










































































































































about two minutes. You know that the format­
ting is completed when the DOS prompt 
appears again : SELECT ITEM OR RETURN FOR 
MENU. 

STEP 5 
When the SELECT ITEM prompt appears, re­
move the newly formatted diskette and set it 
aside. Then, re-insert the DOS Master Diskette 
that you used earlier. 

Loading the Program and Making the 
Backup Copy 
You are now ready to make the backup copy 
of the program you wish to use. To do this, 
first you will load the original diskette program 
into your computer's memory, then you will 
copy this information onto your formatted dis­
kette. The original diskette that you want to 
copy is called the source diskette; the diskette 
that will contain the backup copy is known as 
the destination diskette. 

STEP 1 
Notice that item J on the DOS menu is the 
duplicate disk function. To select this option, 
type J and press RETURN. 

STEP 2 
Another prompt appears: DUP DISK-SOURCE, 
DEST DRIVES? This prompt asks for the drive 
number of the source and destination diskettes. 
Since both drives are Drive I, type I, 1 (number 
I, comma, number I) and press RETURN. 

STEP 3 
A new prompt appears on the screen: INSERT 
SOURCE DISK, TYPE RETURN. Remove the 
DOS Master Diskette, and insert the diskette 
you wish to copy (the source diskette). Be sure 
to close the drive door. When you are done, 
press the RETURN key You will hear a series of 
beeps as the computer reads the diskette and 
loads the program into its memory. 

STEP 4 
When the beeps stop, a new prompt appears 
on the screen: INSERT DESTINATION DISK, 
TYPE RETURN. Remove the original diskette 
from the drive and insert the newly formatted 
diskette (the destination diskette). Close the 
drive door, then press the RETURN key You 
will hear more beeps as the computer writes, 
or copies, the information that is in its memory 
onto the new diskette. 

STEP 5 
You will be prompted several times to insert 
the source diskette, then the destination dis­
kette, as it copies the program. This is because 

68 

the computer cannot load the entire program 
into its memory at one time (the program dis­
kette can hold more information than the com­
puter can hold). The computer loads part of 
the program into its memory, then copies it; 
then it reads a different section of the program 
and copies this new information. Respond to 
the source and destination prompts as they 
appear. 

STEP 6 
The copying process is completed when the 
DOS prompt reappears on the screen : SELECT 
ITEM OR RETURN FOR MENU. At this point 
remove the diskette from the drive. You now 
have a backup copy of the original diskette 
program. 

If you were unable to complete this procedure 
without an ERROR message, or if the copy 
that you made will not load in the next sec­
tion, most likely the original diskette is copy­
protected. Contact your local users' group to 
see if they can help. 

LOADING THE PROGRAM INTO 
YOUR COMPUTER'S MEMORY 
If you were able to make a backup copy of 
your program, turn off the power on your 
computer, TV, and recorder or disk drive so 
you can practice loading the program from the 
beginning. If you were unable to make a back­
up copy, work with the original program 
rather than the copy. 

ON CASSETTE 
The procedure for loading a program written in 
BASIC language differs from the procedure for 
loading a machine-language program. Follow 
the procedure appropriate for the type of pro­
gram you are using. 

For a BASIC Program 

STEP 1 
Insert the BASIC cartridge into your computer. IF 
YOU HAVE A MODEL 800 COMPUTER, use the 
slot on the left side of the computer . FOR MOD­
ELS 400 AND 800, insert the cartridges byopen­
ing the slot door, dropping in the cartridge, and 
closing the slot door. FOR THE MODEL 1200XL, 
the slot is on the left side of the computer. Simply 
drop in the cartridge (there is no slot door). 

STEP 2 
Turn on the computer and your TV or monitor. 
Set the TV/game switch box to the COMPUTER 
setting, and tune to the channel you normally 
use with your Atari. 



If you have a Model 10 JO recorder, turn on the 
recorder also. (The Model 410 recorder does not 
have an ON/OFF switch.) 

STEP 3 
When the READY message appears on the 
screen, insert your cassette program into the re­
corder. If you were able to make a backup copy 
of the program, insert the copy of the program; 
otherwise, insert the original program. 

NOTE: If this is the first time you are using the 
cassette, press FAST FORWARD on the recorder 
until the tape reaches its end. (This eases the 
tension on all sections of the tape so that it will 
work reliably) When the tape reaches the end, 
press the STOP button; then press REWIND until 
the tape is rewound to its beginning. 

STEP 4 
If you didn 't perform the step in the previous 
note, press REWIND on the recorder to be sure 
that the tape is rewound to its beginning. 

STEPS 
Press PLAY on the recorder 

STEP 6 
To load the program into the computer's mem­
ory, type the word CLOAD on the keyboard, 
then press the RETURN key You will hear the 
computer make a single beep sound. 

STEP 7 
Once the computer beeps, press the RETURN 
key again. You will hear a high-pitched whistle, 
then a series of beeps. This means that the pro­
gram is being loaded into memory. 

STEPS 
When the program is loaded, the word READY 
appears beneath the first READY message on 
the screen. At this point type the word RUN 
and press the RETURN key You are now ready 
to use the program that you loaded! Refer to 
your software documentation to learn how to 
use your program. 

If the READY message does not appear, an error 
has occurred somewhere along the line. In this 
case, rewind the tape and repeat the procedure. 
If you still cannot get your program to run, refer 
to your software documentation or see your 
computer dealer to make sure that your pro­
gram is not faulty 

For a Machine-Language Program 
If you are using a machine-language program, 
be sure that you do NOT have a BASIC cartridge 
inserted in your computer. You do not need the 
BASIC cartridge for this procedure. 

STEP 1 
Turn on your TV or monitor. Set the TV/game 
switch box to the COMPUTER setting, and tune 
to the channel you normally use with your Atari. 
If you have a Model 1010 recorder, turn the 
recorder on. (The Model 410 recorder does not 
have an ON/OFF switch.) 

STEP 2 
With the computer still turned off, insert your 
cassette into the recorder. If you were able to 
make a backup copy of the program, insert the 
copy of the program; otherwise, insert the origi­
nal program. 

NOTE: If this is the first time you are using the 
cassette, press FAST FORWARD on the recorder 
until the tape reaches its end. (This eases the 
tension on all sections of the tape so that it will 
work reliably) When the tape reaches the end, 
press the SIDP button; then press REWIND until 
the tape reaches its beginning. 

STEP 3 
If you didn 't perform the step in the previous 
note, press REWIND on the recorder to be sure 
that the tape is rewound to its beginning. 

STEP 4 
Press PLAY on the recorder. 

STEPS 
While holding down the START button on your 
computer, turn on the computer. 

STEP 6 
When you hear a beep sound from the computer, 
press the RETURN key The program automati­
cally loads into the computer's memory. 

When the program has finished loading, the first 
screen of your program appears. You can then 
refer to your software documentation to see 
how to use your program. 

If the first screen of your program does not 
appear, most likely an error in loading has 
occurred, and the computer enters Memo Pad 
Mode. Rewind the cassette and try this pro­
cedure again. 

ON DISKETTE 

STEP 1 
Turn on your TV or monitor. Set the TV/game 
switch box to the COMPUTER setting, and tune 
to the channel you normally use with your Atari. 

STEP 2 
Look at the instructions that came with your 
software program. If you are using a program 
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written in the BASIC language, the first step is to 
insert a BASIC cartridge into your computer. If 
you have a Model 800 computer, use the slot on 
the left side of the computer. For Models 400 
and 800, insert the cartridge by opening the slot 
door, dropping in the cartridge, and closing the 
slot door. For the Model J200XL, the slot is on 
the left side of the computer. Simply drop in the 
cartridge (there is no slot door). If the program 
you are using is written in machine language do 
NOT insert the BASIC cartridge. 

STEP 3 
Turn on the power of your disk drive. 

STEP 4 
When the red" busy" light on the disk drive 
turns off, insert the diskette into the drive. If you 
were able to make a backup copy of the pro­
gram, insert the diskette containing the copy; 
otherwise, insert the original program diskette. 

To insert the diskette, hold it by its labeled edge 
and insert it label side facing up, bottom end fac­
ing away from you. Be sure to close the drive 
door after inserting the diskette. 

STEPS 
Turn on your computer. You will hear a beeping 
noise as the computer loads the program into its 
memory. Once the program is loaded, the first 
screen of the program will appear. Refer to your 
software documentation to learn how to use 
your program. 

If your program does not load properly, try the 
procedure again. If it still does not work, refer to 
the software documentation or see your com­
puter dealer to be sure that the program is not 
faulty 

SOFTWARE CARE 
To keep your programs running properly, it is im­
portant that you handle your software with 
care. Cassettes and diskettes can be easily dam­
aged. Keep all of your software in a safe place, 
preferably a storage unit designed especially for 
them. Diskettes come with protective paper en­
velopes. Whenever a diskette is not being used, 
be sure to keep it in its envelope to protect it 
from dust, spills, and scratches. 

Keep your software away from magnets and 
strong magnetic fields such as those generated 
by hi-fi speakers and video tape recorders. 

CHOOSING SOFTWARE 
There is a wide variety of programs available for 
your Atari computer. When buying a program, 
take some time beforehand to consider your 
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needs. Remember that programs are available 
which allow you to use your computer as an 
educational tool, a word processor; a finance 
manager, and more. In addition, there are count­
less game programs available for Atari com­
puters. Think of what your interests are; then, 
see if you can find a program to suit your needs. 

Interested in music theory? Pick up a program 
designed to teach it to you! Do you type a lot of 
letters and reports, or are you a creative writer? 
Then you are a likely candidate for word pro­
cessing software. 

Do you have a large collection that you need to 
organize-an album collection, for example? 
You can use a data base program that will keep 
track of everything in your collection, enabling 
you to locate an album containing a particular 
song in a matter of seconds. Or, how about your 
household budget? Getting it off paper and into 
your computer involves a bit of work initially, 
but after that, your budgeting process will be a 
simple matter. 

SOFTWARE SOURCES 
There are a number of soLirces from which you 
can obtain software programs. Of course, Atari 
has the most extensive catalog of programs for 
Atari-brand home computers. 

In fact, Atari markets many unique programs 
through the Atari Program Exchange (APX). 
These programs are created by Atari users and 
are created internally by Atari, also. The APX dis­
tributes this user-written software by mail order 
and through many Atari retailers. The APX holds 
quarterly contests to pick the best programs de­
veloped by Atari users, then publishes a quar­
terly catalog that lists the programs available. 
You can obtain many good programs through 
theAPX. 

In addition to Atari, other sources of programs 
are companies that make software for many 
kinds of computers. No single independent soft­
ware house, as they are called, has as many titles 
exclusively for Atari computers as Atari itself. But 
when you count up all of these companies and 
the total programs they produce for f\tari com­
puters, they comprise a large percent of the 
commercial programs available for your system. 

Users' groups and computer magazines are 
sometimes good sources of inexpensive, excel­
lent programs. Because much of this software is 
not copyrighted, it can easily be copied and/or 
changed by anyone who uses it. This type of 
software is called public domain software. You 
will learn more about this type of software in the 
next chapter. -



COMMERCIAL SOFTWARE: BUYING 
TIPS 
When buying commercial software, keep the 
following points in mind: 

• Be sure that you are buying the software 
program in the format that you need. Re­
member that in addition to the cassette- and 
diskette-based programs discussed earlier in 
this chapter, there is a third software format: 
the cartridge. Cartridge programs load 
directly into the computer. If you buy a 
cassette-based program, you will need the 
appropriate recorder to go with it; for a 
diskette-based program, you will need a disk 
drive (see Chapter 4, "Peripherals"). 

• Be sure that the program you are purchasing 
is written specifically for Atari computers. A 
program written for another brand may not 
run on or even load into your Atari. The com­
puter for which the software is intended 
should be clearly marked on the packaging. 

• Be sure that the software is meant for the 
specific model Atari computer you own. For 
example, a program that works on the Atari 
Models 400 and 800 will not necessarily 
work on the Model 1200XL. If the software 
packaging does not indicate the model of 
Atari, ask your dealer if the program will work 
with your mode/. 

• If at all possible, find a store that will let you 
try the software before purchasing it. This is 
a sure-fire way to see if the program lives up 
to your expectations and needs. Many stores 
do not allow refunds or exchanges, so be 
sure that what you are buying is really what 
you want. 

• Ensure that your computer has enough 
memory to run the program you are con­
sidering. Memory requirements for the car­
tridge, cassette, and diskette versions of the 
same program often differ. The amount of 
memory required is usually listed on the out­
side packaging of the software. If it is not, ask 
your computer dealer about how much 
memory is needed. 

• Make sure that you have all of the equip­
ment needed to use the software you want 
to buy. For example, many games require an 
additional peripheral, such as ajoystick (see 
Chapter 4, "Peripherals"). 

• Try to be discriminating in your software 
purchases. Even game software, at 520 to 
540 per program, can add up fast. 

SOFTWARE RECOMMENDATIONS 
The rest of this chapter discusses the different 
types of software available for Atari computers 
and offers recommendations on the best pro­
grams in each category. A chart is presented 
with each software category. Refer to this 
chart to verify the amount of memory required, 
the format(s) available, and the Atari model(s) on 
which each program will run. In addition, any 
program written in Atari BASIC, rather than 
machine language, has been indicated (most 
programs are written in machine language). 

Games 
There are many game programs available 
for Atari home computers. These have been 
divided into sub-categories for easier refer­
ence. Here are just a few of the best games 
available: 

PROGRAM 
MEMORY REQUIREMENT,S' 
AND AVAILABLE FORMAT,S, 

WORKS WITH 
FOLLOWING MODEL,S, 

Star Raiders 
Shamus 

Defender 
Preppie 

MHL.E. 
Pirate Adventure 

Zork 
Ali Baba and the 
Forty Thieves* 
Odesta Chess 
Pinball Construction 
Set 
*Written in Atari BASIC. 

8K-Cartridge 
16K-Cartridge 

Cassette 
Diskette 

16K-Cartridge 
24K-Cassette 
32K-Diskette 
48K-Diskette 
24K-Cassette 
32K-Diskette 
32K-Diskette 
32K-Diskette 

48K-Diskette 
48K-Diskette 

400,800 

400,800 
400,800,1200XL 

400,800,1200Xl 
400,800,1200Xl 

400,800, 1200Xl 
400,800 

400,800 
400,800,1200Xl 
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"Shoot-em Up" Games 
Star Raiders was one of the first games avail­
able for Atari computers. It is a real showcase for 
the Atari, featuring dynamic action and stunning 
visual effects. It's hard to believe that this pro­
gram requires only 8K of memory. The object of 
the game is to clear the galaxy of alien Zylons by 
blasting their ships. Still one of the best and ex­
tremely tough to master! 

In Shamus, you're an ion-shiv toting private 
detective in the future, lost in a multi leveled 
maze that is populated by various types of nasty 
creatures. Extremely fast action requiring quick 
wits and reflexes. 

Defender is a faithful translation of the 
Williams arcade game of the same name. This 
game uses some of the most sophisticated 
graphics available on Atari. For one or two 
players. 

Non-violent Games 
Preppie is loosely based upon the arcade clas­
sic Frogger. Preppie features a delightful musical 
track and some humorous twists, right down to 
the protagonist's Izod shirt. Well done cartoon­
like graphics. 

M.U.L.E. You and your fellow players are col­
onists in another world in economic competi­
tion with each other. This game is best played on 
an Atari 400 or 800 because these are the only 
Atari systems with four joystick ports. M.u.L.E. is 
a great game for a group of people who don't 
want to be friendly after it's all over. Very good 
sound, clever graphics, and terrific play 

Adventure Games 
Adventure games are role-playing exercises in 
which you must perform a complicated series of 
related tasks to achieve a specific goal (accumu­
lating treasure, escaping with your life, etc.). If 
you enjoy crossword puzzles, fantasy, or brain 
teasers in general, you're a good candidate for 
adventuring. 

In Pirate Adventure you start out in a lon­
don flat and may find yourself marooned on an 
island before it's over. Good introduction to 
computer-based adventuring. 

Zork is the king of complex computer adven­
tures. In this adventure, you try to collect trea­
sure as you explore the subterranean Kingdom 
of Zork. The detailed and witty description of 
your weird surroundings make this game one of 
the best. No graphics. 

All Saba and the Forty Thlevesi is the 
closest thing to Dungeons and Dragons avail­
able on the Atari computer. The object is to find 
and rescue the Sultan 's daughter without killing · 
anyone or anything. Up to J 6 players at once. 

A Classic Game 
The Odesta series of chess, checkers, and Odin 
(Othello) simulations are unmercifully good. The 
chess game can give a master-level player fits. 
No kidding! Great instruction manuals. 

In a Class by Itself •.. 
Pinball Construction Set is more than 
an utterly convincing simulation of a pinball 
machine. It lets you design your own custom 
pinball arena. The program 's performance and 
engineering are nothing short of brilliant! 

Recommended Educational Software 
Your Atari computer can also be used as a val­
uable educational tool. Unlike a human tutor, 
your Atari will never get bored presenting drills 
to the younger members of the household. The 
creative use of color and sound on the computer 
make learning more interesting, too. 

Many highly rated educational programs teach 
important skills in a game-like context. This 
approach tends to hold young people's interest 
much better than text material presentations. 
Here are just a few of the best: 

My First Alphabet will teach your pre­
schooler the alphabet and numbers in an origi­
nal and unique manner, while familia rizing the 
child with the computer keyboard. Highly rec­
ommended. 

In Search of The Most Amazlngl Thing is a 
mystery story that teaches children to cooperate 
with aliens rather than blast them. It also 
emphasizes logic skills, problem solving, team­
work, obseNation, and creativity Very good 

PROGRAM 
MEMORY REQUIREMENTIS) 
AND AVAILABLE FORMAT,SI 

WORKS WITH 
FOLLOWING MODEL,SI 

My First Alphabet* 
In Search of the Most 

Amazing Thing 
Typo Attack 

'Written in Atari BASIC 
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32K-Diskette 
48K-Diskette 

8K-Cassette 
J 6K-Diskette 

400,800, J200Xl 
400,800, J200XL 

400,800, J200Xl 



graphics and an imaginative story line make this 
program extremely engaging. The manufacturer, 
Spinnaker Software, has an excellent reputation 
for educational programs. (Ages 10-Adult.) 

'lYpoAttack will teach your child (or you) 
touch-typing within an arcade game scenario. 
Sounds a little crazy. but it worksl (Ages 10-
Adult) 

Recommended Word Processing 
Programs 
Word processing software turns your computer 
into an electronic typewriter-and more. Since 
you type your material into the computer's 
memory rather than directly onto a sheet of pap­
er, you don't need erasers or correction fluid to 
fix your mistakes. You just type right over them I 
You can even move blocks of text from one place 
to another just by pressing a few keys. In addi­
tion, you can add new text to the middle of a file 
(letter, report, etc.) at any time, without having 
to retype everything that follows the insert. Or, 
you can delete a large amount of text at any 
location with a few simple keystrokes. 

Once the text on the screen is exactly as you 
want it, you will want to print a copy of your 
work. For this, all word processing packages re­
quire a suitable printer that will hook up to your 
Atari computer (see the discussion of printers in 
Chapter 4, "Peripherals"). Besides printing your 
text, word processing packages let you store (or 
save) what you have created (usually on disk) 
for retrieval at a later date. 

Some of the more popular word processing 
packages for the Atari are now described. 

Bank Street Writer is good for kids and 
adults who need word processing for 
occasional-to-light use. It is very menu- and 
prompt-oriented, which makes it easy to learn 
and use. (Menus are lists of options, similar to a 
menu in a restaurant. Menus appear right on the 
screen so you will always remember your selec­
tions. Prompts are" reminder" messages that tell 
you to perform a certain procedure or press a 
certain key:) 

While this program is easy to use, it lacks some 
of the features offered by more expensive word 
processing packages, such as the ability to print 
text with an even right margin (called right­
justified. or justified. text) and the ability to use 
multiple character sets or double-column print­
ing. Many printers can perform these special 
tasks if the software also includes these 
capabilities. 

AtarlWrlter is a good buy in the medium­
priced word processing market. It is extremely 
flexible, offering a multitude of print formatting 
and text manipulation features not found in 
many other packages. It is fairly easy to learn 
and use. AtariWriter will let you store your text 
files on disk or cassette. 

NOTE: Make sure the printer you intend to 
use with this package is supported directly by 
AtariWriter or by an optional AtariWriter printer 
driver (available separately). A printer driver is a 
software program (diskette format) that enables 
AtariWriter to work properly with selected non­
Atari printers. This program is available through 
APX, discussed earlier in this chapter. 

Letter Perfect is perhaps the most powerful 
word processing package available for the Atari, 
but there are trade-offs involved. If offers far 
more text manipulation commands than other 
packages and will support the special features of 
almost any printer. The disk version also sup­
ports the BIT3 80-column board mentioned in 
Chapter 4. The instruction manual, however, is 
somewhat unclear in certain areas and is slow 
reading. The multitude of different commands 
and options make this package more difficult to 
master than most. More suitable for professional 
writing applications. 

Spell Wizard is an electronic dictionary: While 
not a word processing package itself, it lets you 
quickly check text created with your word proc­
essing program for proper spelling. A lifesaver 
for anyone typing long documents or important 
reports. 

PROGRAM 
MEMORY REQUIREMENT,S) 
AND AVAILABLE FORMAT,S, 

WORKS WITH 
FOLLOWING MODEL,S, 

Bank Street Writer 
AtariWriter 
Letter Perfect 

Spell Wizard 

40K-Diskette 
16K-Cartridge 
24K-Cartridge 

Diskette 
48K-Diskette 

400,800,1200XL 
400,800,1200XL 
400,800,1200XL 

400,800 
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