerator programs out there, but thus

if you have a hard
disk, The Profector by
Timothy Purves
(placed in the public
domain by Michtron)
is very useful.

far Mouse Speed has the most speed
ranges, and therefore gets my vote.

Other stuff

With the multitude of paint programs
out there, and source material coming in
any of three different resolutions, it’s a bit
difficult to move images from one graph-
ics program to another unless you have a
program for converting such graphics
files. One of the best of these is the share-
ware PicSwitch 0.7, written by John Brochu.
The program will read and write all the
standard ST paint program file formats
(with the exception of the newly released
Art Director), and does a good job of con-
verting color to monochrome and vice
versa. Furthermore, it can read some Atari
8-bit files, CompuServe high-resolution
RLE files, Amiga .IFF files and even Mac-
Paint pictures! The program is simple to
use, and has been around for quite some
time. I've been waiting for an update, but
no luck yet.

If you don’t have ARCTTP and
ARCXTTP, find them. These public-

domain programs are a real necessity if
you do much file swapping with other ST
users. ARCTTP is used to compress a file
or files into file “archives,” which can be
anywhere from 20 to 60% smaller than
the original file(s). Of course, you can’t use
these files when compressed like this, but
it makes them small enough so that you
can fit more data on a disk or make files
you are uploading over a modem smaller,
thus saving time and phone charges. In
addition to compressing files, ARCTTP
will also decompress them, allow you to
list the files in the archive, etc. ARCXTTP
does one thing alone: it decompresses
(deARCs) ARC files.

Using it all
A lot of utilities, I know, but I use most
of them all the time. In fact, I usually have
something like 400K of AUTO folder pro-
grams loaded when I start up my Mega
ST4. And, as I said at the beginning of the
article, I have gotten so used to those
AUTO utilities and accessories being
“part of the system” that I get frustrated
when I have to work on a machine
without them. I admit it: I'm spoiled. But
I'm not alone. And, if you start amassing
some of these tools, you’ll be spoiled too.
You'll find your ST suddenly more power-
ful, faster and easier to use.
And who can complain about that?

Addenda

Of late Step 1 has been the victim of
recurring “Murphy’s Law” Here are some
corrections:

In the November 88 issue (“Of Mice
and Megabytes, Part I"’), Figures 2 and 3
got transposed. Furthermore, on page 66,
Column 2, paragraph 3, a blank space
somehow wandered into the middle of
a word. So, the line that should have read
“you could get away with Klingons wan-
tonly marauding” became “Klingons
want only marauding” Now, while you
might say the latter is true, it’s not what
I wrote!

In that same article, I neglected to
mention Mark Keeran, who loaned me
his video equipment so that I could put
the videotape together. Thanks, Mark. a

When not writing articles for ST-Log or
otherwise working on computers, Maurice
Molyneaux studies classic cel and modern com-
puter animation, deadens his eardrums with
overloud classical music and further damages
his already questionable sanity by listening to
recordings of Monty Python and Tom Lehrer.
Otherwise he just makes a nuisance of himself.
His DELPHI username is MAURICEM.
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Rainbird at it again

The software publisher that brought
ST users such hits as Starglider and
Carrier Command has now an-
nounced the release of two more
games for the Atari ST.

Virus, billed as the most infectious
game ever for the Atari ST, gives play-
ers a chance to stop a poisonous
menace intent on destroying the
Earth. The menace is a ‘‘Seeder’’ that
is slowly spreading spores that
reproduce at an alarming rate, infect-
ing everything they touch. The im-
pressive three-dimensional graphics
allow the player to move in any direc-
tion, including “‘into” and “‘out of”’ the
screen. Virus lists for a low $29.95.

Space Cutter is a fast-action shoot-
’em-up that also requires players to
dust off their thinking caps. Players
get to take their chances at piloting a
spacecraft that is so powerful that no
one has been allowed to pilot it before.
The ship blasts through interstellar
space in search of star gates, while at
the same time battling off lethal
spacecraft, enemy missiles and flam-
ing asteroid belts. All this excitement
can be yours for a low $29.95.

Rainbird Software
P.O. Box 2227
Menlo Park, CA 94026
(415) 322-0412

CIRCLE #130 ON READER SERVICE CARD.

Musicians take note

State of the Art, in conjunction with
Hybrid Arts, has announced a new
marketing strategy to help people in-
terested in MIDI to acquire Hybrid
Art’'s products. Selected programs
from the Hybrid Arts catalog (includ-
ing EZ-Score and EZ-Tracks) are now
available to Atari users’ group mem-
bers at dealer discount prices, and the
only requirement is that users’ groups
obtain and fill out a special registra-
tion form. This is a fine opportunity for
musicians to start building their MIDI
program library.

State of the Art
P.O. Box 1055
388-3 College Ave.
Clemson, SC 29633
(803) 653-MIDI

CIRCLE #131 ON READER SERVICE CARD.
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From top:

Virus — Gives players a chance to stop a polsonous
menace Intent on destroying the earth.

Space Cutier — Players get to take thelr chances at pilot-

Ing a spacecraft that Is so powerful that
no one has been allowed to pilot it before.

Educational software

Now available from Omega Soft is
ST Alpha-Bytes, a GEM-based graph-
ics program that introduces young
children to letters and words. Alpha-
Bytes boasts variable difficulty, print-
able score sheets, support of color
and monochrome monitors and a
library of over 80 different graphics. It
lists for $29.95.

Omega Soft
P.O. Box 139
Harrells, NC 28444
(919) 532-2359

CIRCLE #132 ON READER SERVICE CARD.
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NEWS

Still more from Mindscape

Mindscape has become known as
one of the most prolific of publishers
for ST games, and now, in association
with Sega of America, ST owners will
be able to enjoy yet three more titles:
Out Run, Space Harrier and Alien
Syndrome.

Out Run lets you get behind the
wheel of a high-performance car for
an exciting race through woods, Eu-
ropean cities, beaches and the Swiss
Alps at speeds of up to 200 mph. In
its coin-op version, Out Run has sold
over 18,000 arcade machines. The Eu-
ropean home-computer version has
sold more than a quarter of a million
copies. Out Run lists for $49.95.

In Space Harrier, you are an astral
exterminator who must destroy a gang
of the ghastliest creatures in the
galaxy. The mission is tough, but your
laser blaster will provide you with a
powerful weapon with which to battle
the myriad of futuristic obstacles that
you will encounter. Already more than
150,000 copies sold in Europe, the ST
version is priced at $49.95.

Alien Syndrome players must res-
cue some of their comrades who have
become trapped inside a genetic
laboratory run by a race of evil aliens.
Players must destroy the evil mutants
before the lab’s self-destructing
mechanism explodes—turning their
comrades into a cloud of space dust.
Sega has faithfully recreated the coin-
op classic. Alien Syndrome lists for
$49.95.

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

CIRCLE #133 ON READER SERVICE CARD.

New from Practical Solutions

The makers of the popular Monitor
Master, a special switch for switching
between a color and monochrome
monitor, and Mouse Master, a joystick
and mouse-port “‘extender”’ for the ST,
have announced two new products.

VideoKey allows users of an Atari ST
to connect their computer to a
composite monitor, a VCR or regular
television and provides a separate au-
dio hookup for amplified sound. Prac-
tical Solutions claims the brilliant

i -4 (15

Out Run lets you get behind the wheel of a high-
performance car for an exciting race through woods,
European cities, beaches and the Swiss Alps at
speeds of up to 200 mph.

colors attained with this convertor
reproduce the RGB screen as close-
ly as possible.

VideoKey offers NTSC (RS-170A)
standard luma and chroma levels and
is compatible with all low-resolution
software. It has a case designed to
complement the ST and comes with
a limited 90-day warranty. lts price is
$119.95.

Practical Solutions has also an-
nounced the latest in the ‘“Master”
series of custom-designed switch box-
es. Drive Master switches between
two external floppy-disk drives, espe-
cially useful for users of pc-ditto, the
IBM emulator from Avant-Garde Sys-
tems, since a quick press of a button
allows you to safely switch between
5.25-inch and 3.5-inch drives. Drive
Master comes with a three-foot
detachable cable and a custom case
designed to complement the ST, and
it is priced at a reasonable $49.95.

Practical Solutions
1930 East Grant Rd.
Tucson, AZ 85716
(602) 884-9612

CIRCLE #134 ON READER SERVICE CARD.

DRIVE MASTER - From Practical Solutions. .$40.95
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BY FRANK COHEN

When the new Atari Corp. made the de-
cision to use Digital Research’'s GEM oper-
ating system in 1985, future Atari 520,
1040 and Mega ST users were given the
utility of a mouse-driven operating system
and the power of the Atari ST engine.
Atari’s choice was logical and practical;
GEM had become an established option
for IBM PC users who desired an easy-to-
learn system that supported the “visual in-
terface” to computing.

Digital Research patterned the GEM
system after Xerox PARC mouse-based
operating environment and the GKS
graphics system. The Xerox PARC system
was also the basis for the Macintosh oper-
ating system. These new “visual” interface
systems were designed to appeal to an au-
dience of nonprogrammers, including the
huge group of people who have been ap-
prehensive about using computers. To
overcome the fears of these potential
users, the visual interface was designed to
be easy to learn and to use.

Several new ideas were brought into the
computer realm when the visual-interface
system was developed. To achieve the
goals of the visual interface, the proce-
dures to operate a computer should be
based on the everyday skills that most
people have learned through their nor-
mal, day-to-day social interaction. The ap-
plication should feel comfortable. The
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user should be in control of the com-
puter, not the other way around.

Unfortunately, when GEM was written
for the Atari ST, a description of the visual
interface was not included in the
documentation. This lack of documenta-
tion led most developers to base their ap-
plications on their own ideas of
ease-of-use and user-friendliness. This
free-form environment has taken its toll
on the Atari ST user community, since
programs using the GEM interface are
not consistent in how the user is expect-
ed to manipulate the system. This article
seeks to correct this problem by outlin-
ing the visual interface as implemented
using GEM on the Atari ST.

A visual interface to a computer con-
sists of a number of basic procedures
through which a novice computer user
may access the inherent power of a
modern-day computer system. An overall
design style must be used when assigning
the functions of all of the procedures. Ap-
plications may then be categorized by the
type of data manipulation processed. Var-
ious object and data types are selected
through procedures involving the key-
board and mouse and are dependent on
the application type. The system uses win-
dows and menus to provide the user with
an intuitive method of organizing and
controlling data. Text editing, the most

basic form of data entry, is processed in
the same manner regardless of context or
definition of the application. Finally, di-
alogs and alerts conduct basic system-data
gathering and information display
through the use of specific system modes.

Style

Three words embody the visual-
interface style: responsiveness, permissiveness
and consistency.

Responsiveness: Responsiveness means
that the user of an application should be
able to perform an action and see the
results in a direct fashion. This allows the
user to accomplish a task without much
forethought into the processes that need
to be accomplished. For example, suppose
the user sees a circular object in the
center of the screen and would like to
move the object to the left side of the
screen. The actions necessary to perform
this command should be intuitive and
spontaneous, instead of forcing the user
to think, First I have to press this key, then
select that function and, finally view the results.
Most people don't think in this fashion.

A typical example of responsiveness is
the use of the GEM drop-down menus.
When the user chooses a command from
a drop-down menu, the command is
processed instantly. The results of the
command are shown on the screen, leav-

ing no doubt as to what has taken place.

Permissiveness: Permissiveness allows the
user to do anything reasonable. Menu-
driven applications represent the oppo-
site of permissive applications because
they present a preset number of selec-
tions, which leads the user down a very
definite path toward the performance of
a function. A permissive application
presents the user with a basic work en-
vironment and allows the user to decide
what to do next inside the work en-
vironment.

Permissive programs avoid modes. A
mode is a part of an application that the
user has to formally enter and leave, and
that formalizes the way in which functions
can be performed. The visual interface
avoids modes because most people don’t
usually operate modally in the real world.
Dealing with modes enforces the idea that
computers are unnatural and unfriendly.

Modes are most confusing to users
when functions become unavailable in
certain modes. Modes make some func-
tions contingent upon past actions and
commands. Confusion sets in further
when users rely on habits and patterns
they develop while using other applica-
tions and computers.

Modes also include error alerts to show
the user when an error has occurred or
an unavailable function was requested.
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An error alert may result from a disk in-
put/output error. If the user is barraged
by a constant stream of error messages,
something is wrong in the design of the
application. Also, error alerts should be
friendly and helpful, instead of abusive
or demeaning.

The concept of modes may be useful
in certain applications. Most of these
cases fall into one of the examples given
below.

a. Long-term modes with a procedural
bias—for example, the Word Insert mode
of a word processor. Applications in
general may be considered modes them-
selves.

b. Short-term modes with a bias toward
unusual repetitive functions. For example,
holding down the mouse button to scroll
a document downward.

c. Alert modes to indicate to the user
that something unusual or unexpected
has happened.

If an application is designed to use
modes, the user should have a clear visual
indication of the current mode. The
mode indicator should be positioned to
indicate which object or function is be-
ing most affected. For example, in a
graphics editor, the size and colors of a
brush should be displayed near the selec-
tion of a brush.

Consistency: When a user purchases an
Atari ST, an investment of time and
money is made. The user spends a lot of
time learning the ins and outs of every
new application that becomes available
for the Atari ST computer. A large por-
tion of this wasted time could be avoid-
ed if all of the applications followed the
same basic interface.

The GEM system provides all the neces-
sary procedures required to implement
a common interface across all the appli-
cations available for the ST. However, im-
plementing the user interface in a stan-
dard way means writing additional code
that isn’t supplied with the ST or GEM.

Developers shouldn’t have to feel re-
stricted to using existing features; the
GEM system on the ST is a growing sys-
tem that places importance on new ideas.
The plain-Jane functions, such as open-
ing a document in a word processor,
should certainly operate the same way so
that the user can move easily back and
forth between applications. The rule of
thumb is, if an outline for a function is
described in this article, then follow it ex-
actly. If you don’t agree with the outline,
use something completely different
rather than agreeing with only parts of it.

Consistency also extends into the treat-

ment of the Atari ST’s various screen reso-
lutions. A consistent application should
be able to run in any screen resolution
and be able to treat a document the same,
regardless of what screen resolution is be-
ing used.

The Deskiop

The GEM system is based on the idea
that the user will use an application in a
central workspace within the computer.
This workspace is called the desktop and
is the first thing the user is presented with
after the system is turned on. A portion
of the screen contains a set of functions
called drop-down menus (described later).
The desktop is the portion of the screen
below the drop-down menus.

Types of applications

The Atari ST screen is displayed using
graphics; there is no text mode as exists
on other computers. Nevertheless, a lead-
ing use of the ST is word processing, a
text-based application. The purpose of a
consistent operating environment is to
provide a system through which the user
may access textual, array and graphic ap-
plications.

We can categorize a GEM application
into one of three types:

1. Textual applications can be arranged
in a variety of ways on the screen and
operate on a string of characters that may
be represented in a number of ways. For
example, a word processor will display a
screen full of words, while dialog boxes
may display only one line of text. The
manner in which the text is shown might
vary; however, the application manipu-
lates the words, sentences and paragraphs
as a one-dimensional array of characters.

2. Graphic applications create or modi-
fy drawings, pictures or concepts as col-
lections of pictures. Graphics are pictures

The GEM system is
based on the idea that
the user will use an
application in a central
workspace within
the computer.

and icons that represent functions or
ideas.

3. Array applications are multi-
dimensional arrangements of fields. If an
array has only one field, it is called a
form. If an array has several fields, it is
called a table. Form applications operate
on one list of data. For example, a form
would be used to fill out a membership
card for a club. To the user, the data col-
lected is not an array, however the appli-
cation treats the fields in a form as a
continuous array of data. Tables may be
operated on as spreadsheets, with fields
running left and right as columns and
records displayed from top to bottom.

lcons

The ST is a graphics machine. High
resolution and color capabilities should
be used to best take advantage of the ST’s
versatile screen, with commands, features,
parameters and functions displayed as
graphic objects (icons).

An icon is a fundamental object in the
GEM system. Icons appear as a small
graphic object that is usually symbolic of
a function available to the user. In gener-
al, icons should be used instead of textu-
al descriptions as they not only aid in a
visual understanding of the function, but
also don’t need to be translated into for-
eign languages.

Icons may be treated as objects. Each
object should be used to perform a func-
tion analogous to an everyday function
the user might perform in the real world.
For example, the GEM desktop uses a
“trash can” icon for “throwing away”
(deleting) files. Also, the icons should em-
ploy graphics techniques to make their
use more obvious. If a user clicks on an
object, the object should be highlighted
to distinguish it from all the other objects
on the screen. If an object is to act like
a push button, it should “light up” when
pressed.

Icons may be grouped into palettes. A
palette may be used to give the user a
quick method to switch between various
operations. For example, in a drawing
program a palette would be used to indi-
cate which brush style, color or pattern
will be used. Palettes are also used to show
currently selected options. A selected op-
tion is normally shown as a highlighted
icon.

A palette may be included as part of
a window (as is the case with GEM Draw
from DRI) or as a separate window (as is
the case with Easy Draw from Migraph).
Each palette has its pitfalls. If a window
is reduced to be smaller than the palette,
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several palette functions may be inaces-
sible. On the other hand, if the palette is
not part of the window, then it takes up
extra space on the desktop that might
otherwise be used as spare work space.

The Atari ST keyboard

The standard ST keyboard has several
sections, each of which provides the user
with various options for data entry and
control of the system. The alphanumer-
ic keyboard holds the letters and numbers
and includes the symbols on the calcula-
tor keypad on the right side of the key-
board. If the wuser presses any
alpha-numeric key, the corresponding
character will appear on the screen. The
other keys, such as Return, Tab, Alternate,
Escape, Insert, Delete, Control/Home,
Backspace, arrows, Help and Undo, are
also considered character keys. However,
the result of pressing one of these keys
depends on the application and the context.

The return key is used to indicate that
the user has completed entering informa-
tion in a particular area of the document,
such as a cell in a spreadsheet. The return
key is also used as a signal to proceed
with an operation. In this case, a dialog
box is usually being used to retrieve in-
formation from the user. Once data has
been entered, the return key indicates
that the application should process the
entered data.

The tab key is used to proceed to the
next item in a sequence. In a word
processor the tab key is used to move the
cursor to the next tab position. In a dia-
log box, the tab key is used to select the
next edit field for data entry.

Pressing a character key while holding
down Alternate instructs an application
to perform a command, rather than
processing the character. This function is
most commonly used to process the key-
board equivalent of a drop-down menu
function.

Pressing the escape key instructs the
application that new data will be entered
over any existing information. Escape is
normally used to clear the contents of an
edit field in an array application such as
a spreadsheet.

The insert and delete keys are used to
add or delete characters from an array of
information. Insert will add a character
into the array at the insertion point,
usually pointed to with a cursor. Delete
will remove the character at the current
insertion point.

The control/home key is used to move
the insertion point of an array to the be-
ginning of the array. Depending on the

application, this key may be used to de-
lete the contents of the array.

The backspace key is used to delete text
or graphics. Backspace is further defined
in the section on text editing below.

The four arrow keys are used to move
the insertion point of an array of data.
The up- and down-arrow keys control row
movement, while the left- and right-arrow
keys control character of field posi-
tioning.

The help key is used to supply the user
with enough context-dependent informa-
tion to perform the currently selected
function. The help key may also be used
to run other applications sensitive to the
user’s needs.

The undo key is used to restore the
contents of an application’s data or oper-
ation to the state before the operation of
the previous function.

Since the release of the ST, many desk-
accessory programs have been made
available to the public that use the Alter-
nate/Help combination of keystrokes to
perform a temporary function on the
contents of the screen. When the ST is
started, pressing Alternate/Help will send
a bit-image copy of the current screen to
your system printer.

Typeahead

If the user is a quick typist, many keys
may be pressed before the application
has time to update the screen. The keys
pressed are queued and later processed.
This queuing is called typeahead.

Since the ST has so much memory, the
limit to the number of keystrokes that
may be queued is almost limitless. This
presents a problem. Suppose the user is
working with a word processor. If the
user presses the down-arrow key repeat-
edly, the insertion point will move below
the visible portion of the screen, causing

If the user is a quick
typist, many keys may
be pressed before the
application has time to
update the screen.

the word processor to scroll downward
through the current document. Since the
user can type faster than the application
can update the screen, it is possible that
the user will be forced to wait for the ap-
plication to finish processing after enter-
ing repeated down arrows. This would
clearly be in violation of the responsive-
ness rule as described above.

The solution to this problem is to add
extra logic into the application to check
for another key press before updating the
screen. If the key press is an up- or down-
scroll command, the application should
not update the screen until all other nor-
mal character keys have been processed.
In this manner, the user would lose the
consistency of an application, yet retain
the more important responsiveness
qualities.

The Atari ST mouse

The mouse provides the user of an
application running under GEM with
a huge amount of variety and versatility.
A pointer on the screen follows the mo-
tion of the mouse on a flat surface next
to the Atari ST system. Moving the mouse
generally performs no function, other than
relocating the pointer. Most mouse func-
tions occur when the user moves
the pointer over an icon or object and
presses and releases the left mouse button.

The mouse has three basic actions:

Clicking: The user positions the pointer
and briefly presses and releases the left
mouse button without moving the mouse.

Pressing: The user positions the pointer
and holds down the left mouse button
without moving the mouse.

Dragging. The user positions the pointer
over an object, and moves the pointer to
another location, while holding down the
left mouse button.

It is the application’s responsibility to
enable or disable mouse actions. GEM does
not provide “mouse-ahead” functions. Un-
like other visual-interface operating sys-
tems, GEM only stores a record of the last
mouse manipulation when the current ap-
plication was not ready to process it.

Clicking something with the mouse per-
forms an immediate action, such as select-
ing an icon from a palette or activating
an object.

Pressing on an object performs repeated
functions. For example, in a word proces-
sor, if the user presses the down arrow
in a scroll bar, the document will repeat-
edly scroll downward by one line until the
mouse button is released.

Dragging performs various functions de-
pending on the application and type

ST-LOG FEBRUARY 1989

23



vViS U AL

i NTERVF A CE G U I

D E L §

N E S

and the object being moved. Dragging is
used in graphic and array applications to
select objects or groups of objects. In a
textual application, dragging is used to
select groups of letters for later editing
functions and to position the insertion
point (cursor).

An object being moved may be restrict-
ed to a certain area of the desktop. For
example, the user may drag an icon from
one window to another, but not onto the
desktop itself. If the user releases the
mouse button over an illegal area, the ob-
ject’s position remains unchanged.

In general, moving the mouse pointer
to a different location does not signify an
action. The exception to this rule is the
use of the drop-down menus. Moving the
mouse into the menu bar will cause a drop-
down menu to appear below the menu
title. Moving the pointer into the drop-
down menu will cause one of the selec-
tions to become highlighted. However, the
selection must be clicked for an action to
be registered. To escape from a drop-down
menu, the user clicks over the desktop.

Double clicks

A variation of the click function, as
described above, involves performing a
second press and release of the left mouse
button. The speed at which this second
click must be performed is set by the user
from the Control Panel desk accessory.
Double-clicking is most commonly used
to perform immediate commands that
might otherwise require a series of steps.
For example, double-clicking a file icon
on the desktop might be a faster method
to open a file than clicking the icon once
and selecting a drop-down menu selection.

Pointer shapes

The pointer is usually shown to be an
arrow, although GEM has the capability
of displaying any graphic as the pointer.
Several pointer shapes are built into the
Atari operating system. The pointer shape
gives a visual indication to the user of the
current activity.

The pointer shape also depends on the
item under the pointer. To give the user
an indication on the mouse actions pos-
sible, the pointer will assume different ap-
pearances depending on the possible
actions beneath the pointer. For example,
if the pointer is moved over a text field,
the pointer should change to an I-Beam
indicator, which may be used to select an
insertion point or a range of text.

If an application uses modes for differ-
ent functions, the pointer will assume
different appearances in the various

modes of operations. For example, in De-
gas Elite, the pointer assumes the shape
of the current brush selection while edit-
ing and an arrow shape while selecting
modes.

The six most common pointer shapes
are given below.

Arrow: Used for scroll bar and other
controls, window movement, sizing,
drop-down menus, icon selection, etc.

Cross: Used for drawing, shrinking or
stretching objects.

Thick cross: Used for selecting fields in
an array.

Busy bee: Shows an extended operation
is in progress.

Flat hand: Used for moving objects.

Pointing hand: Used for selecting
objects.

Selecting

A basic function of the GEM system is
the ability to select an object. When the
user selects an object, it becomes high-
lighted as compared to other objects on
the screen, and any operations per-
formed while an object is selected modi-
fy only the selected object.

Groups of objects may also be select-
ed. When more than one object is select-
ed, any operations work on all of the
selected objects.

There are three basic ways of select-
ing an object or group of objects using
GEM: Selecting by clicking, range selec-
tion and extending a selection. Selecting
by clicking is the most straightforward
method. The user clicks an object and it
becomes selected. Most applications will
also extend the effect of selecting by us-
ing double-clicking. For example, in a
word processor clicking once will select
a new insertion (cursor) point. Double-
clicking will select a word.

Range selection is performed by drag-

Double-clicking is most
commonly used to
perform immediate
commands that might
otherwise require a
series of steps.

ging a box around the objects to be
selected. The user positions the mouse
pointer over a corner of the objects to
be selected and presses the left mouse
button. This point is called the anchor
point. The mouse pointer is moved to
the opposite corner of the group of ob-
jects while holding down the left mouse
button. When the mouse button is
released, the objects wholly within the
dragged region are selected. The loca-
tion of the pointer when the mouse but-
ton is released is called the endpoint of
the range.

Extending a selection is performed by
holding down the shift key and clicking
the left mouse button. In a textual or ar-
ray application, the result of a Shift/Click
operation is always a range. The position
of the mouse pointer where the mouse
button is clicked becomes the new end-
point or anchor point of the range; the
selection can be extended in any direc-
tion. If the user extends a selection wi-
thin the previous selected range, the new
range will be smaller than the old range.

In graphics applications, a select is ex-
tended by adding objects to it. Unlike the
textual or array extend function, the ob-
jects to be added do not have to be adja-
cent to the previous selection range.

Selecting text

Regardless of location, text edit fields
are selected and edited in a consistent
way. The keyboard and mouse are used
to select, modify, add and delete text.

A block of text is a string of characters.
When text is selected, a subset of the over-
all string of characters is chosen. The
selection range can have a length from
no characters to the whole block.

If a range of text has not been select-
ed, a cursor will appear at the insertion
point. The user determines the cursor po-
sition by clicking between two characters.
The cursor appears at the insertion point.
If the user clicks to the right of the last
character on a line of text, the cursor will
appear at the last character on that line.

The cursor indicates to the user where
the next key pressed or contents of a
Paste function will appear. After each key
is pressed, the insertion point and cursor
move one position to the right.

If the user drags a range of text, the
selected characters appear highlighted as
compared with the rest of the document.
The user may also double-click the mouse
while pointing to a word to select the en-
tire word. Words are defined as groups
of text separated by a space before and
after the characters of the word.
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NOW THREE SERIES OF HARD DRIVES !

THE " T ANK"

The System HD+ has been
recognized as extremely
tough and reliable by
hundreds of Atari ST
users. It is built to
exacting standards and
scrupulously tested. Astra
Systems is so confident of
the quality of this unit we
offer a limited one year
warranty.

Originally offered as a 20
Megabyte hard drive with
built-in 3 1/2" floppy, it now
is also available in 30 and
40 Megabyte units with
floppy.

Supplied with formatting,
partitioning software, and
backup program.

The floppy used in this unit
is a precision drive with
direct drive motor, and can
be formatted with high
density format programs.

THE EXPANDER

Internally expandable hard
drives come either with or
without precision 3 1/2°
floppy drives.

Four AC outlets with full
three line surge
suppression are installed
at the rear of the unit.
One of these controls the
CPU and the others are
available for monitor,
printer, etc. Two push
button switches on the
front control the CPU
independently of other
peripherals. EMI and RFI
filtration is included.
Twenty, thirty, and forty
megabyte units
expandable to 120 megs.
All necessary hardware is
already installed in original
unit so addition of
upgrade kits is fast and
easy.

RM 60/120

The RM 60 rack mount
hard drive for the MIDI
musician fits both
permanent and portable
racks.

Expandable from 60 to 120
Megabytes internally with
the addition of the +60
kit. Or purchase it
complete in the model RM
60/120.

Astra hard drives for the
Atari MIDI musician have
become the standard for
the industry, and are
being used by top
professional groups
worldwide. Our power
supply is equipped for 120
and 240 volt operation by
merely moving one wire.
This makes performing in
UK and Europe easier and
safer.

MAKE YOUR ATARI SING |

Astra BBS now on-line in PC Pursuit area! (714) 546-5956

CIRCLE #103 ON READER SERVICE CARD.
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Selecting graphics

Several methods have been established
to show the user when an object or group
of objects has been selected. Usually a
group of knobs are drawn around the
selected object or objects. The knobs in-
dicate the perimeter of the object and its
midway points both horizontally and ver-
tically.

Selections in arrays

Arrays can be one- or two-dimensional
arrangements of fields. As noted previ-
ously, a one-dimensional array is called
a form. To select a field in a form, the
user moves into it with the tab key or by
clicking on the field with the mouse.

The tab key cycles through the fields in
the order defined by the application, select-
ing the “next” field in the list. The se-
quence usually begins at the top of a form
and moves left to right and top to bottom.

Two-dimensional arrays of fields are
called tables. Columns are displayed from
left to right; records are displayed from
top to bottom. A column of data in the
array may be selected by clicking the
column header. If multiple columns are
to be selected, the user drags through
more than one column before releasing
the mouse button. The same functions
apply to row actions.

Windows

Windows are rectangles on the desk-
top that display information. Several
types of windows are possible: document
windows, desk accessories, dialog boxes
and alert boxes. The typical window is
divided into two parts: the work area and
the border area. The work area holds the
data to be displayed inside the window.

The border area is comprised of sever-
al objects that allow the user to control
the contents of the work area. The title
bar displays the name of the document
or graphic file that is being operated
upon by the application. A close box al-
lows the user to signal that he is finished
with the current document. The full box
allows the user to signal that he wishes
to expand the window to the full size of
the desktop or shrink the window to its
original size. A size box allows the user
to change the boundaries of the window.
Vertical and horizontal slide bars allow
the user to signal that he wishes to move
the current view of the data being
worked upon.

Multiple windows
Some applications may be able to
show more than one window on the desk-
top, and the user may position them ac-
cording to personal preference. Each

window can overlap those behind it and
can be overlapped by those windows in
front of it. Different windows can
represent data in the following way:

a. Separate documents being viewed or
edited simultaneously.

b. Different presentations of the same
document, such as graphic views of"
spreadsheet data.

c. Related parts of a logical whole, like
the listing, error report and symbol ta-
ble of an assembly-language program
listing.

d. Different
document.

Each application deals with the dis-
play, context and creation of multiple
windows in its own way. The advantage
of multiple windows is that the user has
the ability to isolate unrelated groups of
data from each other. On the downside,
the desktop can become cluttered, mak-
ing it more of a nuisance than an aid.

parts of the same

Opening and closing windows

Windows are opened in ways ap-
propriate to the application type, and the
application determines the initial size
and position of its windows. The appli-
cation also determines the stacking lev-
el of a window that is opened.

future use!

able on the screen!

pages!
* Much, much more!!

CircuitMaker I

Iliad Software is proud to present CircuitMaker II for the Atari ST computer system. CircuitMaker II provides

many enhancements over its predecessor including:
* Macro devices: This gives you the ability to define your own working devices and save them in a library for
* Separate windows: CircuitMaker II now shows the circuit and wave forms in separate windows each relocat-
* More devices: More devices are included in the standard library including a 32x8 PROM and 1Kx8 RAM!

* Enhanced printer support: More printers are supported, and your drawings can be reduced or enlarged to
whatever size you need! If your drawing is larger than one page, CircuitMaker II will break it up over several

lliad

Software Inc. (801) 226-3270

Come in and see CircuitMaker II today at your local Atari Dealer!!

Only *$99.95

Limited time on offer. Offer expires January 1, 1989. CircuitMaker II regular price: $149.95

P.O. Box 1144
Orem, Utah 84059

CIRCLE #104 ON READER SERVICE CARD.
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Most windows include a Close Box that
the user uses to signal that he is finished
working with the data contained in the
window. When clicked, the application
should remove the window from the desk-
top and, if applicable, remove the window
to a smaller object, such as an icon. When
a window is closed which contains data
that has been modified since the data was
first loaded, such as a word-processor
document file, the user is given the choice
of closing the window and losing the
modifications, or of saving any changes
made before closing the window.

The active window

If more than one window exists on the
desktop, the user will only be able to work
with one window at a time. This window
is called the active window. All other win-
dows are inactive. When a window be-
comes active, two actions are performed:

a. The active window’s title bar is high-
lighted, the border contents are displayed,
and any controls inside the window be-
come active. If the window contains an
edit field, any text selection range that was
in effect when it was deactivated is high-
lighted.

b. The window is displayed as the top-
most plane, so that it is shown in front of
any other overlapping windows.

The user activates a window by click-
ing on it. Once active, all controls, bor-
der objects and functions associated with
that window are available for use.

Moving and sizing windows

The application determines the size
and location of a new window. The user
can move the window to a new location
by dragging the active window’s title bar.
While the user drags the title bar, a dot-
ted outline of the window is shown cor-
responding to the mouse pointer
location. When the mouse button is
released, the application draws the win-
dow at the new location. Moving the win-
dow does not change the contents of the
data within the window, just the window’s
overall location.

The application determines the avail-
ability of a size box in the bottom right
corner of a window. If a size box is shown,
the user may drag the size box to change
the size and shape of the active window.
Dragging the size box draws a set of dot-
ted lines indicating the new size of the
window. The window’s location on the
desktop is anchored to the original loca-
tion. Only the size and shape are
changed.

When the mouse button is released, the

window is redrawn in the shape of the
dotted outline. The contents of the win-
dow are not changed, just the portion of
the contents view is adjusted.

The application may set boundaries in
which the window must reside. Moving
and sizing limits are determined by the
application. The application should en-
sure that the contents of a window can
never be drawn completely off the screen.

There is one exception to the sizing
function, that of scaling graphic data. Pro-
grams such as Easy Draw and GEM Draw
allow the user to change the scaling of the
view to fix the size of the window. If the
user changes the size of a window, the ap-
plication may change the scaling of the
view.

Scroll bars

Scroll bars change the portion of the
document or array being viewed in the ac-
tive window. A scroll bar is a dotted
horizontal or vertical shaft with square
boxes labeled with arrows at each end. In-
side the shaft is a dark rectangle called
the thumb. The shaft is a one-dimensional
proportional representation of the docu-
ment or array being viewed. As the user
moves the view of the document, the
thumb indicates which portion of the
document or array is being viewed. If the
document or array is smaller than one
shown in the window, the scroll bar be-
comes inactive and should not be shown.

Scroll bars permit the user to move the
view of a document in three manners, as
given below.

1. Sequential scrolling moves the view
in the opposite direction from the scroll
arrow that was clicked. For example, in a
word processor clicking the down arrow
causes the document to be moved upward
and the view closer to the bottom of the
document. Pressing the up or down ar-
row causes repeated scrolling of the view
until the mouse button is released. The
distance moved is determined by the ap-
plication (e.g., word processors may scroll
one line of text, spreadsheets may scroll
one row of data, etc.)

2. Paging advances the view by one
view-size of data. The user clicks anywhere
in the dotted portion of the shaft to page
the view. For example, clicking below the
thumb causes the application to move the
view of the document one view-size of
data downward. Pressing the dotted por-
tion of the shaft repeatedly scrolls the
view until the mouse button is released.

3. Direct positioning allows the user to
drag the thumb to a new position within
the shaft. The relative position of the new

location of the thumb within the shaft is
used by the application to determine the
new position of the view. Movement of the
thumb is limited to the size of the shaft.
If the user tries to drag the thumb out-
side of the shaft, the position within the
shaft changes according to the axis of the
shaft (e.g., vertical shafts only change the
vertical alignment of the thumb, while
horizontal shafts only change the horizon-
tal alignment).

Commands

When data or a group of data has been
selected, the user may select a command
to modify the selected data from lists of
commands called drop-down menus.
Menus are selected by moving the mouse
into the area of the screen above the desk-
top, signaling the application that a com-
mand is to be issued by the user. The user
can then select a command from a list of
commands that appear.

Most drop-down menu commands
either perform a function or change an
attribute that will be used in a function
later on. Functions are displayed as verbs,
while attributes are shown as adjectives.
Drop-down-menu commands may either
apply only to the currently selected ob-
jects or to the whole document or
window.

Computer Garden
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Drop-down menus are an intuitive
method of making command procedures
and options readily apparent to the user;
however, they might not always be the
most ideal way to initiate a command. For
example, copying files from the GEM
Desktop program is more efficiently
processed by dragging a file icon from
one window to another instead of using
the drop-down menus to perform the
same function.

Menvu bar

The portion of the screen above the
desktop is called the menu bar. It contains
a number of words and phrases indicat-
ing the titles of the menus associated with
the current application. Each application
is responsible for maintaining its own
group of menus and titles.

The menu titles do not change when
an application is running; however, desk
accessories may temporarily change the
menu titles when they are activated. As
a side note to this rule, VIP Professional
changes the menu titles in context with
the command being processed. This
makes the menu bar confusing to the
user, as the locations of each command
vary depending on the mode of the
spreadsheet. (Also see why modes should
not be used as discussed previously.)

Choosing a menu command

The user chooses a menu command by
moving the mouse pointer into one of the
menu titles. A list of commands will ap-
pear below the mouse pointer. As the
pointer is moved over a command entry,
the entry becomes highlighted. The user
clicks on the desired command entry to
select it. If the user wishes to not choose
a command once a menu title becomes
selected, the user may click anywhere on
the desktop outside of the currently open
command list.

Command groups

Menu commands are split between
verbs and adjectives. To the user these two
categories are seen as actions and attrib-
utes. Menu titles are normally grouped by
actions or attributes. For example, the
Edit menu-command list would include
functions such as Cut, Copy, Paste and
Clear.

An attribute menu title might adjust
the font or style to be used in a word
processor. For example, the Style menu-
command list would include attributes
such as Bold, Underline, Italic, etc.

Menu-command lists may be broken
down into smaller groups, depending on

the association of a group of commands.
Each group of commands is usually sepa-
rated by a gray dotted line. In associative
groups, commands are grouped together
in which one or more of the commands
may be selected to affect attributes to be
used by a function. For example, in the
above Style menu, one or more of the at-
tributes may be selected.

Exclusive menu-command list groups
put commands together in which only
one of the commands may be selected.
For example, the Style menu-command
list might also include a group of font
sizes. Only one size command may be
selected at a time.

Finally, a command:-list entry may tog-
gle between two or more titles showing
the user the presence or absence of an at-
tribute by the toggled entry. For example,
in The Informer, an entry in the Display
menu reads “Show Headers.” When select-
ed, this menu entry changes to “Hide
Headers,” and the data within the active
window is redrawn. When using a toggle
command entry, the wording of the com-
mand must make it obvious to the user
that the commands are opposites.

Special menu features

Many other special features may be
used in menu-command lists in addition
to command groups and names. Given
below are several options which may be
used.

a. A check mark or color variation may
be used to indicate an active attribute
from a group of nonactive attributes.

b. A disabled command entry is shown
as a gray or dimmed object. If the user
moves the mouse pointer over a disabled
entry, it is not highlighted so it is unavail-
able to the user.

¢. A command entry may be shown in
bold, underlined, italic, outlined and

Key COMMAND Usage

AC COPY Edit menu, copies text
into scrap buffer.

AV PASTE Edit menu, moves
scrap buffer into
document.

rQ Quit File menu, quits and
exits application.

A X cur Edit menu, cuts text
into scrap and delete.

L/ UNDO Edit menu, retrieves
last modification.

UNDO UNDO Edit menu, retrieves
last modification.

shadowed type style to indicate textual at-
tributes.

d. A command entry can include an
icon as a nonverbal explanation of the
command.

e. A special form of menu may be
drawn by the application. For example,
GEM Draw (DRI) draws its own menu
showing the possible fill patterns for
drawing operations.

f. A command entry may also include
an indicator to show a command’s key-
board equivalent. If the keyboard equiva-
lent keycode requires the control or
alternate key to be held down while the
key is pressed, the command entry should
show a caret (X) symbol or ALT symbol
respectively. The Atari logo (Fuji) charac-
ter may also indicate an ALT symbol.

Several key characters are reserved for
special purposes. Since almost every ap-
plication has a File and an Edit menu, the
keyboard equivalents in these menus are
strictly reserved. The reserved keys are
given in Table 1.

The keyboard equivalents for the Style
menu are optionally reserved. If an ap-
plication does not have need for a Style
menu, these keys may be used for other
functions. However, if a Style menu is
used within an application, the reserved
keys are given below.

Key Command
A B Bold

Al Italic

A O Outline
AP Plain

AS Shadow
AU Underline

The escape key is used for two func-
tions that do not have drop-down menu
equivalents. Escape is used to clear the
contents of an edit field in forms and to
abort the current operation in applica-
tions processing.

Standard menus

Presenting the average user with a con-
sistent selection of drop-down menus
makes the wide selection of applications
familiar when first run. This prevents the
necessity of forcing a user to learn a new
group of commands each time a new ap-
plication is used. The Fuji Symbol, File
and Edit menus appear in almost every
application. The Font, Fontsize and Style
menus are used when applicable.

The Fuji symbol
The Atari ST is not a multitasking
machine. It can run only one application
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at a time. However, smaller applications
called desk accessories may be run while
a larger application is being used. When
the user wishes to use a desk accessory,
the Fuji Symbol menu lists the available
desk-accessory applications.

The Fuji Symbol menu also contains
the “About..” menu entry. When the
user chooses this menu entry, the appli-
cation optionally opens a dialog box in-
dicating the name and copyright informa-
tion for the application, as well as any
other information the developer wants to
display. The “About. . ” menu entry may
also be used to initiate a user-help dialog
box, as is the case with Microsoft Write.

The File menu

The user may perform simple filing
operations without leaving the applica-
tion and returning to the GEM Desktop
by using the File menu.

It also contains the command for print-
ing documents or graphics and exiting
the application. The standard File menu
contents and description are given below.

New: Opens a new, untitled document
or array. The user names the document
for the first time when it is saved. This
command is disabled when the maximum
number of documents allowed by the ap-
plication is already open.

Open: Opens an existing document. To
select the document, the user is present-
ed with the standard GEM item selector.
The selector dialog shows a list of all the
documents on the disk that can be han-
dled by the current application. For ex-
ample, a word processor will display a list
of all the text files available. The selector
dialog also gives the user the opportuni-
ty to select documents on other diskettes.

Close: Close the active document or
desk accessory. If the user has made
modifications to the document since it
was opened, the application will ask the
user if the changes should be saved be-
fore the application closes the document.
Clicking the Close box of the active win-
dow performs the same function.

Save: Saves a document or graphic. For
new documents, the application will ask
the user to enter the name of the docu-
ment before processing the save function.
Once the save function is completed, the
active document remains present. In the
event that not enough disk space is avail-
able to save the document, the applica-
tion re-opens the GEM File Selector
allowing the user to save the document
on another diskette.

Save As: Saves a copy of the active docu-
ment using a new filename that the user

enters. Once the function is completed,
the active-window title bar changes to the
new document name, and all further
operations affect the new document file.

Page Set-up: Runs a dialog box which
controls the applications-printing
parameters, for example, page length,
margin length, printer drivers, etc.

Print: Prints the document or array of
the active window. Optionally, the appli-
cation will run a dialog box to gather mis-
cellaneous information about the print
operation before actually printing the
document, for example, number of cop-
ies, starting page, etc.

Quit: Exits the application and returns
to the calling application, usually the
GEM Desktop. If the application has
modified any open documents or arrays
since the last save, the application first
asks the user if the changes should be
made permanent or ignored.

Other optional menu entries included
in the File menu include the following:

Print Draft: Prints a rough copy of the
active document or array in a faster print-
ing mode than Print.

Print One: Prints one copy of the active
document or array using default
parameters without showing the Print-
parameters dialog box.

The Edit menu

The commands contained in the Edit
menu control the selection and manipu-
lation of objects and data, and includes
commands such as Undo, Show Clip-
board and Select All.

Cut: Copy the current selection to the
Scrap Buffer, and then delete it. The ap-
plication may choose to store the Scrap
Buffer onto the Clipboard, so the cut data
may be transferred into a different appli-
cation.

Copy: Copy the current selection to the

The user may perform
simple filing operations
without leaving the
application and
returning to the GEM
Desktop by using the
File menu.

Scrap Buffer, but do not delete it. The ap-
plication may also choose to store the cut
selection onto the Clipboard as noted
above.

Paste: Replaces the current selection
with the contents of the Scrap Buffer or
Clipboard.

Clear: Deletes the current selection
without copying it to the Scrap Buffer or
Clipboard.

Undo: Reverses the effects of the last
operation. The Undo function is very ap-
plication dependant. Textual applications
should support Undo functions for most
menu items and typing sequences. Typing
sequences are a series of keyboard values
including backspace, return and tab, but
not including keyboard equivalents of
menu commands. An application should
not allow the user to undo selecting,
scrolling and window-manipulation
procedures. However, typing sequences
that occur before these functions should
be “Undo-able” The application may also
show the potential effect of an Undo com-
mand by displaying the menu entry as
“UNDO xxx,” where xxx is the name of
the last operation. Microsoft Write sup-
ports this function.

Show Clipboard: Toggles the display or
hiding of a window which shows the con-
tents of the Scrap Buffer or Clipboard. If
the user chooses this command entry, the
entry changes to “Hide Clipboard” for fu-
ture use. The Clipboard is a special docu-
ment that contains data that has been cut
or copied from an array or document. Its
contents stay intact from application to
application, and its major use is to trans-
fer data between applications. The Clip-
board window looks like a document
window with a close box, but with no
scroll bars.

Select all: Selects every object in a docu-
ment or array. This command entry is
most useful in array and graphic appli-
cations and need not appear in textual
applications.

Text eniry

In addition to the already mentioned
controls that affect text entry and modifi-
cations, the user has several other options
available. The user may make use of sever-
al text-editing techniques to enter or edit
text including:

—Inserting new text.

—Deleting characters that are back-
spaced over.

—TIranslating mouse activity into text
selection.

—Deleting selected text and possibly
inserting it elsewhere, or copying text
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without deleting it.

All text-editing functions support the
same procedures. Therefore the user does
not have to learn a completely new sys-
tem of text manipulation for each appli-
cation. For example:

—Select text by clicking and dragging
with the mouse.

—Double-click to select words.

—Invert highlighting of the current text
selection or display of a blinking cursor
at the insertion point.

—~Caut (or copy) and paste within an ap-
plication via a Clipboard.

A cursor appears in the edit field as an
indication of the insertion point. When
the user presses a key, the character will
be inserted into the text at the location
of the cursor.

Pressing the backspace key will move
the cursor one character to the left and
delete a character. The left- and right-
arrow keys will move the cursor one
character in the corresponding direction.
The delete key will delete the character
under the cursor. The insert key adds a
space at the cursor location. The Con-
trol/Home key clears the contents of the
edit field. Pressing the tab key moves the
cursor five positions to the right. The cur-
sor may then be repositioned anywhere
within the edit field by moving the mouse
pointer to the new position of the cursor
and clicking the left mouse button once.

The mouse is also used to select a range
of text. The user moves the mouse pointer
over the beginning character of a range
of text. Then the user drags the mouse
pointer to the last character of the range.
The selected range of text will appear
highlighted as compared to the rest of the
text or document.

Once a range of text has been select-
ed, several options become available. The
Edit drop-down menu controls cut, copy
and paste operations. Selecting the Cut
option copies the selected text into the
Scrap Buffer or Clipboard, and then de-
letes the selected text. Copy performs the
same procedure as Cut, except the select-
ed text is not deleted. Selecting Paste in-
serts the text on the Clipboard at the
cursor’s location.

The user may also replace a selected
range of text with the contents of the Clip-
board by first using the “click and drag”
procedure to select a range of text, then
selecting the Paste drop-down menu
option.

To clear a selected range of text, the
user may press the backspace key or select
the Clear entry of the Edit menu when
the range has been highlighted with the

click-and-drag procedure.

The user may also select a word by
double-clicking the desired word. The ap-
plication should provide “intelligent”
Cut-and-Paste functions when using the
“select a word” function. For example,
suppose the user double-clicks the word
“ONLY” within this sentence:

THE READER ONLY WANTED SOME POPCORN.

The word “ONLY” (but not the spaces
located on both sides of the word) would
be highlighted. If the user clicked the Cut
function of the Edit menu, the word
would be removed from the text leaving
this line:

THE READER WANTED SOME POPCORN.

“Intelligent” Cut-and-Paste functions
are sensitive to the character immediate-
ly to the left of the selection range. When
cutting the selection range, the applica-
tion removes the character if it is a space.
When pasting, the application adds a
space if the character to the right of the
insertion point is a space.

Dialogs and alerts

Certain operations require the applica-
tion to request that the user enter more
information before the application can
perform a procedure. At other times, the
application might be unsure of the results
of the procedure. In both of these in-
stances, the application may make use of
two additional procedures.

a. Dialogs, to allow the user to provide
additional information before a com-
mand is executed.

b. Alerts, to notify the user whenever
an unusual situation occurs.

Pressing the backspace
key will move the
cursor one character to
the left and delete a
character.

Controls

The visual interface mimics objects that
the user might find in his day-to-day life.
These objects stress the importance of
direct cause-and-effect: The object per-
forms a function. The user is presented
with a group of graphic objects that cause
instant action when directly manipulat-
ed with the mouse. There are four types
of controls: buttons, check boxes, radio but-
tons and dials.

Buttons: Small objects, normally locat-
ed inside a window, labeled with text. Click-
ing or pressing a button performs the
action described by the button’s label.

Check Boxes: The user chooses among a
group of values for an object. When select-
ed, a check-box object displays a small
check mark next to the object. The absence
of a check box indicates the option has
not been selected.

Radio Buttons: Groups of objects of which
only one object may be selected at any one
time. If another object within the group
is selected, the previously selected object
is deselected. Highlighting or a check mark
is used to show the selected object.

Dials: Display variable values and po-
sitions, as opposed to a check mark or
radio button which either turns on or off.
A dial is an analog device, displaying mag-
nitudes rather than binary values. The
most common example of a dial is the
scroll bar of a window. The thumb of a
scroll bar is the indicator of the dial show-
ing the relative position of the window’s
view.

Dialogs

When an application requires data
from the user, it may use a dialog box.
The dialog box gathers the necessary
data and returns the values to the appli-
cation. To the user, this approach is sim-
ple and consistent over a number of
applications. A dialog box is a rectangle
that may contain icons, text, edit fields
and controls. The text of a dialog is used
to indicate to the user the purpose of the
dialog.

When started, the first edit field of a
dialog should be active; so the user may
begin typing keys to enter data. If no data
has been preloaded into the edit fields,
the insertion point (cursor) should ap-
pear at the first character of the field.

The tab key accepts the changes made
to each edit field and moves control to the
next edit field in the sequence deter-
mined by the application. The mouse
may also be used to click on another edit
field to accept the changes made to the
current edit field and move control to the
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requested edit field.
Dialog boxes are either modal or
modeless, as described below.

Modal dialog boxes

A modal dialog takes control of the sys-
tem until the user enters the requested in-
formation. For this reason, the main use
of a modal dialog box should be to gather
information that must be entered before
a procedure may be processed.

The user has two methods of signaling
that he is finished with the dialog: click-
ing a button labeled “OK” or clicking a
button labeled “Cancel” The modal dia-
log may also be terminated by a keyboard
equivalent to these buttons. For example,
the return key may be assigned by the ap-
plication to be the keyboard equivalent
of clicking the OK button. The modal di-
alog may also have other buttons which
dismiss the dialog box when clicked. Any
button which causes termination of a mo-
dal dialog box is signified by emphasiz-
ing the object with an outline or bold
marking.

A modal dialog box may also have no
buttons. In this case, the application may
display the dialog box to inform the user
of the state of a process without need for
a reply. The application then removes the
dialog box after a certain amount of time
has elapsed. For example, when Regent Word
Il is printing a document, a modal dia-
log is displayed, indicating a printing func-
tion is being processed.

Modeless dialog boxes

A modeless dialog box allows the user
to perform a number of processes before
the dialog box is dismissed and normal-
ly contains a close box. The user may click
on a button within the dialog box or click
the close box to dismiss a modeless dia-
log box.

Modeless dialog boxes may also be
dragged around the desktop. The sequence
of windows may also be determined by the
application. The controls within a mode-
less dialog box usually indicate that a func-
tion will be processed when clicked.

Alerts

In the event that the user does some-
thing unexpected, an alert box may be used
to signal to the user the problem that has
occurred. Alert boxes act like modal dia-
log boxes in that they retain control of the
entire system while they appear on the
desktop.

Alert boxes usually contain an icon
showing the type of alert, text describing
the problem and several buttons allowing

the user to choose the method of resolv-
ing the problem. There are three types of
alerts, as given below.

Note: A procedure is about to be per-
formed that is unusual, but not disastrous,
if left alone. For example, a word proces-
sor might inform the user when it begins
to get close to the end of memory. The
GEM icon used for this type of alert is the
exclamation point.

Question: A procedure is about to be per-
formed that may or may not cause harm
to the program or data. For example, the
user selects “Close” before saving the
modifications of a document. The stan-
dard “Are you sure?” alert falls into this
category, and the GEM icon used for this
type of alert is the question mark.

Stop: A situation arises in which the user
must fix a problem before proceeding with
a function or action. For example, during
a disk copy the user might have to swap
diskettes. The GEM icon used for this type
of alert is the stop sign.

The preferred (safest) way for a user to
respond to an alert should be clearly
marked in the alert box by emphasizing
a button within the alert box.

Alert boxes should be helpful, rather
than critical. Alert messages should be con-
structive and polite rather than abrupt.
It is better to refer the user to external
documentation for further clarification
than to provide lengthy explanations of
the cause of an error.

The friendly user interface

The visual interface system was designed
to appeal to an audience of nonprogram-
mers, including the huge group of peo-
ple who have been apprehensive about
using computers. To overcome the fears
of these potential users, the visual inter-
face was designed to be easy to learn and
to use. The guidelines presented were

The user has two
methods of signaling
that he is finished with
the dialog: clicking a
button labeled ““OK’’
or clicking a button
labeled ‘“Cancel.’’

designed around the idea that a computer
shouldn’t be aggressive. The user should
feel comfortable and in control.

On a final note, here is an overview of
the design style of the visual interface.

a. Give the user complete control over
the application’s actions and responses.
Whenever possible, allow the user to
change the appearance, arrangement, size
and visibility of the objects shown on the
screen.

b. Use verbs as drop-down menu com-
mand titles.

c. Use easy-to-understand English when
displaying alert messages. Use icons instead
of text whenever possible.

d. Use controls and other graphics in-
stead of relying completely on drop-down
menu controls.

e. Sprinkle the screen with as many
descriptive icons as possible. They make
the user feel more at ease and in control.

f. Don’t overuse modes, including mo-
dal dialog boxes. Nothing feels more un-
comfortable than losing control of the
system to an annoying modal dialog box
or alert.

g. Don'’t force the user to use the mouse
when the keyboard is more suited for a
function. The same holds true for the key-
board. Don’t use the keyboard when the
mouse is more suited for a function.

h. Try to make the screen look as close
to the finished product as possible. For
word processors, this means a what-you-
see-is-what-you-get update of the screen.

i. Use the standard menus whenever
possible. Don’t confuse the user with your
own menus that use the standard menu’s
titles.

Jj- Don’t import applications from non-
visual interface computers and pass them
off as a GEM application.

k. Provide Undo functions using the ST
keyboard Undo key to remove the effects
of the previous function.

On a side note: Leonard Tramiel of Atari
Corporation reviewed this article and made
several comments which have been incor-
porated into the contents. Jim Needham,
Atari ST GEM Product Manager for Dig-
ital Research, Incorporated, also reviewed
this article and made comments which
were used in the body of the text. »

Frank Cohen has been developing software
Jor Atari computers since 1982 when he wrote
his first game, Clowns and Balloons. He later
co-founded Regent Software in 1985, where he
wrote Regent Base. He may be contacted for
more information on DELPHI (REGENT
WARE), CompuServe (75004,1573) or GEnie
(FCOHEN).
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The reviews are in . . .

“*A Best Buy’ I’'m impressed”
David H. Ahl, Atari Explorer, Nov-Dec 1987

“If you’ve got an Atari, you probably need this
program.”
Jerry Pournell, Byte Magazine, October 1987

“pc—ditto 1s a winner.”
Charlie Young, ST World, July 1987

“This is the product we have been looking for.”
Donna Wesolowski, ST Informer, August 1987

“This truly incredible software emulator really

works.”
Mike Gibbons, Current Notes, September 1987

NOW! RUN THESE IBM PROGRAMS ON YOUR ATARI ST.

Lotus 1-2-3 Flight Simulator Framework Symphony

Enable Ability DESQview Q&A

Sidekick Superkey Norton Utilities dBase II, III, Il[+

Crosstalk IV Carbon Copy Chart-Master Print Shop

EasyCAD DAC Easy Accounting BPI Accounting Turbo Pascal

GW Basic Managing Your Money  Silvia Porter’s pls:Professional File
And Hundreds More!

pc-ditto is a software-only utility which taps the power of our Atari St to imitate an IBM PC
XT. No extra hardware is required (an optional 5.25-inch drive may be required for 5.25-inch
disks). All your IBM disks will work “out-of-the-box”.

pC-dillO features include: Sys[em requiremen[s:

© All ST models supported (520, 1040, & Mega) O IBM PC-DOS or Compaq MS-DOS version 3.2 or
O up to 703K usable memory (1040 & Mega) above recommended

O not copy-protected — installable on hard disk O optional 525-inch drive is required to use

O imitates IBM monochrome and IBM color graphics adapters 5.25-inch disks

O access to hard disk, if hard disk used O 3.5-inch 720K DOS disks require a double-sided
O optionally boots DOS from hard disk drive (Atari SF314 or equivalent)

O parallel and serial ports fully supported

O supports 3.5-inch 720K format and 360K single-sided

See pc-ditto today at an Atari dealer near you,
or write for Iree information!

[ e
| Avant-Garde Systems, 381 Pablo Point Dr.

p C— d 1 t t O | Tacksonville, Florida 32225 (904) 221-2904
by

| Yes! Please send information on pe-ditto.

formats
supports optional 525-inch 40-track drives

o]

Avant-Garde Systems Name

1
|
$89 95 381 Pablo Point Drive | Address
- Jacksonville, FL 32225 | City State Zip

(904) 221-2904  t—————————mmm—————— - 5
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antasy. Magic. Elves. Dragons. Wizards.

Dungeons. It’s very popular stuff, both

in book and game form, maybe more so
right now than traditional science fiction.
Chadwick’s theory is that, if you can't
write science fiction, you write fantasy. If
you can’t write fantasy, you write horror.
And if you can’t write horror, you write
campaign speeches. (And after that
maybe computer-magazine columns?)

There’s a big tendency in fantasy liter-
ature to use magic as a deus ex machina:
You write your characters into an impos-
sible corner and zap ’em out of it with
some sort of spell. Shabby, but effective
if your audience isn’t any too discriminat-
ing. Yes, yes, there are plenty of good
writers who don’t use such simple,
expediencies—Ursula Leguin, Barbara
Hambly and so on. But it’s an easy tech-
nique and one too often used. Even major
authors like Robert Silverberg (Majipoor
Chronicles) are guilty of it.

A lot of writers—of books and
games—never think out a coherent
philosophy of magic first. It’s sort of like
faster-than-light travel in shoddy science

There’s a big tendency in
fantasy literature to use
magic as a deus ex machina:
You write your characters
into an impossible corner
and zap ‘em out. of it with

some sort of spell.

fiction novels—assumed, used, never ex-
plained. Some effort at control is attempt-
ed by making magic work like a
rechargeable battery, but I've never under-
stood the arbitrary distinctions between
who can and can’t use magic. Why can’t
my fighters cast spells? Or inversely, my
wizards use edged weapons?

What is magic anyway? An extension of
human abilities? Increased hearing,
strength, endurance, healing, that sort of
thing? Or is it paranormal—fireballs,
sleep spells, teleportation and so on? In
fact, it doesn’t matter, as long as the con-
cept is coherent and consistent through-
out and, to be dramatically interesting,
has limitations and weaknesses that don’t
allow it to supercede all other elements.

or is much concern ever given to the en-
vironment in which the action takes
place. How many times have you played
a fantasy game where the landscape was
dotted with extensive dungeon or cave
complexes, full of monsters and treasures?
Didn’t anyone ever wonder, since the time
frame is almost always pseudo-medieval,
how (and why) someone engineered a ten-
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level-deep dungeon, a sort of inverted
skyscraper, then abandoned it? I've looked
at a lot of real castle plans, and I've sel-
dom seen anything two levels deep into
the earth, let alone ten!

o here’s a place with no light, no air ven- =

tilation or drainage. It's obviously not magic and arrive at a viable solution.

designed for human habitation, since it
has no heating, bedrooms, dining rooms
or washrooms. But there are often shack-
led skeletons in cells and torture cham-
bers in abundance. Some of these
dungeons could hold enough prisoners
to fill an entire town and have more tor-
ture equipment than the Spanish Inqui-
sition! But inside this inhospitable, dank,
cold basement are hundreds of bizarre
creatures—products of an alien, post-
nuclear ecology? What do they eat? Why
don’t they leave spoor? And for some odd
reason, they've aligned themselves on the
levels according to their strengths; the
weaker they are, the closer to the surface
they’ll be found.

Monsters. Ghosts. Demons. Rock squids.
All merrily cohabiting with each other in
peace, but bent on the absolute destruc-
tion of any human(oid) who might enter.
And extremely protective of the gold and
jewels they themselves can neither spend
nor use.

Where does this bizarre impression of
fantasy