




































































































































































































































































































































































































































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 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. 
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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 
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 1200XL, 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. 
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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. 
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CHOOSING SOFTWARE 
There is awide variety of programs available for 
your Atari computer. When buying a program, 
take some time beforehand to conside'r your 
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 s~it your needs. 

Interested in music theory? Pick up a program 
designed to teach it to youl 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 sources from which you 
can obtain software programs. Of course, Atari 
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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 Atari 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. 
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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 Mode11200XL. If the software 
packaging does not indicate the model of 
Atari, ask your dealer if the program will work 
with your model. 

• 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 
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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 a joystick (see 
Chapter 4, " Peripherals " ). 

• Try to be discriminating in your software 
purchases. Even game software, at $20 to 
$40 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 
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program written in Atari BASIC rather than 
machine language, has been indicated (most 
programs are written in machine language). 

PROGRAM 
Star Raidel'5 
Sh.:.mus 

Defender 
Preppie 

M.U.LE. 
Pirate t\c1'vn1b.Jre 

lark 
Ali 8aba and the 
Forty Th.,.."o 
Odesra Chess 
Pinball Construction 
Set 
• WrI(fM;n1\tiJli 81\S1C. 

Games 

MEMORY REQUIREMENT,S, 
AND AVAILABLE FORMAT,S' 

8K-Cartridge 
16K-Cartridge 

Cassette 
Diske tte 

J bK-Cartridge 
24K-Cassene 
32K-Diskene 
48K-Diskene 
24K-Cassene 
32K-Oiskene 
32K-Oiskette 
32K-Diskene 

48K-Oiskette 
48K-Oiskette 

WORKS WITH 
FOLLOWING MODEL,S, 

400.800 

400.800 
400. 800. J200XL 

400. 800. J 200XL 
400. 800. J 200XL 

400.800. J 200XL 
400.800 

400. 800 
400.800. J200XL 

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: 

"Shoot-em Up" Games 
Star Raiders was one of the first games avail­
able for Atari computers. It is a real showcase for 
the At;ari, 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 
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maze that is populated by various types of nasty 
creatures. Extremely fast action requiring quick 
wits and refl.exes. 

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 
adventu ri ng. 
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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. 

Ali 8aba and the Forty Thieves 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 16 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 brilliantl 

Recommended Educational Software 
Your Atari com'puter can also be used as a val­
uable educational tool. Unlike a human tutor, 
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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. 

MEMORY REOUIREMENT,S! WORKS WITH 
PROGRAM AND AVAILABLE FORMATISI FOLLOWING MODELIS! 

My First A lphabet " 32K-Diskeue 400.800. 1200Xl 
In Search of (he Most 48K-Diskene 400.800. 1200XL 

Amazing Thing 
Typo Attack 8K-Cassette 400.800. 1200Xl 

16K- Diskene 
• U1rmen If) A/,m BASIC 

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 familiarizing the 
child with the computer keyboard. Highly rec­
ommended. 

In Search of The Most Amazing 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, observation, and creativity. Very good 
graphics and an imaginative story line make this 
program extremely engaging. The manufacturer, 
Spinnaker Software, has an excellent reputation 
for educational programs. (Ages IO-Adu/t ) 

lYpo Attack will teach your child (or you) 
toUCh-typing within an arcade game scenario. 
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Sounds a little crazy, but it works! (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! 
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 
petter, 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. 

PROGRAM 

Bank Sb'"eet """te-r 
Atari~ 
l etter PerfKt 

Spell Wi=d 
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MEMORY REOUIREMENTISI WORKS WITH 
AND AVAILABLE FORMATIS! FOLLOWING MODEL,S, 

40K-Diskene 400. 800. 1200Xl 
16K-Cartridge 400.800. 1200Xl 
24K-Cartridge 400. 800. 1200Xl 

Diskette 
48K-Diskene 400. 800 



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. 

AtariWriter 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. A tari Writer will let you store your text 
files on disk or cassette. 
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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 81T3 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. 

Recommended Persona. Finance 
Programs 
Personal finance programs will keep track of 
your monthly cash expenses (including how 
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much you spend on your computer) and help 
you budget your household more effectively. 
This type of program generally allows you to set 
up budget categories so you can track and rec­
oncile them with your checking account. If you 
have a printer, you can even produce printed 
reports and graphs that will provide you with 
a written record of how you are doing. 

Keeping track of your home's budget on your 
computer still requires some work. You must 
religiously enter all of your expenditures and · 
income sources into your Atari system to make 
effective use of these packages. Once the in­
formation is entered, however, personal finance 
programs save you hours of work, as they elim­
inate the need for you to do the manual cal­
culations normally involved with budgeting. This 
type of arithmetic is done automatically for you 
by the program. 

MEMORY REQUIREMENTISI WORKS WITH 
PROGRAM AND AVAILABLE FORMATISI FOLLOWING MODELISI 

Financial Wizard ' 32K- Diskette 400.800. 1200Xl 
SC ltor PersonCl r Finance 32K- Dlskette 400,800 
. WnW'1I11I AI.!II flA5IC 

Financial Wizard is a disk-based home finan­
cial system. Checkbook entry and numerous 
budget categories make Financial Wizard ade­
quate for many bookkeeping needs. It makes 
good use of graphics and will print monthly 
reports if you have a printer. 

Scitor Personal Finance offers a degree of 
complexity not found in many other programs of 
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this sort made for the Atari. It is much more like 
a general ledger system than other programs. 
The special reports and other features available 
will most likely be of interest to those familiar 
with accounting principles and practices. The 
documentation is extensive and somewhat com­
plicated. A printer is almost a must here. 

Recommended Data Base 
Management Programs 
In its most fundamental form, a data base is 
simply a related collection of information. This 
concept is best understood through use of the 
following example. 

Let's take a file card box with cooking recipes 
stored in alphabetical order. All of the informa­
tion stored in the box is like a simple data base, 
and the method used to organize the recipes 
(file box, cards, and dividers) could be called a 
Data Base Management System (DBMS for 
short) . The recipes are divided into general cate­
gories, such as vegetable appetizers, lamb 
dishes, chocolate desserts, etc. These categories 
are called keys in the DBMS. In addition, each 
card in the file contains one complete recipe, 
which can be considered a record. The records 
may be further subdivided into individual ingre­
dients, called fields. 

If you actually kept those recipes in your com­
puter, you could ask the computer to look up all 
the recipes in a particular category (key), for 
instance, " Iamb dishes." The more advanced 
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DBMSs might even let you search for all recipes 
with a specific ingredient (field). 

Data base management systems can store many 
kinds of information; their uses are limited only 
by your imagination. You can keep track of per­
sonal mailing lists, record collections, the com­
puter programs you own-the possibilities are 
almost endless. 

PROGRAM 

AtClrj Home FIling 
Manager 
File-Manager Plu$ · 
Dala Perfect 
' W"tct'I'III Atiffl BA51C 

MEMORY REQUIREMENT(S) WORKS WITH 
AND AVAILABLE FORMAT(S( FOLLOWING MODEL(S) 

16K- Diskette 400. BOO. 1200Xl 

40K- Diskette 400. BOO 
32K- Cartrtdge 400. BOO. 1200Xl 

Dlskene 

Atari Home Filing Manager is a simple, 
easy-to-use data base management system. It 
requires only 16K of memory, although you can 
certainly use more to store more data, if desired. 
Records are actually represented as filing cards 
on your screen. Its primary limitation is that it 
will search only on a single primary category 
Ikey) and does not subdivide records into multi­
ple fields. 

File-Manager Plus is a well-written, if some­
what slow data base management system. It has 
a good tutorial manual that makes learning to 
use its various features fairly easy This program 
allows you to search on keys or sub-fields of 
records and define your own record formats. It 
also has extensive report printing capabilities. 
File-Manager Plus is being rewritten in a faster 
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programming language and will be called Syn­
File Plus when released. 

Data Perfect is the fastest and most difficult of 
the Atari data base programs to master. This pro­
gram handles la·rge collections of data with ease, 
and it has the most flexible search options avail­
able. A very good tutorial helps you learn about 
the program 's features. Included is a version that 
supports the BIT3 80-column board for the Atari 
800. 

Recommended Programming 
Languages 
Computer languages are used when you want 
to create your own programs. There are many 
languages available for different programming 
purposes. If you would like to learn to write 
your own programs for your Atari computer, 
consider starting out with either the Atari BASIC 
or Logo programming languages. 

MEMORY REOUIREMENT/SI WORKS WITH 
PROGRAM AND AVAILABLE FORMAT(SI FOLLOWING MODELISI 

Ar~m BASIC BK- C mridge 400.800. J200Xl 
Atan l ogo J 6K- DI!>kene 400,800. 1200Xl 

Atari BASIC is the most common pro­
gramming language to learn. You can access the 
majority of features of your Atari computer by 
using this language. While it is slower than 
machine-language programs, it is much simpler 
for the beginner to learn. The Atari BASIC Pro­
grammer Kit includes language reference and 
tutorial manuals. 
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Atari Logo is an excellent language for ac­
quainting children (and adults who don't want 
to get into technical details) with programming 
-and it's a lot of fun to boot! The Logo lan­
guage was developed at MIT by Dr. Seymour 
Papert, and is very popular with educators. This 
language also includes reference and instruction 
manuals. 

Assembler, or machine language as it is called, is 
difficult to learn and master. Learning assembler 
is best attempted only after you are very familiar 
with general programming concepts. Stick with 
BASIC or Logo for starters. If you progress to a 
machine code language, consider the Atari 
Macro Assembler, or the MAC/65, two very 
fine programs for writing programs in the 
Assembler language on the Atari. Both are avail­
able in diskette format, and require 32K of 
memory. 

These are certainly not the only languages 
available for your Atari. PILOT, Pascal, FORTH, 
BASIC A + Microsoft BASIC, LISP, ACTION, "C," 
and others are available as well. If programming 
turns out to be your area of interest. investigate 
these languages when you are in need of new 
ideas and programming challenges. 
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CHAPTER 6 

YOUR COMPUTER'S 
NETWORK 

In addition to obtaining information from your 
local computer dealer and buying commercial 
software programs, there are other sources that 
you can use for extra help: 

• Local users' groups 
• Magazines specializing in Atari news 
• Computer networks 
• Electronic bulletin board systems 

This chapter discusses how you can use each of 
these sources of information to your advantage. 

USERS' GROUPS 
Local users' groups and clubs can be an impor­
tant source of information. Users' groups are 
loosely knit clubs of computer enthusiasts, 
usually all owners of one specific type of com­
puter. Many users ' groups publish newsletters 
that provide unbiased reviews of new programs, 
programming tutorials, and current news about 
Atari computing. 
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Users' groups typically hold monthly meetings 
where you can socialize and ask questions of 
other Atari owners. The more often you come to 
meetings, the more you can learn. Before you 
know it, new members will be looking to you for 
advice as an old hand. 

Users' groups have done a great deal to dispel 
the myth that computers pull people apart. 
These groups bring people together to teach 
and help one another. Some users' groups even 
teach classes in programming for a small token 
fee. You can meet other Atari owners interested 
in areas you are curious about in special interest 
groups called SIGs. SIGs are subgroups of the 
users ' groups and they meet informally at 
members' homes. 

Users' Groups and Public 
Domain Software 
Users' groups can be a valuable source of non­
copyrighted public domain software. These pro­
grams are typically written by more experienced 
users, who then donate them to the users ' 
group 's club library. While these programs usu­
ally are not as polished as commercial programs, 
many of them are quite good. Also, because few 
of these programs are protected, many people 
who use them will add their own improvements. 
When you are more familiar with programming, 
you may want to make your own modifications 
to make a particular program better fit your 
needs. 
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Program diskettes and cassettes from users' 
group libraries will vary in price, depending on 
the group. You can expect to pay anywhere from 
53 to 510 per library volume. Each volume is a 
diskette or cassette tape full of programs. 
Because users' groups exchange their members' 
programs with other users' groups, you can 
benefit from the labors of Atari owners from all 
over the country 

Where You Can Find Users' Groups 
Here are the names and addresses of some of 
the larger Atari users'groups. You may contact 
them for membership information, or call Atari at 
1-800-538-8543 to see if there is an Atari users' 
group closer to your home. (You can also get 
technical help from Atari at this number.) The 
lines are often busy, but be patient and even­
tually you'll get through. 

CALIFORNIA 
San Diego Atari Computer Enthusiasts 
5853 Baltimore Drive #39 
La Mesa, CA 92041 

Bay Area Atari Users' Group 
4029 Payne Street 
San Jose, CA 95117 

COLORADO 
STARFLEET 
6191 South Forest Court 
Littleton, CO 80121 
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ILLINOIS 
Computer Squad 
5 Patrick Court 
Chicago Heights, IL 60411 

LOUISIANA 
The New Orleans Atari Computer Users' Group 
8223 Plum Street . 
New Orleans, LA 70118 

MICHIGAN 
MACE 
P.O. Box 2785 
Southfield, MI 48037 

MINNESOTA 
Twin City Atari Computer Interest Group 
6824 Queen Avenue South 
Minneapolis, MN 55423 

NEW JERSEY 
Jersey Atari Computer Group 
58 Dewey Avenue 
High Bridge, NJ 08829 

OKLAHOMA 
Atari Computer Club of Oklahoma City 
P.O. Box 32672 
Oklahoma City, OK 17120 

OREGON 
Portland Atari Club 
P.O. Box 1692 
Beaverton, OR 97005 

231 



Atari Computer Enthusiasts 
3662 Vine Maple Drive 
Eugene, OR 97005 

TEXAS 
Austin Atari Computer Enthusiasts 
7108 Spurlock Drive 
Austin, TX 78731 

Houston Atari Computer Enthusiasts 
5310 Jackwood Street 
Houston, TX 76053 

WASHINGTON, D.C. 
Atari Computer Club of the District of Columbia 
917 R Street N .W 
Washington, D.C. 20001 

COMPUTER MAGAZINES: ANOTHER 
INFORMATION SOURCE 
There are enough computer magazines on the 
newsstands to make your head spin! Which 
ones should you regularly read? In particular, 
there are two magazines which are devoted 
exclusively to Atari computers. Antic (named 
after one of the chips in your Atari) is published 
monthly and can be found in most computer 
stores. ANALOG magazine is published less fre­
quently but is still of interest to Atari owners. 

Both magaZines contain reviews of new Atari 
software and other products, articles about pro­
gramming, and other news of interest to Atari 
owners. Articles are written for both beginning 
and advanced computer users. 
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USING A MODEM WITH YOUR ATARI 
If you own a modem with your computer, you 
have two additional sources of information : 
commercial computer networks and bulletin 
board systems. With the modem properly 
hooked up to your telephone and computer, you 
can call the number of one of these seNices, and 
soon you are connected to another computer. 
You can then access a variety of information or 
even send your own messages, depending on 
the type of network you are using. Commercial 
computer networks and bulletin board systems 
are discussed next ; for more information on 
modems, see Chapter 4, " Peripherals." 

Along with the modem and the 850 interface 
you may need (see Chapter 4), you need a soft­
ware program that lets your computer com­
municate via modem. Suitable programs usually 
include the word terminal or term in the name. 
Atari offers a terminal program called TELELINK 
l, which is easy to use but is not as powerful 
(does not have as many capabilities) as some 
other terminal programs. A very good terminal 
program, the AMODEM, is available from your 
local users' group. Terminal programs are avail­
able in both cassette and diskette formats. 

Communicating with another computer via 
modem is called telecommunications. If you are 
just starting out, telecommunications may seem 
a bit confusing. Go to a local users ' group meet-
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