XL Compatible

COMPUTE!s HRST BOOK OF

ATARI

GAMES

Fifteen games for Atari® computers, ready to type
in and enjoy. Arcade games and learning games,
inciuding the best from COMPUTE! Magazine plus
many never-before-published games and
chapters on how to develop your own games.

A COMPUTE! Books Publication $12.95






































































































































































































































































































































































































































































































































































































































































































Appendix C

Using the
Machine
Language
Editor:MLX

Charles Brannon

Remember the last time you typed in a long machine language
program? You typed in hundreds of DATA statements,
numbers, and commas. Even then, you couldn’t be sure if
you'd typed it in right. So you went back, proofread, tried to
run the program, crashed, went back and proofread again, cor-
rected a few typing errors, ran again, crashed, rechecked your
typing .... Frustrating, wasn't it?

Until now, though, that has been the best way to enter
machine language into your machine. Unless you happen to
own the Assembler Editor cartridge and are willing to wrangle
with machine language on the assembly level, it is much
easier to enter a BASIC program that reads the DATA
statements and POKEs the numbers into memory.

Some of these “BASIC loaders” will use a checksum to see
if you've typed the numbers correctly. The simplest checksum
is just the sum of all the numbers in the DATA statements. If
you make an error, your checksum will not match up. Some
programmers have made your task easier by creating
checksums every ten lines, so you can zero in on your errors.

There is a problem with BASIC loaders, however.
Sometimes a program should reside in low memory, which is
where BASIC stores its BASIC programs (including the
loader). If the loader was RUN, it would destroy itself as it
POKEd the machine language into memory. Sometimes a
cassette user will create a program that resides in the same
area of memory ($0700-$1EFF, approximately) as the Disk
Operating System on disk-based machines.
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To get around the low memory problem, some BASIC
loaders will directly create the loadable object file (binary file).
You can then go to DOS and load the file with menu selec-
tion L, or name the file AUTORUN.SYS and have it boot up
with the DOS. But this excludes the cassette-based Atari
users.

A Thorny Problem

Both of the high-quality machine language programs in this
book have this problem. “Shoot” got around it by creating a
“boot tape” that cassette users could load as conveniently as
CLOAD. Unfortunately, many disk owners don’t have a tape
drive. “Chiseler” was meant to be entered by assembling it
with the Assembler Editor cartridge and run from that en-
vironment. For the novice, this is too difficult, and since
Chiseler resides in low memory, your average BASIC loader
can’t cope with it.

MLX was designed to solve these problems. It is a great
way to enter all those long machine language programs with
a minimum of fuss. MLX lets you enter the numbers from a
special list that looks similar to BASIC DATA statements. It
checks your typing on a line-by-line basis. It won't let you
enter illegal characters when you should be typing numbers.
It won't let you enter numbers greater than 255. It will pre-
vent you from entering the wrong numbers on the wrong
line. In short, MLX will make proofreading obsolete!

Boot Disks

In addition, MLX will generate a ready-to-use boot tape or
boot disk. It also has an option to create binary files for DOS
users. A boot disk is like those commercial games you buy.
You just insert the disk, remove any cartridges, and turn on
your computer. The game will then automatically load.

Boot Tapes

Using a boot tape is almost as simple. Just insert it into your
player, rewind, press PLAY. Hold down the START key while
turning on your computer until you hear a beep (like the one
you hear with CLOAD). Then press a key on the keyboard,
and the program will automatically load and run.
Incidentally, the binary file option is more useful for
utilities than games. Binary files are loaded from the DOS
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menu (selection L) or automatically if the file is named
“AUTORUN.SYS”. If you can’t stand the thought of putting
only one game on each disk (as with boot disks), you can
place several binary file machine language games on one
disk. This option is not workable with Shoot, since the program
would overwrite DOS.

Using MLX

Type in and SAVE MLX (you'll want to use it in the future).
When you're ready to key in the ML program, RUN it. The
program will ask you for three addresses: the start address,
the ending address, and the run address. These numbers
should be: 4096, 5240, 4118, respectively, for Shoot, and 8192,
11136, 10240 for Chiseler. If you get stuck, refer to the screen
dumps below.

Shoot

Starting Address?4896
Ending Address?5Z48
Run/Init Address?4118

flape or [Misk: W@

Chiseler

Starting aAaddress?8192
Ending address?11136
Run/Init Address?18240

ffape or [Hisk: N

After you enter the addresses, you'll be asked to press
either T for boot tape, or D for disk. If you press D, you'll be
asked if you want to generate a boot disk (press D) or a
binary file (press F).

You'll then get the prompt:

4096: (for Shoot) or
8192: (for Chiseler)

The prompt is the current line you are entering from the
listing. Each line is six numbers plus a checksum. If you enter
any of the six numbers wrong, or enter the checksum wrong,
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the Atari will ring the buzzer and prompt you to re-enter the
line. If you enter it correctly, a pleasant bell tone will sound
and you can enter the next line.

A Special Editor

You are not using the normal Atari editor with MLX. For ex-
ample, it will only accept numbers as input. If you need to
make a correction, press the < DELETE/BACK S> key; the
entire number is deleted. You can press it as many times as
necessary back to the start of the line. If you enter three-digit
numbers as listed, the computer will automatically print the
comma and go on to accept the next number. If you enter
less than three digits, you can press either the comma,
SPACE bar, or RETURN key to advance to the next number.
When you get to the checksum value, the Atari will emit a
low drone to remind you to be careful. The checksum will
automatically appear in inverse video; don't worry, and don't
press the logo key to un-reverse it. It’s highlighted for
emphasis.

When testing MLX, I've found it to be extremely easy to
enter long listings. With the audio cues provided, you don’t
even have to look at the screen if you're a touch-typist. And
if you have the Atari CX85 Numerical Keypad, you're really
on easy street!

Done at Last!

When you get through typing, assuming you type it all in
one session, you can then save the completed and bug-free
program to tape or disk. Follow the screen instructions. With
a boot disk, the program will offer to format the disk. If you
press Y (yes), be sure you have a blank disk in drive one —
not your program disk! After the file is written, the program
will end, and you can proceed to boot up your tape or disk
(you may need to remove the BASIC cartridge). Now if you
get any errors while writing, you probably have a bad tape or
disk, or the disk was full (binary file), or you've made a typo
somewhere in the MLX itself.

Command Control

What if you don't want to enter the whole program in one
sitting? MLX lets you enter as much as you want, save the
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whole schmeer, and then reload the boot tape, boot disk, or
binary file when you want to continue. MLX recognizes these
few commands:

CTRL-S: Save

CTRL-L: Load

CTRL-N: New Address

CTRL-D: Display

Hold down CTRL while your press the appropriate key.
You will jump out of the line you've been typing, so I recom-
mend you do it at a new prompt. Use the Save command to
save what you've been working on. MLX will write the boot
tape or disk file as if you've finished, but the boot tape or
disk won't run, of course, until you finish the typing.
Remember what address you stop on. The next time you
RUN MLX, answer all the prompts as you did before, then
insert the disk or tape. When you get to the entry prompt
(4096: or 8192:), press CTRL-L to reload the file into memory.
You'll then use the New Address command to resume typing.

New Address and Display

After you press CTRL-N, enter the address where you
previously stopped. The prompt will change, and you can
then continue typing. Always enter a New Address that
matches up with one of the line numbers in the special
listing, or else the checksum won’t match up. You can use the
Display command to display a section of your typing. After
you press CTRL-D, enter two addresses within the line
number range of the listing. You can abort the listing by
pressing any key.

Sample Display
4096 :
Display !From?4896

To?4118
4896:860,88%,080,016,0088,0816
4192:682 4,096,169,0608, 141,882
4188:21 1,169,822 ,133,08106,169
4114:916,133,011,0896,0876,0878
4896:000,009,000,016,008,016, [5H
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Incorrect
4896.:000,889,000,016,008,016,[LE
4182:

4182

4182

Hew Address?4114

4114:816,133,011,0896,8

Tricky Stuff

The special commands may seem a little confusing, but as
you work with MLX, they will become valuable. For example,
what if you forgot where you stopped typing? Use the
Display command to scan memory from the beginning to the
end of the program. When you see a bunch of zeros, stop the
listing (press a key) and continue typing where the zeros
start. Chiseler contains many sections of zeros. To avoid
typing them, you can use the New Address command to skip
over the blocks of zeros. Be careful, though; you don’t want
to skip over anything you should type.

Making Copies of Your Boot Tapes or Disks

You can use the SAVE and LOAD commands to make copies
of the completed game. Use the LOAD command to reLOAD
the boot tape or disk, then insert a new tape or disk and use
the Save command to create a new copy.

Programmers will find MLX interesting. It contains many
useful input/output subroutines such as high-speed save/recall
of a huge string (BUFFER$), a sector input/output subroutine,
and a sector control routine. Be careful, though; you could ac-
cidentally wipe out a disk with the sector routines if you
don't use them correctly.

I hope you will find MLX to be a true labor-saving pro-
gram. Since it has been tested by entering actual programs,
you can count on it as an aid for generating bug-free machine
language. Be sure to save MLX; it will be used for future ap-
plications in both COMPUTE! Magazine and COMPUTE!
Books.

Program C-1. Machine Language Editor: MLX

106 GRAPHICS 6:DL=PEEK(5608) +256%PEEK
(561)+4:POKE DL-1,71:POKE DL+2,6
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119 POSITION 8,6:7 "MLX":POSITION 23
»0: 7 "EXSEELEECLGRANr. : POKE 710,06: 7

120 7?7 "Starting Address”;: INPUT BEG:
ot Ending Address"j;: INPUT FIN:
? "Run/Init Address";:INPUT STAR
TADR

136 DIM A(L) ,BUFFER$(FIN-BEG+127) ,T%
(20) ,F$(20) ,CI0%(7) ,SECTOR%(128)
s DSKINVE (6)

149 OPEN #1,4,06,"K:":7 7 ,"IDape or
Bisk:";

159 BUFFER%$=CHR%${(8) : BUFFER$%$(FIN-BEG+
30)=BUFFER%: BUFFER% (2)=BUFFER%:5
ECTOR%$=BUFFER®S%

1680 ADDR=BEG:CIO0O%="hhh":=:2CI0%{(4)=CHR%
(170) :CI0%(S)="LV":CIO0%(7)=CHR%(
228)

178 GET #1,MEDIA: IF MEDIA<>84 AND HME
DIA<L>68 THEN 17@

186 ? CHR$%${(MEDIA):=:7? :IF MEDIA<>ASC("
T") THEN BUFFER$="":60T0 2580

199 BEG=BEG-24:BUFFER%$=CHR%$(#) : BUFFE
R$(2)=CHR$%{((FIN-BEG+127)/128)

200 H=INT(BEG/256) :L=BEG-HXx256: BUFFE
R$ (3)=CHR%$ (L) : BUFFER% (4)=CHR% (H)

21@ PINIT=BEG+8:H=INT(PINIT/256):L=P
INIT-Hx256: BUFFER% (5)=CHR% (L) : BU
FFER% (6)=CHR% (H)

220 FOR I=7 TO 24:READ A:BUFFER%(I)=
CHR$ (A) : NEXT I:DATA 24,96,16%9,60
,141,2,211,169,8,13353,18,169,8,13
3,11,76,9,0

230 H=INT(STARTADR/256) :L=5TARTADR-H
X256: BUFFER$(15)=CHR% (L) : BUFFERS%
{19)=CHR% (H)

249 BUFFER%$(23)=CHR$ (L) : BUFFER$ (24) =
CHR$ (H)

256 IF MEDIA<>ASC("D") THEN 360

268 ? :7 "Boot [Eisk or Binary [Eile:";

278 GET #1,DTYPE:IF DTYPE<>68 AND DT
YPE<>78 THEN 270

289 7? CHR$(DTYPE):1IF DTYPE=79 THEN 369

225



299

300

310

320

336

340

350

360

379
380

399
439
419

426
436

440

459

460
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BEG=BEG—-30: BUFFER$=CHR% (@) : BUFFE
R$ (2)=CHR$((FIN-BEG+127)/128)
H=INT (BEG/256) : L=BEG-HX25&: BUFFE
R%(3)=CHR% (L) : BUFFER% (4) =CHR% (H)
PINIT=STARTADR:H=INT(PINIT/256):
L=PINIT-HX¥256: BUFFER$% (5)=CHR%$ (L)
: BUFFER$ (6)=CHR% (H)

RESTORE 33¢:FOR I=7 TO 30:READ A
:BUFFER$(I)=CHR$ (A) :NEXT 1

DATA 169,060,141 ,231,2,133,14,169,
#,141,232,2,133,15,169,0,133,10,
169,09,133,11,24,96

H=INT (BEG/256) : L=BEG—H%*256: BUFFE
R#%(8)=CHR% (L) : BUFFER%(15)=CHR%$ (H
)
H=INT(STARTADR/256) : L=STARTADR-H
x256: BUFFER% (22)=CHR$ (L) : BUFFERS$
(26)=CHR% (H)

GRAPHICS 6:POKE 712,16:POKE 710,
16: POKE 709,2

? ADDR;":"3;:FOR J=1 TO 6

GOSUB 570:IF N=-1 THEN J=J-1:60T

0 386

IF N=—-19 THEN 728

IF N=—-12 THEN LET READ=1:6G0TO 72
@

TRAP 41@:1IF N=—-14 THEN ? :7? "New
Address"3;: INPUT ADDR:7? :G0TO 37
@

TRAP 32767:1F N<>-4 THEN 4896
TRAP 43@:7? :7? "Display:From”"j;:IN
PUT F:7? ,"To";:INPUT T:TRAP 3276
7

IF F<BEG OR F>FIN OR T<BEG OR T>
FIN OR T<F THEN ? CHR%$(253);"At
least ";BEG;", Not More Than ";3F
IN:GOTO 4396

FOR I=F TO T STEP 6:7? :=:7? I3;":"3:
FOR K=@ TO S5S:N=PEEK{(ADR(BUFFER®%)
+I+K-BEG) : T$="008": TS (4-LEN(STR%$
(N)))=8TR% {(N)

IF PEEK(764)<255 THEN GET #1i,A:P
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OP :=:POP =7 :=:260T0O 370

4768 ? TH;","; :NEXT K:7? CHR${(126); : NE
XT I:=:27 27 ::G607T0 370

488 IF N<g THEN 7?7 :607T0 370

499 A(J)=N:NEXT J

S99 CKSUM=ADDR-INT (ADDR/2356)%x256: FOR

I=1 TO 6:CKSUM=CKSUM+A(I) : CKSUM

=CKSUM-256% (CKSUM>253) : NEXT 1

919 RF=128:50UND 6,200,12,8:6058UB 57
@:50UND 6,0,8,0:RF=6:7 CHR${(126)

928 IF N<>CKSUM THEN ? :7 "Incorrect
";CHR$(2533);:7? :G6G0T7T0 378

536 FOR W=15 TO ¥ STEP —1:S0UND @,50
s 10, Wa2NEXT W

949 FOR I=1 TO 6:POKE ADR(BUFFERS$) +A
DDR-BEG+I-1,A(I):NEXT 1

599 ADDR=ADDR+&4&:1IF ADDR<=FIN THEN 37
(5]

a6 GOTO 719

970 N=@:71I=0

586 GET #1,A:IF A=155 OR A=44 (OR A=3
2 THEN &7@

998 IF A<32 THEN N=-A:RETURN

6080 IF A<>126 THEN 630

619 GOSUB 699:1IF I=1 AND T=44 THEN N
=—1:27?7 CHR$%$(126);:60T0 699

628 GOTO S5S70

638 IF A<48 OR A>XS7 THEN 58¢

643 7?7 CHR% (A+RF) ; :N=NXx10+A—-48

6598 IF N>2553 THEN ? CHR$%(253)3;:A=126
:GOTO 603

668 Z=7Z+1:1IF Z<3 THEN 589

678 1IF ZI=0¢ THEN ? CHR%(253)3;:G0T0 57
@

688 7?7 ",";:RETURN

699 POKE 732,1:FOR I=1 TO 3:7? CHR%$(3
#); :GET #6,T:IF T<>44 AND T<«>58
THEN 2? CHR${(A); :NEXT I

7686 POKE 732,8:7? " ";CHR%(126);:RETU
RN

7189 GRAPHICS ©:POKE 7106,26:FP0O0KE 712,
26: POKE 709,2
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730
740
759
768
776
789
798
800
814
820
838
840
850

860
870

8809
890
80

9219
920

930
949
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IF MEDIA=ASC("T") THEN 890

REM

IF READ THEN ? :7? "Load File":7?
IF DTYPE<>ASCA{("F") THEN 1840

? 2?7 "Enter AUTORUN.SYS for auto

matic use":7? ::? "Enter filename"
:INPUT T%

F&=T$:1IF LEN(T$)>2 THEN IF T#%(1,

2)<>"D:=z" THEN F$="D:":F$%(3)=T%

TRAP 87@:CLOSE #2:0PEN #2,8-4x%RE

AD, B, F$:27 27?7 "Working..."

IF READ THEN FOR I=1 TO 6:GET #2
sA:NEXT 1I:G0TO 829

PUT #2,2535:PUT #2,255

H=INT(BEG/236) : L=BEG—-H¥256: PUT #

2,L:PUT #2,H:H=INT(FIN/2536):L=F1

N-HXx25&6:PUT #2,L:PUT #2,H

GOSUB 9796:1F PEEK(195)>1 THEN 87

@

IF STARTADR=¢ OR READ THEN 8359

PUT #2,224:PUT #2,2:PUT #2,225:P

UT #2,2:H=INT(STARTADR/256) : L=S8T

ARTADR-HXx256: PUT #2,L:PUT #2,H

TRAP 32767:CLOSE #2:7? "Finished.
":IF READ THEN 7 :7 :LET READ=@:

GOTO 360

END

? "Error ";PEEK{(1953);" trying to
access":? F$:CLOSE #2:7? :=:60T0 7

=37}

REM

IF READ THEN ? :?7 "Read Tape"

? 2?7 2?7 "Insert, Rewind Tape.":7?
"Press PLAY "j;:1IF NOT READ THE

N ? "& RECORD"

? :? "Press when ready:";

TRAP 966:CLOSE #2:0PEN #2,8-4%RE

AD,128,"C:":? :? "Working..."

GOSUB 97@:1F PEEK(195)>1 THEN 2606

CLOSE #2: TRAP 32767:7 "Finished.
":? :? :I1IF READ THEN LET READ=8:

GOTO 369
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95306 END
68 ? =7 "Error ";PEEK{(193);" when r
eading/writing boot tape":7? :CLO
SE #2:607T0 89d
9?78 REM
| READ=-8_for write, READ-1 for re
EX
988 X=32:REM File#2,%20
99@ ICCOM=834: ICBADR=836: ICBLEN=846:
ICSTAT=835
10866 H=INT(ADR(BUFFER%$) /256):L=ADR(B
UFFER$%) -H%x256: POKE ICBADR+X,L:P
OKE ICBADR+X+1,H
19189 L=FIN-BEG+1:H=INT(L/253&):L=L-Hx
256:=:POKE ICBLEN+X,L:POKE ICBLEN
+X+1,H
1920 POKE ICCOM+X,11-4%XREAD: A=USR(AD
R(CIO%) , X)
19368 POKE 195,PEEK(ICSTAT) :RETURN
1949 REM
1659 IF READ THEN 11006
18686 ? =27 "Format Disk In Drive 17 (
Y/N):="3;
1878 GET #1,A:1IF A<>78 AND A<>8%9 THE
N 18709
1988 ? CHR$(A):1IF A=78 THEN 11089
1999 2? =27 "Formatting...":=:2XI0 254,#2
1 B,8,"D:2":27 "Format Complete”:?

11898 NR=INT((FIN-BEG+127)/128) : BUFFE
R$(FIN-BEG+2)=CHR%(#) : IF READ T
HEN ? "Reading...":6G0T0 112@

1119 ? "Writing..."

1126 FOR I=1 TO NR:5=I

113¢ IF READ THEN GOSUB 1220: BUFFERS$
(I%x128-127)=SECTOR$:G0TO 1160

1149 SECTOR$=BUFFER${(IXx128-127)

1156 GOSUB 1220

1168 1IF PEEK(DSTATS)<>1 THEN 1209¢

1178 NEXT I

1186 1IF NOT READ THEN END

1199 ? :7? :LET READ=9:60T0 360
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1208

12103
1229
1230
1240
1259
1269
1273
1280
1299

1309
1310
1329
1330
1349

1359
1369
1370
1389
1396

1400
1410
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? "Error on disk access.":7? "Ma
y need formatting.":G0T0 18490
REM

Myl SECTOR RACCESS SUBROUTINE]
REM Drive ONE

REM Pass buffer in SECTORS$

REM sector # in variable S

REM READ=1 for read,

REM READ=9 for write

BASE=3%256
DUNIT=BASE+1:DCOMND=BASE+2:DSTA
TS=BASE+3

DBUFLO=BASE+4: DBUFHI=BASE+S
DBYTLO=BASE+8: DBYTHI=BASE+9Y
DAUX1=BASE+10: DAUXZ2=BASE+11

REM DIM DSKINV${(4)
DSKINV&="hLS": DSKINV$ (4)=CHR% (2
28)

POKE DUNIT,1:A=ADR(SECTOR%) :H=1I
NT{(A/256) :L=A-256%H

POKE DBUFHI,H

POKE DBUFLO,L

POKE DCOMND,87-SxREAD

POKE DAUXZ2,INT(5/256):POKE DAUX
1,5-PEEK(DAUXZ2) X256

A=USR (ADR(DSKINV%))

RETURN



Listing
Conventions

In order to make special characters, inverse video, and cursor
characters easy to type in, COMPUTE! Magazine’s Atari listing
conventions are used in all the program listings in this book.

Please refer to the following tables and explanations if you
come across an unusual symbol in a program listing.

Atari Conventions

Characters in inverse video will appear like:
Enter these characters with the Atari logo key, (Al).

When you see Type See
{CLEARY} ESC SHIFT < L3 Clear Screen
{UP3> ESC CTRL - + Cursor Up
{DOWN?3 ESC CTRL = 3 Cursor Down
{LEFT> ESC CTRL + <« Cursor Left
{RIGHT?> ESC CTRL % > Cursor Right
{BACK S2 ESC DELETE 4 Backspace
{DELETE>} ESC CTRL DELETE 4] Delete Character
{INSERT?} ESC CTRL INSERT [ V] Insert Character
{DEL LINEZ} ESC SHIFT DELETE ] Delete Line
{INS LINEZ} ESC SHIFT INSERT 3] Insert Line
{TAB} ESC TAB » TAB key
{CLR TAB} ESC CTRL TAB €] Clear TAB
{SET TAB} ESC SHIFT TAB ] Set TAB stop
{BELL?> ESC CTRL 2 .3 Ring Buzzer
{ESC> ESC ESC £ ESCape key

Graphics characters, such as CTRLT, the ball character ® will
appear as the “normal” letter enclosed in braces, e.g., {T}.

A series of identical control characters, such as 10 spaces,
three cursor-lefts, or 20 CTRL-R’s, will appear as {10 SPACES },
{3 LEFT}, {20 R}, etc. If the character in braces is
in inverse video, that character or characters should be
entered with the Atari logo key. For example, {#} means to
enter a reverse-field heart with CTRL-comma, {5m@ } means
to enter five inverse-video CTRL-U'’s.
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ANTIC chip 3-6, 179-81

Atari, special features of 11-12

Atari BASIC 4, 6, 10-11, 53-54, 7879, 215
loaders 219-20

Atari BASIC A+ 54

boot disk 200, 220, 224

boot tape 200, 220-21, 224

color?7

CPU (Central Processing Unit) 3-4

DATA statements 215-16

function buttons 11

games
computer, categories of 13
writing 13-16, 209-12

GRAPHICs modes 5

initialization 14-15

IRG mode 191-93

joystick 11

listing conventions 231
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232

L

machine language 5, 10-11, 13, 56-58, 210

Machine Language Editor (MLX) 202,
219-24

mainloop 15

memory locations 4-6

OPTION button 11

OS (Operating System) 5

paddle 11

PADDLE functions 11

page flipping 26

player/missile graphics 6, 58-59
scrolling 179-80

SELECT button 11

sound 7-8, 11

sprites (see player/missile graphics)
START button 11, 22

STICK functions 11

subroutine 15-16

VBI (Vertical Blank Interrupt) 180-81
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If you've enjoyed the articles in this book, you'll find the
same style and quality in every monthly issue of COMPUTE!
Magazine. Use this form to order your subscription to
COMPUTE!,

For Fastest Service,
Call Our Toll-Free US Order Line

800-334-0868

In NC call 919-275-9809

COMPUTE!

P.O. Box 5406
Greensboro, NC 27403

My Computer ls:

[J Commodore 64 []TI-99/4A [] Timex/Sinclair []VIC-20 []PET
[]Radio Shack Color Computer []JApple []JAtari [] Other
[]Don't yet have one..

[] $24 One Year US Subscription
[] $45 Two Year US Subscription
[] $65 Three Year US Subscription

Subscription rates outside the US:

[]1$30 Canada

[] $42 Europe, Australia, New Zealand/Air Delivery

[] $52 Middle East, North Africa, Central America/Air Mail

[] $72 Elsewhere/Air Mail

[] $30 International Surface Mail (lengthy, unreliable delivery)

Name
Address
City State Zip

Country

Payment must be in US Funds drawn on a US Bank; International Money
Order, or charge card.

(] Payment Enclosed [JVISA

[] MasterCard (] American Express

Acct. No. Expires s




COMPUTE! Books

P.O.Box 5406 Greensboro, NC 27403

Ask your retailer for these COMPUTE! Books. If he or she
has sold out, order directly fromm COMPUTE!

For Fastest Service
Call Our TOLL FREE US Order Line

800-334-0868
In NC call 919-275-9809

Quantity Title Price Total
Machine Language for Beginnars $44.95*
____ Home Energy Applications $14.95°
___ COMPUTE!s First Book of VIC $12.95°
___ COMPUTE!'s Second Book of VIC $12.95°
_____ COMPUTE!'s First Book of VIC Games $12.95°
__ COMPUTE's First Book of 64 $12.95°
COMPUTE!s First Book of Atari $12.95*
____ COMPUTE!'s Second Book of Atari $12.95°
COMPUTE!'s First Book of Atari Graphics $12.95*
COMPUTE's First Book of Atari Games $12.95*
___ MappingThe Afari $14.95*
Inside Atari DOS $19.95*
____ TheAtariBASIC Sourcebook $12.95°
Programmer's Reference Guide forTI-99/4A  $44.95°
COMPUTE!'s First Book of TIGames $1295*

Every Kid's First Book of Robots and Computers § 498t
The Beginner's Guide to Buying A Personal

Computer $§395t
* Add $2 shipping and handling. Outside US add $5«ir mail; $2
surface mail
t'Aadd $1 shipping and handling. Outside US add $5 air mail; $2
surface mail.
Please add shipping and handling for each book
ordered. -

Total enclosed or to be charged.

All orders must be prepaid (money order, check, or charge). All
payments must be in US funds. NC residents add 4% sales tax.
[JPayment enclosed Please charge my: [ JVISA []MasterCard

[ ] American Express Acc'. No. Expires /
Name

Address

City State Zip
Country

Allow 4-5 weeks for delivery.

l






COMPUTE"s
First Book of Atari Games

Fifteen games for the Atari computer, complete and ready to type in,
S0 no programming knowledge is necessary.

Here are ten of the best games from COMPUTE! Magazine,
including the fast-action, all-machine-language “Shoot.” Several of
these games have been updated and improved since their original
appearance in the magazine.

There are also five new never-before-published games, includ-
ing the fast-action, arcade-style “Chiseler.”

Since you can follow the complete BASIC listing, you can see for
yourself how programmers create games. Also, several chapters are
devoted to showing you just how to program your own games.
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Chiseler Thunderbird

ISBN 0-942386-14-0 $12.95
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