






























































































quality is offset by its slow speed and high noise out­
put. Many of them are also quite expensive, but some 
have recently been priced under $700. 

Other things to consider when buying a printer: 
Is it bidirectional (able to print both coming and 

going, which gives it more speed)? 
Is it a 40-column printer or an 80-column printer? 

It usually takes 80 columns to fill an average 8 112 x 11 
inch piece of paper. 40-column printers are usually used 
to print on a small roll of adding machine paper. 

Does it have friction feed, tractor feed, or both? 
Tractor feed uses toothed gears or belts to feed fanfold 
paper (special computer printer paper) through the 
printer without you worrying about putting each page 
in separately. Friction feed lets you put in individual 
sheets of paper, such as letterhead stationery. 

How big is its buffer? Your Atari feeds text to 
the printer very quickly. The printer uses it very slowly, 
which forces your computer to wait. A buffer is mem­
ory in the printer which stores the text from the com­
puter and feeds it to the print head. The larger the 
buffer is, the sooner your computer can finish feeding 
text to the printer so you can use it again. 

Is it capable of graphics? In other words, if it's a 
dot matrix printer, can you control each individual dot 
printed to create detailed pictures instead of charac­
ters? 

The most common printers in use with the Atari 
computer are 80- column dot matrix printers. The most 
popular models seem to be the Atari 825 printer (which 
is really a Centronics 737 printer) and the Epson MX-
80 printer, which has a few less features and is cheaper 
than the Atari 825. The NEC PC8023A printer is gain­
ing in popularity. 

MODEMS 

A modem is a peripheral which allows you to send 
data from your computer over the phone lines and to 
receive data from other computers. It's a very useful 
peripheral, because with it you can use your computer 
to read information stored in many other computers, 
large and small, around the world. 

As with printers, there is a variety of modems 
available to use with the Atari. One of the first consid­
erations a modem buyer must make is that of speed. 
How quickly can the modem send and receive data over 
the phone lines? Data transfer speed is measured in 
bits per second (bps). Most modems used with micro­
computers are capable of 300 bps, which would let you 
send one screenful of text over the phone lines in about 
a minute and a half. 1200 bps modems are becoming 
more common now, and will quadruple your data trans­
fer speed. Many modem makers refer to "baud rate" in 
describing their equipment. The baud rate measures 
the frequency of the signal that carries the data. Some­
times the baud rate is equal to the bps capability of a 
modem, but sometimes it is not. For instance, most 
1200 bps modems use a 600 baud signal for transmit­
ting data. Always look at the bps measurement to 
determine data transmission speed. 

Modems can transmit data infull duplex or half 
duplex. Full duplex transmission allows the modem to 
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send and receive data at the same time, similar to a 
telephone conversation where you can listen and speak 
simultaneously. Half duplex transmission forces two 
computers to take turns sending and receiving data, 
much like a conversation over a two way radio. Full 
duplex is most common in microcomputer modems. 

Another important consideration is whether the 
modem is direct connect or acoustic. An acoustic modem 
requires you to place the handset of a telephone into a 
cradle lined with foam rubber, where the direct con­
nect modem does away with the need for a telephone, 
plugging directly into a telephone jack and sending 
electric signals over the phone wires. Direct connect 
modems are much more reliable than acoustic modems. 

Many modems are "intelligent." This means they 
contain their own microprocessor and software which 
allow the modem to perform many tasks by itself with 
only a prompt from your Atari. Let's take a look at the 
intelligent features of the Hayes Smartmodem 1200. 

The Smartmodem 1200 can transmit data at both 
300 and 1200 bps, and other rates below 300 bps. This 
direct-connect modem can send data at either full or 
half duplex. The microprocessor inside allows it to 
automatically set itself for the data transmission rate 
you choose to use with your computer. It will also dial 
any number you wish, using either touch tone or rotary 
dial signals. It can answer the phone, and will also hang 
up when the computer on the other end of the line 
hangs up. These intelligent features make life much 
easier for modem users, and allow you to set yourself 
up as a "bulletin board." This particular modem sells 
for under $600. 

Keep in mind that a modem requires a modem 
cable and the 850 Interface Module to connect it with 
the Atari. You'll also need some software to run it. 
Prices for modems range from the $600 already men­
tioned to below $100 for much simpler models. 

ATARI 850 INTERFACE MODULE 

Most printers and modems can't be connected 
directly to the Atari computer. Many printers, for 
instance, use a parallel interface port, but there are 
no parallel ports on the Atari! You need an Atari 850 
Interface Module. This interface module plugs into the 
peripheral port of the Atari, and has a parallel inter­
face port as well as four serial interface ports. The 
parallel port is usually used to connect printers, and 
the serial ports can be used to connect many different 
peripherals, including modems. The 850 has its own 
microprocessor and machine language software which 
keeps track of all the peripherals attached to it. The 
Atari 850 is available for under $200, and allows you 
to add all sorts of exotic hardware to your computer. 

IMPROVING YOUR CURRENT 
SYSTEM 

Printers and modems are additions to your Atari 
system. Many products are made to improve and expand 
the capabilities of equipment you may already own, 
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such as memory expansion or keyboard replacement. 
Let's take a look. 

EXPANDING YOUR MEMORY 

If you bought an Atari 800 before 1983 without 
the full 48K of RAM included, Atari makes memory 
cartridges which plug into the three memory slots of 
the 800. These RAM cartridges come in memory 
amounts of 8K and 16K. Atari 1200s come with a full 
64K of memory and are not usually expanded. Atari 
400's are sold with 16K of memory, and are theoreti­
cally not meant to be expanded since they have only 
one memory slot which is hidden in the depths of the 
computer. There are ways around this! 

Independent hardware producers have come out 
with memory boards which are fully compatible with 
Atari computers. They come in amounts of 16K, 32K, 
48K, and 64K. 16K and 32K memory boards are used 
to expand the 800 computer to its full memory capacity 
of 48K. Using a 32K board with a 16K board brings 
your computer up to 48K without using the third mem­
ory slot. This extra slot can come in handy later, as 
we 'll see. 

48K boards are used mainly for expanding the 400 
computer to 48K. The 400 is not designed for easy 
memory expansion, so you must take the computer apart 
to get into the memory slot. Since there's only one 
slot, the 16K RAM board which occupies it must be 
taken out and the 48K board inserted in its place. Most 
owners have a computer service shop change their 
memory if they feel uneasy about taking their com­
puter apart. Remember that the board which comes 
out of your 400 is still perfectly good, and can be used 
in the memory slots of the Atari 800. 

Mosaic Electronics manufactures a 64K RAM 
board for the 400 and 800. The design of the 400 and 
800 computers will not allow the use of more than 52K 
of RAM, so the extra 12K is available only by switching 
back and forth between four different 4K blocks of 
memory. The benefits of a 64K RAM board may not be 
useful for the beginning computer user, but inter­
mediate and advanced users can make very good use 
of it. 

Several different companies make memory boards. 
Non-Atari boards are usually lower in price than the 
equivalent Atari boards. Qualities which distinguish 
one board from another are the length of their guar­
antee and the quality of their components. Some boards 
are built with gold-plated connectors which discourage 
corrosion. Corroded memory connectors will lock up 
your computer. 

THE COMPUTER MONITOR 

Most people who buy a home computer use their 
television set as a monitor, since it saves them the cost 
of buying a new peripheral. A TV set is not often the 
ideal monitor, however. The picture quality is not as 
clear as it might be, and text can be difficult to read. 
If someone is using a hair blower or a vacuum cleaner, 
or if your printer is turned on, the TV set will usually 
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pick up static and interference. A computer monitor 
can solve these problems. 

Computer monitors are specially designed for use 
with computers, and present a much clearer picture 
than a TV set. They connect directly to the computer 
without the use of a junction box, and use a much wider 
bandwidth to send the picture over which results in a 
much clearer picture. They come in two basic types: 
the color monitor and the monochromatic monitor. 

A color monitor looks and works like a color tel­
evision set without a channel selector. One very pop­
ular model for use with the Atari is the Amdek Color­
I monitor (see Figure 1.1). It has knobs to control the 
speaker volume, the color, tint, brightness, and con­
trast of the picture, and the vertical hold. Most color 
monitors have a 13-inch screen. The Amdek has a 
speaker, but not all monitors do. If you use a monitor 
with no speaker, you can easily hook up a separate 
speaker or feed the audio signal to your stereo system. 

Monochromatic monitors usually display just gyeen 
or amber against a black background. The chief advan­
tage of a monochromatic monitor is that it can display 
text and fine lines with much more clarity than a color 
monitor. A monochromatic monitor is much less apt to 
create eyestrain than a color monitor. For these rea­
sons, they are usually used for word processing pur­
poses. 

When you buy a monitor, be sure that it will accept 
a composite video signal, which is the type that the 
Atari computer sends out. RGB type monitors will not 
work with the Atari . Be sure that you get the special 
connecting cable necessary to hook your monitor up to 
your computer. Remember also that you can't use a 
monitor with an Atari 400, since it has no monitor jack. 

DISK DRIVES 

Disk drives are fast and efficient. Floppy disks 
are the most common medium for commercial soft­
ware, and many tasks, such as word processing and 
data base management, are virtually impossible with­
out a disk drive. If you have only cassette program 
storage, a disk drive should be your first upgrade. If 
you have one disk drive, a second drive can make your 
system much more flexible. If you're a glutton for mass 
program storage, you can connect up to four disk drives 
to an Atari, although two seems to be the optimum 
number. 

The Atari 810 disk drive is the standard drive in 
use with Atari computers, but other companies now 
make disk drives for the Atari computer. Some ofthese 
disk drives offer substantial improvements over the 
Atari 810. 

One of the major drive producing companies is 
Percom Data. Percom produces several types of disk 
drives. The AT-88 is designed to be directly competi­
tive with the Atari 810. It is a single-density drive, 
stores 88 kilobytes of data, hooks up directly to your 
Atari, and is considerably cheaper than the 810. The 
real added value comes when you purchase additional 
Percom drives. All of the controlling electronics are 
contained in the first drive, so additional drives (called 
slaves) are simpler and cheaper than the first one. 
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Percom also sells a double-density disk drive for 
the Atari called the RFD. The double-density RFD 
gives you twice the storage capability of a single-den­
sity disk drive, with a capacity of 176 kilobytes. The 
RFD comes with a special DOS which allows it to use 
all this extra storage space. The RFD will read and 
write as a single-density as well as a double-density 
drive, so all disks made for the Atari 810 drive will be 
compatible with the RFD as well. Double head models 
of the RFD allow it to record on both sides of a disk 
without flipping it over, which again doubles available 
storage memory. As with the AT-88 , the first RFD 
drive contains all of the controlling electronics, so add­
on drives cost much less than the original. The RFD 
sells for under $700. 

For truly large memory storage, you can buy a 
hard disk drive. The most common hard disk drive 
used with microcomputers is a type called the Win­
chester drive, manufactured by several different com­
panies. The Winchester disk drive uses a stainless steel 
disk to store data on. This disk is factory installed, and 
is not removable, which is not really a handicap con­
sidering how much storage is available. The average 
Wmchester disk stores 6 to 20 megabytes (million bytes, 
remember)! This is 65 to 225 times the storage capacity 
of a single-density floppy disk. Winchester drives are 
for the serious user: they cost anywhere from $2000 to 
$7000. 

THE 80-COLUMN BOARD 

When you use the Atari computer to arrange text 
for printout on a printer, you'll run across a problem. 
You can only display 40 characters across the width of 
the monitor, while a good printer will usually print 80 
columns across an 8 112 by 11 inch paper. Plugging an 
80-column board into your Atari will let it display 80 
characters across the monitor. 

Full-View 80 is an 80-column board manufactured 
by Bit 3 Computer Corporation. It plugs into the third 
memory slot of the Atari 800, where it is connected to 
the monitor by a very thin flat cable coming out from 
under the computer's cover. It works with the Atari 
BASIC cartridge, and will work with some word 
processing software on the market. Since the charac­
ters are reduced in size to fit into 80 columns, the only 
kind of monitor which will display the text from this 
board clearly enough is a monochromatic monitor. 

FULL STROKE KEYBOARD FOR THE ATARI 400 

If you do quite a bit of work with the keyboard 
of the Atari 400, you surely realize its limitations by 
now. It is cramped and difficult to feel correctly for a 
touch typist. If you're desperate enough, you can get 
a new keyboard without throwing away your 400 and 
buying an 800 or 1200. 

Several companies make a full stroke keyboard 
kit which will replace the membrane keyboard of the 
400. You must disconnect and unplug the membrane 
keyboard, then plug in and connect the full stroke key­
board. This fairly simple installation and can be done 
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at home. These replacement keyboards generally sell 
for under $130. 

GAME CONTROLLERS 

For all their serious applications, Atari com­
puters are great game machines. The graphics and 
sounds are superb, and the joystick ports make con­
necting and disconnecting game controllers very sim­
ple. The Atari computer uses the same controllers as 
the Atari 2600 and 5200 video game machines, so Atari 
joysticks and paddle controllers are inexpensive and 
easy to use. However, video game connoisseurs might 
wish to buy special controllers to make their games 
play more like the arcade games. There are dozens of 
high-quality joysticks, paddles, and trackballs made by 
independent manufacturers. 

ADDITIONAL PERIPHERALS 

There is, in addition to the peripherals we have 
mentioned, a wide variety of miscellaneous peripherals 
which are useful or entertaining to use. Since the Atari 
computer is such an excellent video graphics machine, 
many of them augment those graphics abilities. Some 
of them make computer use a little more convenient. 

DIGITIZERS 

Versa Computing makes a digitizer for the Atari 
computer called Versa Writer. A digitizer is a drawing 
board with a flexible arm attached. It connects via a 
cable to a joystick port. When you trace a picture on 
the board with the end of the arm, the picture is drawn 
on your monitor, and can be stored for later use. 

If you intend to write programs with a lot of pic­
tures, a digitizer makes picture creation much easier. 
Versa Writer comes with software which lets you select 
"paint brush" size, use an "air brush" for shading, scale 
the picture being traced, fill the figures drawn with 
colors, and use other very handy functions. It also lets 
you mix text with your pictures, and allows you to save 
each picture for use in your own programs. 

LIGHT PEN 

A light pen looks much like its name: it is a slender 
metal tube attached to a joystick port. When you press 
a light pen to the screen, the computer can tell its 
location. When used with the appropriate software, it 
can draw pictures directly on the screen, select options 
from a screen-printed menu, erase, and perform many 
other functions. The Atari computer was originally 
designed to use a light pen designed by Atari, but Atari 
marketed the light pen only briefly, then withdrew it 
from the market. Independent hardware manufactur­
ers have stepped in, and there are several light pens 
now available, with prices ranging from around $150 
to below $40. 
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PLOTTERS 

A plotter is somewhat like a digitizer in reverse: 
a picture on your monitor screen can be drawn by the 
plotter onto a sheet of paper. Plotters usually hold a 
sheet of paper on a paper bed and draw figures with 
fine felt tip pens. A plotter can usually use two or three 
different color pens, and the more expensive models 
can use up to six or seven pens. Aside from the colors 
available, the chief advantage of a plotter over a dot 
matrix printer capable of graphics is that the plotter 
draws very smooth lines and circles without that" com­
puter look" that dot matrix leaves. Most plotters are 
also capable of printing out text for labelling pictures 
plotted. 

CHRONOGRAPHS 

The primary use of a chronograph is to control 
automatic computer functions which must take place 
at a certain time of day. If you have ingeniously wired 
your home burglar system to be controlled by your 
computer, incorporating a chronograph into your con­
trol program lets you turn it on and off on specific days, 
hours, and minutes of your choosing. Perhaps the most 
common application is to use it in conjunction with a 
modem to send and receive data from other computers 
or computer networks at night, when you're sleeping 
and the phone rates are much lower. The Hayes Chron­
ograph sells for under $250. 

OTHER PERIPHERALS 

There are many other peripherals which we don't 
have space to discuss. Some companies sell computer 
controllable robot arms and robots which will work 
with the Atari. Another peripheral provides an inter­
face between the Atari and a videodisk so that you can 
access any individual frame on the disk under com­
puter control. There are also EPROM writers which 
will let you write your own programs on ROM chips to 
plug into the cartridge slots of the Atari. Keep your 
eyes open. New peripherals are being introduced all 
the time. 

7. SOFTWARE: RUNNING YOUR 
COMPUTER 

Without software you can do nothing to your com­
puter system but turn it on and off. You need programs 
to run your computer, to tell it what to do. If you can 
program, you can write your own software. However, 
many computer owners are not programmers, or don't 
have the time to spend writing programs. Even expert 
programmers don't have the time to create software 
for everything they'd like their computer to do. 
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Fortunately, the Atari computer system is very 
popular, and the large number of Atari owners creates 
a good market for Atari compatible software. The 
amount of software available is overwhelming. A glance 
through a computer magazine will reveal more soft­
ware than most people would care to consider. There 
is software to keep your finances up to date, to teach 
the kids math, to play chess with you, to run your 
printer, to draw pictures on your monitor, and on and 
on. New software is being written all the time. 

To make some sort of sense out of this rampant 
software, let's split it into four categories: 

• Applications software 

• Utility software 

• Computer languages 

• Games 

Briefly, applications software is software written 
to perform a specific task for you, such as word 
processing, data base management, bookkeeping, edu­
cation. Utility software is designed to make operating 
your computer easier. There are utilities to fix dam­
aged disk files, to re-number BASIC programs, and to 
design graphic monitor displays. Computer languages 
offer you different methods of programming, and games 
are just that: entertainment. 

When you shop for software, as with hardware, 
it's very important to make sure it will work for you. 
Consider the following questions when buying. 

Is the program compatible with your system? Make 
sure it's written for an Atari computer, and that you 
have enough memory to run it. Make sure it comes on 
a medium you can load in your system (i.e. cartridge, 
cassette, or disk). Make sure you have the necessary 
peripherals to make it work. For instance, a telecom­
munications program requires a modem. 

Is the program easy to use? Difficult or "unfriendly" 
programs are sometimes self-defeating. For instance, 
a bookkeeping program which is very confusing will 
not save you any time over using pencil and paper. 

Is the program versatile? A good program should 
give you many options and should be flexible enough 
to be used for your particular needs. In a game pro­
gram, this might mean varying difficulty levels to keep 
the challenge up. In a data base program, it might 
mean being able to tailor your record format so you 
can enter the information most important to you. It's 
important to realize that versatility and ease of use 
often conflict with each other. You need to decide which 
is most important to you. 

Will you get repeated good use of the program? 
This is especially important in game software, where 
boredom can set in long before you've gotten the value 
of your purchase price from it. 

Does the software company offer a good backup 
and replacement policy? Unfortunately, disks and cas­
settes do wear out, and if they do, the software you 
paid for is gone. Some companies give you "unpro­
tected" software, which means you can copy it yourself 
to create a backup for use in case of disaster. Most 
companies "protect" their software, making it impos­
sible for you to duplicate. They do this to foil "pirating" 
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(duplicating copyrighted software to give away or sell). 
Most companies who protect their software will replace 
failed disks or cassettes for a low price ($5.00 or less), 
and some will give you a second copy for use as a backup. 

APPLICATIONS 

Application software for the Atari falls into sev­
eral general categories which are covered briefly below. 

WORD PROCESSING 

Word processing seems to be one of the most 
praised applications of a home computer. It lets you 
write all of your text on the monitor screen and store 
it in RAM before printing it out on a printer. Since the 
text is stored on a very volatile medium, it's very easy 
to correct and edit. Paragraphs can be moved around, 
words replaced, and sections deleted with minimum 
difficulty. Standard business letters can be saved on 
disk to be used again later, replacing only the name, 
address, and pertinent information of the addressee. 

Once the text is set in the desired way, the word 
processing software lets you print it in the way you 
want. You can use different print fonts, change mar­
gins, center text, make the right edge of the text as 
even as the left edge (known as "right justification"), 
and use many other printer options to make your final 
document look good. You can store your text on disk 
after printing for later re-use. 

Obviously, a word processor can save you a lot of 
time, especially if you must deal with first drafts, sec­
ond drafts, and revisions. Many people who initially 
disdain computers are eventually won over by this con­
venience. There are three major word processing pro­
grams currently available for the Atari. 

Text WizaTd is an easy to use word processor 
offered by Datasoft. You need at least 32K of RAM and 
a disk drive to run it. You also need either an Atari 
825 (Centronics 737) printer, or an Epson MX80 printer. 
Once you have loaded and run the program, you merely 
type the text you want on the monitor screen. Text 
Wizard automatically takes care of returning the cur­
sor at the end of the line, so the only time you need to 
hit RETURN is at the end of a paragraph. As you type 
past the bottom of the screen, the text automatically 
scrolls up a line at a time. 

Once the text is entered, you can manipulate it 
easily with the editing commands. The cursor moves 
around much as it does in BASIC, and you can use it 
to insert or delete text. You can insert whole lines or 
paragraphs, or just one character at a time. Likewise, 
you can delete blocks of text easily, or delete just one 
line or character. You can also move entire blocks of 
text from one location in a document to another, or 
duplicate the block as many times as memory will per­
mit. Special commands let you page through long 
stretches of text, and jump immediately to the top or 
bottom of the document. Other commands will search 
for a specific phrase anywhere that it is contained in 
the document, and replace it with another if you wish. 
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After the text is in the form you wish it to be, 
you can place special printing commands in the text 
which will allow you to set all the margins (top, bottom, 
left, and right), choose a specific font, underline or 
emphasize text, print text in two columns, and right 
justify the text. Text Wizard will also automatically 
number pages if you want it to, and add headers and 
footers (a label that appears at the top or bottom of 
each page.) It saves documents on disk, and will let 
you chain documents filed on disk so that very long 
documents can be formed from much shorter ones. The 
manual included is very easy to understand, and a com­
mand reference card is included to make the operation 
simple. It costs under $100. 

LJK Enterprises sells Letter Perfect, a word pro­
cessor not as easy to use as Text Wizard, but with a 
few extra features. Letter Perfect can be altered easily 
to work with almost any printer on the market. It will 
also work with the 80-column board, and comes in car­
tridge form as well as disk. It will merge with Data 
Perfect, a data base program by LJK, so you can create 
form letters. Letter Perfect is a little complex to use, 
and the manual is not very clear, so beginners should 
beware. It sells for under $150. 

Atari has a new word processing program called 
AtariWriter. It was written to Atari's specifications 
by Datasoft, the folks who wrote Text Wizard. It works 
very much like Text Wizard, but has some added fea­
tures. It is a little easier to edit text and put in printing 
commands using AtariWriter. AtariWriter also lets you 
preview each page on the screen (by scrolling from side 
to side and looking at sections of the page) before you 
print it out. It comes on cartridge, will store docu­
ments on cassette as well as disk, and costs less than 
$100. 

DATA BASE PROGRAMS 

Having a data base program lets you use your 
computer like a card catalog. The program will set up 
a file to store your records in. For instance, you might 
wish to keep a list of all your books in the computer 
memory. First, the data base program creates afile, 
perhaps called BOOKS, to store your information in. 
Then you would decide what information was impor­
tant to know about books. The information about each 
book would be called a record, and each record would 
contain information in specific parts called fields. Each 
record in your Books file might have three fields: one 
for the title, one for the author, and one for the subject 
of the book. Once you have entered all of your books 
in the Books file , you will have one record for each 
book. You have just created a data base for your books. 
The data base program will store the records on disk 
and keep track of their location. 

The real power of a data base program comes in 
handling the data base once it is entered. It will auto­
matically put the records in alphabetical or numeric 
order using any field you wish. For instance, you might 
have it arrange all of your book records in alphabetical 
order by author. It will search through the data base 
to find any record using any field. You might have it 
show you each book record for book titles between B 
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and F. The program is very powerful when you can 
search records using several fields at once. This lets 
you look for all books about octopi written by Ed 
Cephalopod. 

The data base program should be able to generate 
lists and reports using a connected printer. This will 
let you print out your entire data base in any order you 
want, or just selected portions of it. It will also let you 
choose just which fields of the records you want printed, 
and in what order. Some data base programs will total 
up numerical fields at the end of a printout, which comes 
in very handy when storing income tax or other finan­
cial records. Other data base programs, such as UK's 
Data Perfect, will merge with word processing pro­
grams as discussed earlier. 

A popular data base program for the Atari is 
Filemanager 800 +, sold by Synapse Software, which 
requires 40K of RAM and one disk drive. Two disk 
drives make it easier to use. With Filemanager 800 + , 
you can design your own records of up to 20 fields. Each 
record can be up to 9 screen pages long. You can search 
your data base using up to four fields at a time and can 
print out selected records on your printer using the 
fields you choose. You can also use it to print out labels 
for mailing list chores. It will total up numerical fields 
if desired, and sells for less than $100. 

FINANCIAL PROGRAMS 

There are several programs on the market to help 
you keep financial records. They range from specific 
home finances, such as keeping track of a paper route, 
to business applications such as general ledger rec­
ords. Let's take a look at one of them, The Bookkeeper, 
which is very popular with small business owners. 

The Bookkeeper is designed by Atari for com­
puter users who may not be familiar with computers. 
It's easy to use if you understand the principles of 
double-entry bookkeeping. It needs 32K of RAM, a 
disk drive, and a printer. The Bookkeeper keeps track 
of general ledger records using double-entry book­
keeping. It will also handle accounts receivable and 
accounts payable information. You can store up to 350 
total accounts, and handle up to 1000 distributions each 
month. It will keep track of checks written, cash 
received, and invoices written, and print out reports 
for all of these categories. It's very useful for small 
businesses, and sells for under $150. 

SPREADSHEETS 

VisiCalc is the only spreadsheet program avail­
able for the Atari. For businessmen and women, Vis­
icalc is often the single most useful program they own. 
Consider Visicalc as a large electronic worksheet on 
which you can make calculations and present notes and 
results. The monitor screen is a window on a small 
section of the worksheet which can be moved around 
to view any section desired. 

Visicalc can give you up to 63 columns and 254 
rows to enter data. Any of these positions can be a 
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label, a value, or a formula. Any position can be defined 
using other positions. When you change the value of 
anyone position on the spreadsheet, all other positions 
dependent on that position will change their value 
automatically. This extremely powerful feature allows 
you to use Visicalc for projections and "what if ... " 
calculations. For instance, you might enter a series of 
products for sale, with the individual prices, projected 
sales for the upcoming year, and total projected sales. 
When you raise or lower the price of a single product, 
the projected sales figures will all be changed auto­
matically. Visicalc comes with a very well-written 
manual, and can be easily used by the non programmer 
after a few hours of practice. It sells for under $250. 

EDUCATION 

The head of a major home computer firm once 
remarked that it is the "guilt factor" that sells home 
computers. Parents want their children to learn about 
computers, so they feel guilty if they don't supply them 
with a computer to learn on at home. If this is the case, 
surprisingly little educational software is sold in rela­
tionship to games and applications. To assuage any lin­
gering feelings of guilt for playing too many games, 
there are some excellent education programs available. 
For convenience, we will categorize them as drill, sim­
ulations, or study courses. 

Drill programs are usually used to teach children 
a fundamental concept using repetitive exercises for 
them to practice with. This need not be as dreary as 
it sounds. Many educational programs are written to 
make the learning fun , and are often some type of game, 
with rewards for correct answers and very nice graphic 
displays. Some of the topics covered are multiplication 
and division, spelling, geography, shape recognition, 
typing, and speed reading for advanced readers. There 
are drill programs for all ages, from toddler to adult, 
and they are a good way to teach fundamentals as well 
as to make the user more comfortable with computers. 

Simulations can teach complex subjects by pre­
senting a situation on a screen that the user must react 
to in a knowledgeable way. One of the most popular 
simulations is Scram, a nuclear reactor simulator sold 
by Atari. In Scram, a picture of the inner workings of 
a nuclear reactor is placed on the screen. The graphics 
are excellent. You can see the cooling fluid flowing 
through the pipes, and you can hear the turbines turn­
ing. You can also open and close valves to regulate the 
operation of the reactor. If you turn them in the wrong 
combination, you can cause a meltdown in the reactor. 
Periodic earthquakes which damage the reactor keep 
things interesting. It's obvious that the big advantage 
of a simulation is the chance to learn by doing without 
having to live (or die!) with yOW' mistakes. 

Study courses essentially use the computer to 
make an audio-visual presentation of a subject. Atari 
markets courses in French, German, Italian, and 
Spanish, and other coW'ses in programming yoW' Atari. 
Most of these courses use the program recorder to 
present the coW'se with a sound track on the cassette. 
One interesting study course is a series of tutorials sold 
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by Educational Software, entitled appropriately enough 
Tricky Tutorials. Each of these tutorials teaches you 
about a different aspect of advanced Atari graphics, 
using BASIC programs which you can inspect and 
change to get your own results. They teach you how 
to design your own characters, animate figures on the 
screen, and create advanced sounds and music among 
other things. They sell for under $20 each. 

TELECOMMUNICATIONS 

If you own a modem, you' ll need telecommuni­
cation software to run it. This software must be able 
to control the 850 Interface Module, which sets the 
baud rate and other important factors that the modem 
will need to operate correctly. 

One excellent telecommunication program is Tele­
Talk, sold by Datasoft. It gives you full control of the 
850 Interface Module, and is very easy to use . The 
novice user can turn on the computer system with Tele­
Talk and begin using the modem immediately without 
setting any controls. It displays all the text that comes 
in over the modem on the monitor and saves it in mem­
ory as well. You can "spool" the text in memory to disk, 
which allows you to look at it later, after your time on 
the modem is over. Another handy feature is a time 
display that gives you the time of day (after you enter 
it initially), the amount of time you've spent on the 
phone lines, and the amount of money it's costing you 
(figured automatically after you set the hourly rate). 
Tele-Talk sells for under $50. 

UTILITIES 

Utilities are not written to accomplish any par­
ticular task, but are meant to help you get better use 
out of your computer. There are all sorts of utility pro­
grams available, and we'll look at several of them. 

BASIC UTILITIES 

There are many utilities that help you use Atari 
BASIC. One of them is Monkey Wrench, sold by East­
ern House Software, which deserves mention in part 
because it's the only program on a cartridge for the 
right-hand slot of the Atari 800. Monkey Wrench pro­
vides many convenient features for the BASIC pro­
grammer, which include automatic line numbering, line 
renumbering, line deletion over a specific range, and 
hexidecimaVdecimal conversion. It will also reset screen 
margins easily, and will make the cursor keys work 
without using the CONTROL key. It has a memory 
test package, and a machine language monitor for 
machine language programmers. If all the above terms 
read like gibberish to you, then you probably don't 
need Monkey Wrench. Experienced programmers, 
however, will find it a very useful time-saving tool for 
under $50. 
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