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PRESIDENT ™S

FERSFECT IVE

The Friday night aeeting was a huge success! All of the
sesinarc were well attended and the software clinic
provided sany valuahle tips to our programers. David
Young conducted a very interesting demonstration of the
RAMROD systes for the XL cospuiers.  This add-on board
{you must disassesble the IL computer to install this
beard) allows vou to install your own operating systes,
OHNINON, OMHIVIEW, or whatever! Your custoeized
gperating system can have all the “nice” features that
you had with the original 888 RANROD. Look for it at
the next seeting (suggested retail is about $99.88, but
look for sose good discountsi. Several people requested
ropies of the Sector reading routine that was used in
the DOS semipar. It too, will be available at the nent
pesting {the price will be under $if.88, with
docusentation!. AND, the Adventure seminar went over so
well that a new SIB hac heen started. The new ADUENTURE
215 will be headed up by cur local hers, Ed Kobus.

DEEP BLUE C

Bary Gewell has been in roptact with the author idohn
Palevich? of the APY ipplementation of the GSHALL C
language. Bary has arranged for fhe club to publish
this program through the DRL-ACE library (slong with
docupentation?. He are hoping to have this ready By the
nest meeting. The cost should be minimal fwe think
about $18) due to the most gracious nature of Hr.
Palevich (many thanks, dJohn), In addition, =me are
trying to set up a SIG for the T language. M you uould
he interested in this 516 please contact ge  {231-4487)
or Gary Sewell (1-Z14-727-6387). The 51 would start
gut by teaching the C language and then build godules
for particular functions. It will not matter tog auc

which “C* you have (DEEP BLUE or the T/65 from 0851,
Perecnally, [ think that “C" ic THE lapguace ef the
future idue to its portabilityl.

SOFTWARE SALES TAX
Eeginning October 2nd, all software  lexcept cown
operated arcades! will be subject to state sales fax.
The big impact to DAL-ACE is in the area of the club
iibrary. @#hy? The collection and reperting of the taxs
the odd soney asount sales are time consuming, extra
change to be kept on hand, accurate record keeping fue
never keep track of the *fourth one free®), and tinaliy,
the guarterly tax reports. Yes, we ave 2 pop-srofit
orqanization, but anything we sell is taxable! This
subject was considered at the last hpard meeting fves,
we had a querug! but no final resolution was found. {ile
looked inte “renting® the dicks, but found that such
fppc are tavable.) One posshbility is: eliminating the
“fouth one free’ and absorbing the tax in the $5.88
nrice ($4.71 plus $§.29 tax}. He don’t know how this
would affect total revepue because we dop’t have a
record of how many “fourth free® disk are handed out
pach sonth. However, if we took this approach, we could
use an inventory cystem to determine how many we sold
gach sonth f{eliminating the record keeping}. But there
iz no apparent way to escape the guarteriy reports. He
will prohahly have to pay soseone to fill these put {1f
cpmecne, having that experience, would like to
volunteer, call Ed Kobus or Jis Chaney). Please contact
your sesbers-at-large if you have any suggestions o

this subject.

DISK LIBRARY COPIES
At the last meeting, ®e tried a siightly different
approach to disk library copying. We had three dual
drive syctess set up to copy library disks onto aesbers’
blank disks, Between 5338 and 18:88 p.m. we copied

 approimately 358 disks. The one dollar per disk fee

brought in $38.88 {1 told you I was good at mathl. This
cogpares to a "normal® library incose of approximately
§548, 89 per month. WE NEED THE INCOME! ALl other
considerations aszide, this cpe aspect dictates that ue
revert to the oid way of deing it {professignal
duplication, etc.). In addition, this "new” way did not
geet the demand. He simply could pot £ill everyones

recuest with only three systens available. This aspect
alzn dictates a return to the griginal systes.  Again,

if you have  suggestioes, speak  with  your
gephers-at-large or drop se a letter (smhich will be
presented to the board).

NEWS FROM ATARI
Anyone heard anything?

SEMINARS
last month’s ceminars wers well received. He will have
gore. BUT, to be sure that the subjects you need/want
are covered, contact Boug Verkuil with your suggestions.

BULLETIN BOARD

ance Helsgn is stiil trying to get all the equipsent
nd software hack together and hesked up to a telephone
iine, At fhis point, Lapce is using his own equipment,
his own telephene line, his own fears and labor to get
SOMETHING up and going &5 sooh ac  possible! A% this
yery mosent we are very near to having 1t all fogether,
The BES access 1ist will be telephoped to pass out tha
new phone nusber as soon as everything is up and ready.
Please he patient, Lance is doing all that is possible
to gef ithe systes up!
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EDITOR™ = STRIMGES

Well susser is over. [ hope ALL of us can spend aore
time with our computers instead of things like vacation,
going to the lake and other fun things like that.

1 don’t beg very well {1 don’t have the patience for
it). I will try it this one tise.

ARTICLES AND PROGRAMS FOR THE NEWSLETTER ARE HWEEDED!!!
fibout =iy meabers are producing everything you are
seeing in YOUR newsletter. Share your “trick® prograss
and utilities. GSHARE your opinion of the program you
receintly bought, good or bad. Believe me no one wants
to hear, *Ya, I bought one of those and it was
worthless® after they have paid for the sase thing the
day befare....EOL

i
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Product Review: 0S5 C/45
By Dave Billen

{ver the past several issues, you've seen e write about

all kinds of topics. Today’s excursion will be into the

reals programeing languages. In particular, I'd like to
- talk about the language °C" and one implesentation for
. the Atari, C/65 by 086, MNow for a little background.

The C prograseing language was developed in the early
197075 by Dennis Ritchie of Bell Laboratories, Although
the "C" doesn’t stand for anything in particular, it is
purported to have been based on the language, "B, which
was an  adaptation of the BCPL  (basic coambined
programming languagel language. A1l the dry stufs
aside, [ is a structured, low-level language. it looks
a bit like Pascallor, rather, Pascal looks something
like C}. You can do anything in C.

One implementation of C for the Atari is C/45 by 08S.
This is one of two iaplesentations that I know of. The
other is the “Deep Blue C" by John H. Palevich {ses an
article elsewhere in the newsletter about *Deep Blue C¥).

/83 is marketed by 085, It is a C compiler. What that
seans is that each line of source code is converted into
the necessary &30Zinstructions to carry out the intent
of that line. The 4302 instructions sust then be run
through an assesbler {in this case, MAC4S, also by 085,
Although this may not mean anything, let se explain
further,

The other technigue for processing coamputer languages is
to interpret thes and the software that takes each
source line and calls nesdsd subroutines {that it keeps
insidel to carry out the intent of the source line
{Atari BASIC and Deep Elue C are interpreters). In
general, interpreters execute a source program slower
{than a cospiler), do not allow easy inclusion of an
ascerbly routine, but do provide fairly good. debugging
tools and easy use. It is generally easier to fix a
program that is interpreted since you can simply type in
a new line (like BASIC), Compilers force you to reload
a text editor to make changes.

At any rate, C/&5 is a compiler. It requires use of an
editor to enter or change the source program. MACAS can
be used for that purpose. You must also use MACES to
convert the asseably language into an  executable
prograg. If you're wondering why I go through the extra
trouble, it is because I want fast code ({which a
compiler can produce), Another feature is that I can
write routines in 4302 assembly language and combine
thea with the C/65 progras. And lastly, C/85 is
supported by 055 f{well, to a limited extent anywayl.
The Deep Blue T isn’t supported.

It should be pointed out that C/65 isn’t a cosplete
version of Kernighan and Ritchie’s C. It is a subset
based on ®Spall L. Here is a brief listing of some of
the features that were oaitted:

- floating point numbers and double-precision floating
point nuabers

- structures, unions and bit fields
- FOR and DO WHILE statesents

There is enough in C/43 that you can still do anything.
One of the ({interesting?) things about C/43 {or just
about any C implesentation) is that there is very little
protection for the prograsser (unlike BASIC or Pascal).
If you want to trash any semory location (intentional or
otherwisel, C will let you do so. Hey, wanna see my
system lock up?

Yho should use C/637 Well, C/65 is NOT for the novice.
You will quickly become confused and frustrated. /65
is intended for the intersediate to advanced programmer
that wants sose sense of structure to their prograas.
If you are using C/b5 you should know 6502 asseably
language as well!

I am still learning the nuances of C and sometimes smake
very obecure mistakes. I have found that the only way
to solve some of those mistakes is to pursue the

~asseably code generated by C/43. It has answered many a

question,

The docusentation for C/65 is fair. It presumes that
you have some other reference guide for the C languaga.
If you are seriously going to write in L, bite the
buliet and buy Kernighan and Ritchie’s “Prograssing in
C" book.  The documentation  covers the C/&5
implementation (with a few observations for the
uninitiated) but it isnot written for the novice.

C/63 does include a graphics library to access soee of
the Atari’s features. The functions included are:
COLOR, DRAWTO, GBRAPHICS, PLOT, POSITION, and SETCOLOR.
s you can see, the names look very faamiliar to BASIC
graphics cosmands. There are no comaands to access the
sound or game ports. For that you'll have to access the
semory locations where the hardware registers reside.

My general iaspressions? HWell, I like C/&5. I do have
some reservations, though. I you have grown use to
formatted 1/0, character manipulation, or floating point
numbers, vyou're out of luck! Those facilities do not
exist. However, as my first exercise, I constructed a
set of functions that work just fine. So, I've overcome
that hurdle.

It also gets annoying to go through the process of
loading an editor, compiling the program, and then
running the assesbler to make one small change. There
are shortcuts that can sometimes be taken but it still
sopeshat tise consuming.

A final shortcoming is the price. C/é5 costs about $40.
Since you also need MAC6S (supposedly you could use
other asseablers but it is a non-trivial task since C/65
generates MACHT asseably directives). MACAS costs ahout
another $60. Yes, this isn’t cheap!

I you are serious about developing some software and
you want to use a high-level language (aside froa BASIC) .
then 1 think C/63 is a worthwhile investeent,
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by Jeft GBolden

Howdy, This is a continuing discussion about
prograsming techniques and styles that was originally
started in the July newsietter.

The topic for today's discussion is “Structured
Programming”, what it is, and what it is not. Llet’s
start with what it is not.

First off, structured programming is not a ten-level
nested IF with neatly indented statements. I was
amazed to discover at least one programser who
thought that writing pretty-coded nested IFs was
structured programming. Apparently that person picked
up her inforsation in a computer science class,  But
then, vou know what they say, "Those who can do, and
those who ran’t teach®.

In the early 70°s a survey was conducted in an
atteapt to discover the leading causes of program
hugs, AL the top of the resulting list was the multi-
level nested [F, This is definitely 8 no-no that
you want to avoid, whenever possible. Structured
programping was invented to make life easier for

progranmers, not more difficult.  Multi-level nested

IFs are not structured programming.

Structured programming does not require the use of 2
particular language such as FL/T or Pascal. vyou <fan

write structured code in any lanquage including BASIL,

4nd, there is one last school myth that [ would like
to dispose of. It is a very important ane that may
generate some dissent, G0T0s  are allowed in
structured code,

The inventer of structured code had absclutely no
intent of eliminating the use of c“T]s. He did
intend, however, to limit the use of BUils, and that
has been carrupted into not using any G0T0s at all,

o these who claim they write code without any &070s,
1et pe sav that vyour code iz riddled with 6070s, fou
all them DO-WHILES, FPERFORMs, CALLs, or what
pave you, but under each of these instructions is a
3 JUMP instruction. A rose by any other name is stiil
a 2070,

-).

For added emphasis, let me repeat once more, uhat
structured code is not.  Structured code is not a
multi-level nested IF.  Structured code does not

require a special language. Structured code does

not eliminate the verb BGOTO.

Now, for the reasons why everyone should be using
structured code. ;

Structured code came into vogue in the 1970 to {975
time-frame. By © 1975, every programmer in ay
corporation had been required to attend a structured
programming class, but few of them had been required
to use the technigue. The corporation believed in
giving each individual some freedom of choice.

Personally, 1 was very skeptical at first, | was
proud of my ability to write compact, fast-running
code, and it appeared to me, that the new technigue
would add more lines of code, and it would also
increase the path length, saking the code run much
slower, But what the heck, we'll try anvthing once.

Imagine sy surprise when my first structured program
came out one-third smaller than I would have expected
for a similar linear-coded program [t alsp ran
faster than expected. That first structured progranm,
gbout 5000 lines of complex COBOL, sold e on the
value of this fechnique.

Wv conciusions as to why the progras was smalle
taster are theser The structured ferH11q ue  was
compelling me to spend more fl me thinking aboui the
tavout of the program. #s & res there was &
greater tendency to cencentrate ! j :
with a given condition in a s ngie
turn resulted in fewer cnndlt
t was simply, cleaner code,
taster. '

5 and branches.
‘t %35 shaller and

S0 puch far why vou should use siructured code. MNow
tar what it is, :

Structured coding is the practice of writing your
code in ssall segments. The segeents are arranged in
3 hierarchy or tree-like structure, hence the name
structured progranm,

Each segment is characterized by having only one
entrance point and one exit point, The only
acceptable deviation from the one exit rule would be
a properly documented conditional GOTOD  that
terminates the program in the event of a fatal error.
Such a BOTO would not be part of the normal data flow
in and out of the segment, and should probably never
be executed,

# segment is permitted to CALL, GOSUR, or branch-and-
link to a lower level segment. The single exit of the
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the calling segment. Such a CALL should be properly
documented in the calling segment so that it is not
necessary to actually go to the lower segment to
determine what the result of that call will be.

Internally, a segment is made up of one of more code-
structures, Again these code-structures should only
have one entrance and one exit. An example structure
might be a DO-WHILE, FOR-NEXT, or IF-THEN-ELSE type
of structure. Some languages may require a forward
or backward G070 in order to complete these sub-
segment structures. Using a GOTO that does not juap
off the page, and does not create a mess that is
intertwined with other B0TOs, is acceptable.

Note, that this use of GOT0 is contrary to come of
the popular academic teaching, ino 60TOsi, but, it
does meet the intent of the inventor of structured
programming. It does not tie the programmer’s right
arm pehind his back, and it does allow the programmer
to code structures in any language.

A segment should be small. The recommended maximum
linit for a segment is one page of code or 50 lines.
When a segment exceeds this size then one or more of
the code-structures should be broken out and made
into a lower level segment.

A cosplete program is made up from segments that are
arranged in a tree structure with the uppermost
segnent containing the entrance and egit to the
program,

The uppermost segment also controls the program flow
and the use of the lower level segments. (One of the
secrets in dealing with a structured program is that,
to gain an understanding of the program’s data flow,
it should only be necessary to read page ane of the
progran. Page one should be a road map to the program.
If it is not, then you do not have a structured
progran.

Page one is important to the maintenance programmer.
He needs to make a change, but mav have no prior
knowledge of the program. If page one is laid out
properly, the maintenance programmer can easily find
the section of code that needs changing.

Ease of maintenance is one of the prime advantages
of structured code, As stated earlier, structured
programming is also easier on the original programmer,
and that is what this column is all about,

lower segment should }etﬁrn to the next étatemént in »

PAaGE 5
ke cduld talk about this subjecf for & week, but 1

have to break it off somewhere. Next month, we will
take it up again, along with top-down design,

#u4 SOFTUARE REVIBW 23#
by John Pellet
ARCHON 11: ADEPT

ARCHON only more so! Electronic Arts and Free Fall
Associates have done it again. ADEPT takes all of the
spectacular facets of the original ARCHON, improves
them, and goes on from there, The setting is the final
battle between Order and Chaos. Four powerful Adepts
for each side join the fray, each with the ability to
tight, move, and cast spells. The battlefield is
divided into five realms: Fire, Air, Water, Earth, and
the Void. The goal of the game is to gain possession of
the six power points - one in each corner of the
playfield (rotating through the four realms) and two in
the Void. The figure below (c 1984 by Electronic Arts)
shows the playfield and the starting position of the
Adepts. Each Adept has the ability to sumon two types
of beings by magic: Elemental or Demon. Each side has
one Elemental for each realn except the Void and there
are four types of Demons. Chaos Elementais are:
Behemoth, Siren, Ifrit, and Firebird while Order can
sumon Giant, Kraken, Thunderbird, and Salamander for
Earth, Water, Air, and Fire respectively.,  The Demons
are: Juggernaut, Wraith, Gorgon, and Chimera. Each
being has different abilities angd vulnerabilities.
Elementals and Demons require different amounts of
magical energy to be summoned and retained. Each Adept
gains magical strength depending on its position.
Adepts have available the following spells: Sunmon,
Heal, Weaken, Imprison, Release, Banish, and Apocalypse.
The continuing spells (Sumaon and Inprison) take magical
ener?y to maintain as well as cast. Apocalypse causes a
tinal battle with each player’s strength based on the
magical energy of the two sides.

The actual game play is similar to ARCHON.  There are
several enhancements that improve game play. Most
importantly, the skill level of the two participants may
be selected so that even a novice can beat the computer
after a couple of games. Also, the final battle can be
joined at any time, meaning game length is up to either
player. The most unusual feature 1 have encountered is
that during combat, Adepts’ missiles can be steered with
the joystick - and the computer rarely misses.  The
capabilities of the combatants are considerably more
varied than in the original as are the effects of the
playfield on characters’ abilities. Also, movement
rules are much less restrictive than in the chess-like
original,

1 know of no better game anywhere (not to be confused
with adventures - a different kettle of fish). 1 you
liked the original then you will love the sequel,
ARCHON 11: ADEPT is a 18 in every respect.

ARCHON 11: ADEPT, for 1 or 2 players, from Electronic
Arts, is available at Videoland for about $34.
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HOOF THE MO
AMEZ TG THING

Bpdnnalker Software,

Review by Jeft Bolden

Let ne
disappointed with this piece of software, or at least
with the Atari version of the program.

state right off the bat, that I was

That is a real shame, because under all the program
errors and the excruciatingly siow response  times,
there are some really neat ideas that have a lot of
potential, I sure wish I had a copy of the source
code and an invitation to do something with it.

The program was purchased to give to my kids whe
live in 4rizona. They have their own BOOXL with an
INDUS-BT disk drive. First off, the program would noi
boot on the Indus drive, apparently because of some
sort of silly copy-protection scheme. Scratch my
present to the kids.

brought the program back home to Texas, where it
id boot on my trusty old 810 that was also connected
o an B00XL, iNote, that the iL was not the problem.
t did not even need the transiater diski. The
progran checks, that I will describe later, oerurred
with about the same frequency on my 400 as they did
on the BOGKL]

I
d
t
I

The ohject of the program is to explore a giant tar
pit called the g
Apazing Thing.

Darksome Mire and to find the Most

There are 75 tribes of traders living aon the mire.
You trade with these people for money and for clues
shout the H. A T, Fach tribe has a different
language and places a different vaiue on the red,
green and yellow chips that can be used to purchasa
thinge for  your vehicle. By visiting the right
iribes and by trading red for green, green for yellow,
and vellow for red, you can become guite wealthy,
that {5 until you meet up with a unscrupulous trader
who asks an astronomical price for a ciue that turns
act to be worthless,

Femember that the Spinnaker programs are supposed to
ba teaching prograas for the children.

four vehicle is a combination All-Terrain-venicie
and hot-air balloon. You have to drill for il to
i1y the balloon, but the ATV part of the vehicle is
solar-powered and can be slowly driven shout on the
surface of the mire while vou search for the pil and

for the traders. An occasional bad guy, called the
Mire Crab, chases you when vou are on the ground.
But, when he catches you, he only puts you to sleep
for awhile. This iz an improvement over the usual
payhen of the shoot-em-up games.

The balloon is controlled by @ burner switch and 2
drop panel switch. Since the wind blows in ditferent
directions at different altitudes, you can nove fo
the distant parts of the amire by controliing the
height of the balloon. The balloon has 2 delayed
reaction to the controls, like a real hoi-air Ralloen,
and it is difficult to steer with any degres of.
accurracy, Landing within 10 miles of your target
15 an accomplishment.

Spinnaker recommends the game for ages lv to aduit,
and sugpests that the parent use the game for a
little one-on-one contact with their children,

The game is written in BASIC which  should tell you
something about the speed of play, and the number of
possible errors that may occur. Error 3 at line wwxx
showed up five or six times at difterent locations,
There were also several trapped errars that produced
useiess “Notify Spinnaker® messages.

A1l ot the errors throw you off the machine. Thanks
to "no-copy®, the keys are disabled, and it =
ssually not possidle to type in LONT and then resupe
play,

The save-game feature worked some of the rtime, but
auch of the time it dig not. frying fo restart a
saved game quite often resulted in a progras check.

Eeing able to restart 1s very important because ot
the terribly long time that is required fo play the
game. For evampie, it required 42.7 seconds to load
the balloon control  panel. The bird's eve view of
the driving surface required 30. 6 seconds to load,
dhen searching, it was dasirable to swap back and
forth between these paneis quite frequentiy, and the
panels were only simple line drawings that should
have heen loadable within five or six seconds.

[ never did find the Most Amazing Thing. T quess the
post amazing thing was that [ messed with the game
for as long as 1 did before trash-canning it.

The scenario behind the game was interesting, and it
could be a real winner if Spinnaker would only do
something about the multiple errors and the slow
loading of the graphics screens. In the meantine,
save your money, or at least ask for a demo before
you buy.




DAL-ACE VOLUNTEER EXPERTS
(HELP WHEN YOU NEED IT MOST)

Need help with a computer question or problea? That’s one
of our functions as a club! GSHARING KNOWLEDBE &nd there
is no need to wait £ill the next club seeting, Listed
below are volunteers to help with simple or siaply
staggering probleas. If you need help, call one of our
EXPERTS!

Select a nape from the list below. In order to somewhat
equitably distribute the workload, we suggest that you
select the nase that is closest in the alphabet to yours.
You will notice that each listing includes a letter in
parentheses; (B}, (I}, or (A). The letter B indicates
that the volunteer is willing to help users at the
Beginning level. The letter I indicates help for users at
the Intermediate level. fAnd the letter & indicates
fAdvanced help.

fost of these people work during the day, so we suggest
calling during the evening. Also, please don’t call after
9:00 p.m. unless you have already made such an arrangesent
with one of the volunteers.

DAL-ACE RESOURCE EXPERTS

271-4784 (B
495-8207 (B
960-7372 (B
270-5544 {8
680-9018 (1)
243-2732 (D)
542-1430 (B}
348-7745 (1)
218-3949 (B
272-3004 (B
357-8436 (A
423-1781 (D)
690-3133 (1)

Bailey, Bill
Chan, David
Clarke, Tia
favis, Bo
[unayer, Adasm
Gillen, [ave
Gonser, Bill
Hafele, Harry
Haxhaa, Rark
Hullens, Dow
Nelson,Albert
Newell, Hes
Oradat, Cecil

Farker, Travis 840-9586 (DI
Penn, Tandy 276-8796 (I}
Pennington, Jerry 223-B132 (R)

6B1-2280 (1)
817-485-0871 (I}

Rabinek, Tom
Runyon, Ernie

Rush, Jdef{ bbi-1289 (1)
Sadow, Phil 844-3325 (D)
Sagor, Fred 424-0291 (I}
Scott, Ron 436-0297 {B)

276-144% (B
242-4958 (B)

Sladecek, Joe
Taylor, Frank

Wiant, dia 690-4188 (I)
Williams, Edaund  286-3934 (1)
lequb, Tom 234-1938 (B

[List updated as of 8/2/84, Please help us keep the list
current by phoning corrections, additions, or deletions to
BO DAVIS, (214)270-5344. And if you would like to join
the list, please feel welcome.] '

N ﬁ
il SBM
BUSINESS SOFTWARE

If you run a business that deals with any type of in-
ventory, then SBM for the ATARI computer is for you.
~ This is not a new program, we have been using it
. ourselves for about a year. We have included all the
features that we needed in a business package, plus a
lot more that you might use. This is a package that does
what it says. Written in Basic XL from Optimized System
Software provides speed and COMPLETE user modifica-
tion ability.

FEATURES:

Point of sale (cash or account)

Invoicing (with automatic stock reduction
and sales totaling)

Inventory control (unlimited part numbers,
12 char. alpha-num)

Accounts

Unlimited vendors

Mail labels

Plus many more

THE MENUS:

MAIN: ADD/EDIT INVENTORY:
REPORTS ADD INVENTORY

- INVOICING INVENTORY EDIT
MAIL LIST EXIT TO MENU

PRINT INVENTORY
RECOVER FILES

ADD/EDIT INVENTORY
ORDERING RECEIVING
SYSTEM SETUP

QuIT

INVOICING: REPORTS:

SALE ALL

INVENTORY OUTSTANDING

EXIT TO MENU EXIT TO MENU

RETURN TO STOCK SELECTED

TOTALS RECOVER FILES

CLOSE OUT DAY CREDIT ACCOUNTS

QUOTE NEW ACCOUNTS
LIST ACCOUNTS
UPDATE/EDIT

MAIL LIST: ORDERING RECEIVING:

ALL ORDER

OUTSTANDING RECEIVING

EXIT TO MENU EXIT TO MENU

SELECTED ACCOUNTS TURN REPORT

SALES REPORT

We don’t believe. you will find another package that
will provide this many features for the price. $99.95.
$169.95 with Basic XL cartridge. Requires 40K min. Atari
computer, Basic XL, two double density disk drives (will
support up to 4096 sectors per disk), interface and
printer.

RAMROD XL IS HERE

RAMROD XL is a printed circuit board that goes in-
side of your Atari 800XL computer. It gives you 48K of
bankable rom space. Switch between three complete
operating systems easily. Now run most of your software
without the use of a translator.

Features OSNXL operating system, FASTCHIP XL
floating point routines, plus OMNIMONXL.
OPTIONAL: OMNIVIEWXL, 80 columns for the 800XL.
Plugs into the RAMROD XL.

RAMROD XL $119.95 OMNIVIEWXL $59.95
Contact your nearest dealer or Newell Industries, 3340 Not-

tingham Ln., Plano, TX. 75074, 214-423-1781 (no collect calls).J
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CING FEWVER
Softwara, 55

Review by Jeff Golden
Cartridge, Atari 400/80C and ils.

Fraction Fever is a learning game that is fun to play.

Spinnaker recommends the game for ages 7 thru 1.
I'm a half-century older than that, but I found it
very difficult to tear myself away from this game. I
think the game should have been labeled 7 through
adult as it teaches more than just fractions, and it
could have very well made it, as a plain old arcade
game. Hhy limit the marketplace.

At any rate, your child should be old enough to
understand simple fractions, such as 1/2, 3/4, 778,
etc. In the beginning, Hom or Fop should probably
stick around and help the younger kids.

Fraction Fever is played on a series of platforms
that are 20 stories high and are several screens wide,
Only a portion of one floor or platform appears on
the screen at a time. You ride 2 pogo stick that can
be controlled from a joystick or the kevboard.

The up-connection between platforms is an invisible
elevator., To find the elevator, you nove across the
platform until vyou find a fraction beneath the
platforn that matches the fraction “that appears at
the top of the screen. Fressing the fire button

activates the elevator, or 1t puts a hole in the

floor when vou make a mistake,

tock is furiously counting down. When it gets to
zero, the elevator leaves without vou.

When vou miss the elevstor, scoring stops, and you
are stuck an the piatform. vou have to make a hole
and fall through, to get to the next lower level.
Flay continues from there with a fresh start on the
clock,  Falling ten times ends the game, and falling
into the hasement also ends the game.

I$ vou catch a ride on an elevator, that takes vou to
the roof, your score is doubled, and vou get a free
fall to the fifth floor. The elevator normally stops
at the next platform above, but it does not stop when
there is nothing above but empty space

Points are scored by shooting bad fractions. This
leaves a hole in the floor, thereby increasing the

n the msantime, down in the lower-right corner, a .

difficulty as your score gets higher. Bad fractions
are  distinguished from good fractions by their
position along the platform. i.e. 1/ should only be
in the niddle of the platfors. If it is anywhere
else it is a bad fraction and worth a point if you
shoot  it. you do not get points for shooting good

fractions or for catching the elevator.

h platform is several screens wide, so 2 long range
view of the platform is given at the bhotton of the
screen. This assists in determining vour positien on
the platfors. You have fo convert your pesition on
the platforn into a fraction to compare with the
fraction under the poge stick. Remember, if you do
not shoot the bad fractions, you do not get any
points, but shooting qood fractions only puts aore
holes in the platfora, This game exercizes your
aind as well as your trigger finger.

To add to the fun, fractions ars sometises presented
in numeric form, and sometimes in grapnic form, The
nost common graphic form is a vertical string of
beads, with the length of the string, in beads, Deing
the denominator. The numerator is expressed by the
nuspber of colored beads in the string.

ne alternaite fore is a partially ¢illed vertical
To recognize the value of this fraction, the ¢
has to estimate the relationship between the f1li
snd unfilled nortions of the bar. There areno b
or indexes to measure Dy,  however what I/4ths of

something iooks like has already been socked home by
the beads. The child is also expected to kpow,  lor
learny, that 374 is the same as b/8ths, etc.

{anclusion: Thie is a valuable learning game that
teaches a basic concept that many children have found
hard to grasp. The computer gives them something to
hold on to, while at the same time, it provides the
incentive to exercise their minds in this area,

Fractions are very important. # jarge portion of
mathematics is based upon fractions, and they are e
part of our every day lives in such ordinary things
as peasurements and money. fould the failure to
iearn and understand fractions be the reason why so0
many children are having problems with algebra and
trigonometry?
can run,

You have to learn to walk before you -




EDITORIAL STAFF
By Wyron Walters

The Newsletter has several editors who will be sharing
the responsibilities and who will be working as a teaa
to assure that the DAL-ACE publication continues to he
one of the best in the country. Below is the list of
staff  members and 3 description  of  their
responsibilities, I anyone would like to help in any
of these areas, please call one of the editors for
inforsation.

Art Editor: John Henson. John will be responsible for
preparing the cover art each month. Also,he will help
with the overall Newsletter design and layout.

Software Editors: Myron Walters and John Pellet, dohn
and T will be responsible for writing or obtaining
reviews of software. e will he encouraging DAL-ACE
meabers to write software reviews, and we ui?l also be
examining other user-group newsletters for appropriate
articles to reprint,

Hardware Editor: Mark Maxham. Mark will be contributing
articles and reviews about hardware. If you have any
suggestions or comments about what he aight want to
include, please get in touch with Mark.

Prograssing Editors: Jeff Golden and Dave Gillen. detf
and Dave are looking for good articles  about
progragaing. Also, they welcome submissions that

contain  even the briefest of programsing  tips,
Remember, even though you may be very fasiliar with a
particular  programaing technique, other meabers,

especially the new meabers, may not know about it.
Fiease give Jeff or Dave a call if there's anything
you'd like to contribute,

Books and Magazines: Jeff Rush. Thousands of cosputer
books and magazines are now available, and it’s often
difficult to know which ones are worth taking a look at.
I+ you'd like to do a review of a particular
publication, give Jeff a call.

Production Managers: John Pellet and Jef Golden. John
and Jeff will be working with the Senior Editor on
production day to help prepare the copy for press. He
prefer to have all of the copy ‘camera ready® hefore
this session begins but, we accept submissions on disk
{RTARIWRITER or WORDMAN files preferred), typed or
handwritten. If you'd like to submit sopething, take a
look at a recent Newsletter to see how it is formatted.

Distribution HManagers: Roger and Steve Harkeley, Cathy

Barros, and David Miller. This coamittee will be
helping with the distribution of the Newsletters at the
seeting, and will also be responsible for the mailing.
In addition, they will be updating the mailing list of
Newsletters which are exchanged with other user groups.

Senior Editor: Myron Walters Jack of all trades, master
of soae.

* September  22nd.  The

NEWSLETTER SCHEDULE
Newsletter: Copy should be turned in by
production meeting will be

fctober
Septeaber 22nd.
November Newsletter:

October 20th.
20th.

Copy should be turned in by
The production meeting will be October

NEWSLETTER STAFF
It you would like to assist with the Newsletter, or if
you have a subsission or suggestion, please contact the
appropriate staff aeaber listed below,

ART: John Henson, 491-4154

SOFTHWARE: Myron Walters, 491-3401; John Pellet, 792-3175
HARDWARE: Mark Maxham, 238-5949

PROGRAMMING: Jeff Golden, 252-3248; Dave Gillen, 245-2732
BOOKS AND MABAZINES: Jetf Rush, &41-1289

PRODUCTION: John Pellet, 792-3175; Jetf Bolden, 252-3248

DISTRIBUTION: Roger and Steve Markeley,231-4918: Cathy
Barros, 348-B499; and David Miller, 391-1924

HELP WANTED!!!
There are still a few untilled positions on the
Newsletter staff. Please let ug know if you'd like tp
help out. Here’s what we neeg:

ADVERTISING HANAGER(S).. Recruit advertiseaents for the

newsletter. Collect payment. Deliver camera ready copy
to the Senior Editor,

S16 EDITOR.. Contact 5I6s sach month to find out about
activites and meeting schedule.

Call Hryon Walters &91-3401 to volunteer for one of
these exciting positions. The pay isn’t great, but
there are a lof of intangible rewards that come froa
making contributions to the club.
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#35% HARDWARE REVIEW #33
by John Pellet
HAPPY ENHANCEMENT

Are you tired of your slow, slow 8187 Are you worried
about your large investment in "protected® disk software
from companies that provide no support or are no longer
in business? Would you rather have one superb drive
than two acceptable ones? If you answered yes to the
above questions, then you should look at the Happy
Computers, Inc. "Happy Enhancement® modifications for
the Atari 818 and 1858, The Happy modifications add two
e;é;enely useful features to the 818 and three to the
1856,

A "Happy® 818 will backup almost all disk software on
the market. HCI revises their software about twice a
year to include the latest protection schemes (the only
disks 1 have that the latest version of the Happy
software will not backup are °WORDMAN® and "ARCHON 11:
ADEPT* and they say they are working on them). Updates
are available at a nominal cost ($5-15), HCl warrants
that if they cannot backup a commercial program after
examining the original disk the purchaser may return all
Happy materials and receive a full refund - evidence ot
considerable confidence in their product.
software is very easy to use and is menu-driven. In
addition to the backup program, HCI supplies a fast
sector copy utility and a compactor program that allows
nultiple protected booting disks to be put on a single
disk that boots from a menu in a "Happy" drive. All of
the software works whether the modified drive is DI or
D2 (except compacted disks must boot in a Happy D1),
The only significant drawback is that a Rappy drive will
not boot many of the current protection schemes without
first running a slow down program to lock out the
modifications. Mot a major problem but an irritation,
rather like the translator disks for the new machines.
This problem can be bypassed in the copies but if this
is done then they will not boot in an unmodified drive.

The second feature added by the “Happy Enhancement® is a
large increase in data transfer rate. For programs that
run under DOS 2.8, the *Warp Speed” software increases
data throughput by as much as 38-48%. For example, if a
program reads in under DOS 2.8 in 45 seconds, it will
warp in in about 38 seconds. VERRRY NICE!  However,
TANSTAAFL  (There Ain’t No Such Thing As A Free Lunch).
The program must be compatible with pos 2.8 (no ATR, DD,
boot files, etc.) for use with the 818, This,
obviously, limits the usefulness of the feature. Even
without the fancy software, the modifications offer a
noticeable improvement in disk access because the Happy
818 is track buffered and the buffer is retained until a
sector on a different track is requested from the drive.
A standard 818 uses a sector buffer that is cleared as
each sector is passed to the computer. The speed gained
is very dependent on the type of data being read. Two
extreme exanples are: 1) a boot file gains no advantage
since all data is sequential and interleaved, but 2) a
standard speed check progran which reads the same sector
over and over will show an almost 208% speed increase.

The backup
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It will show a drive speed of about 758 rpm instead of

285-299 rpm and the drive will turn off after reading
the track once.

The *Happy Enhancement® is now being advertised for the
1858 with the capabilities above plus true double
density. 1 have not seen it so I cannot give a hands-on
report, but it will, hopefully, allow the use of the
"Warp Drive® software in a double density DOS.

In summary, 1 like my "Happy® 818 much better than the
original 818 but at the time I bought it the only double
density drive available for the Atari was the Percom at
about $588. Then, modifying an B18 for $258 was more
reasonable to me than now when complete 0D drives are
frequently priced under $388.

NOTE: "TANSTAAFL® is #rom The Moon Is & Harsh Mistress
by Robert A. Heinlein, c 1966.

#%% PERSONAL ADS #*#*

Personal Ads are printed free of charge for any paid up
sesber of DAL-ACE. If you have something to sell
(COMPUTER  OR PRGDUCT‘ or need something for your
systea, send your "copy” to the newsletter address by the
15th of the month for publication.

FOR SALE:
ALIEN Voice BOX o v o o s o s 0 s s 0 v s o o o oF 40,00
EPRO" Erasar s 8 s 0 8 s 9 3 s o @ L] L] ] L] 9 LI ] ls ‘OIOO
MPC EPROM Programmer « « o « o s o v o o o+ o+ +5100.00
NEW Delta 10 Printer o o v o v o v v 0 o 0 0 o o »$390.00
80 Track disk drive & « o v o o v o0 o o o o o «$130.00
{DS/DD with power supply and case)
CALL Wes Newell at 423-2697
FileManager 800+ (neW) o o v v o v o v o o oo o o8 35,00

CALL Myron Walters at 691-3401




METROPOLITAN COMPUTER PRODUCTS, INC.
801 Ave. K, Suite 4 Plano, Tx. 75074 |

(214) 578-8504

K

s “o
==

Open M-T-W-F 9-6p.m.

Thurs. 99 pm. Sat. 10-4pm.
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#%% Software Review #®E¥
Rescue at Fractalus
froa Lucastils
review by Hark Haxhanm

Understanably, 1 was dubious after hearing about a game
from a file maker. What would 2 movie designer know about
software design? Well, I have no doubts now. The touch
of Lucas froam his movies must carry into his programmer’s
designs.

Simply put, Rescue at Fractalus is one of the best action
games to date. It cosbines amazing graphics animation,
detailed contrals, and strategy, not to asention 3 few
surprises along the way.

Scenario! you are the pilot of an armed rescue ship in a
carrier orbiting the planet Fractalus. Your eission:
rescue your pilots who have been> shot dosn while asaking
raids on key silitary strongholds down on the surface of
the planet. The carrier sust break orbit to avoid fire
from the ground, so don’t count on any suppert. You're on
your own, see you later. WHOOOSH!  You then plusset intg
the atmosphere of the planet and begin your mission,
fter being dropped intc the heart of enemy territory, vou
set about your rescues.

The view is through the cockpit window of your ship. In
front of you is your insturmentation: a target scope for
enemy units, a long range scanner for friendly units, an
energy level indicator, an artificial horizon, engine
lavel, and altimeter. You also have three nuserical
indicators: range to downed pilet {assuming you have one
in your scanners), nuamber of eneay units destroyed, and
nupber of pilots left to rescue. Through the window you
cee the terrain of Fractalus: mostly mountains, with laser
turrets on some of the peaks, and flashing points in the
valieys where the pilots have turned on their landing
beacans. ccasionally even a missile or two is launched.
Hawever, your ship is armed reasonably well with a cannon
capable of wrecking both turrets and missiles.

The ship is reasonably intelligent itself, and will not
rrach into sountains unless you are cospletely deterained
tz. For skimming the tops of peaks the ship uses repulscr
beass for levitationi however, if you power dive into a
cliff your shield energy is reduced somewhat. This energy
is also sapped by the numerous laser beass which strike
your ship, as well as seeking missiles.

7o rescue a pilot, you must land your ship within a range
of "twc", indicated by your long range scanner. After
your descent, you aust power down your engines and open
the airiock. The pilot will run to the ship, hop in,
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riose the airlock, and sake a generous offering of energy
drained fros his now-defunct vessel. Unfortupately, the
Fractalans have been able to duplicate the friendly homing
beacon, and have set up decoys to lure you into a trap.
datch out for the pilots with green skin! If one gets in
your ship, too bad, we'll notify your next of kin. If you
are cautious, and leave the airlock closed, a real pilot
will knock--on the airlock door. Aliens, on the other
hand will knock on the windshield in a desperate attempt
to get in at the pilot {youl. Fortunately, your engine
neat is fatal to aliens. #nd pilots too, so be careful
who you fry.

Upon completion of your mission, or near the end, anyway,
you will hear a bheep--a signal that the carrier has
returned to orbit to pick vou up. Hhen finished rescuing
pilots, or in dire trouble, (like an alien in the ship),
type B’ to boost into orbit back to the mother ship.
Fortunately, again, vacuus is fatal to aliens also. At
the carrier you will be refueled and advanced to the next
level, where you are sure to meet sore pilots, sore
lasers, more aliens, and a slimmer chance of survival.

In susmary, once again op the one-to-five scale, 1 give
this game a 5 for graphics, a 4 for gase play, as it say
get dull after a long session, 4 for sound, 5 for
complexity (it's as bad as Star Raiders when it coses to
the controls), and 4 for originality. It is sort of
another shoot-es-up, even with a new twist, I'd say this
gase is a cosbination of Star Raiders, Solo Flight, and
Choplifter--and well worth a trip fo the software store.

##% PERSONAL ADS #*%%

Fersonal Ads are printed free of charge for any paid up
gesher of DAL-ACE. If vyou have something to sell
{COMPUTER ORIENTED PRODUCT) or need something for your
system, send your “copy® to the newsletter address by the
15th of the month for publication.

FOR SALE:

BLIFN Valce BOY v o v ¢+ o o 5 s ¢ st ¢ & 5 & s 40,00
EPROF Eraser . o« v v ¢ 5 v s 5 ¢ s v e e s oa o8 40,00
HPC EPROM Programmer . . . .+ o o o o v o o+ s« -3100.00
NEW Delta 10 Printer . o v o v v v o e e e o $390.00

B0 Track disk drive . . v £ $150.00
{DS/DD with power supply and case)

CALL Wes Newell at 423-2697

FileManager 800+ (new) .
CALL Hyron Walters at 691-3401

e 8 s 3 3 & 3 3 z @ 3 B




ATART REINCARNAT ION

Bruce Atkinson reports in the July issue of the Omaha
Atari Cosputer Enthusiasts newsletter, that he was
able to reincarnate his broken-down 889, one that had
been relegated to the closet, for a total cost of $55.

He found a message on Cospuserve from a California
fira that offered the tosplete insides for an 866 at
the above price.  The parts offered included the
mother board, the CPU board with BTIA,  power supply
board, 08 board with the B ROM, 2 bare semory board,
speaker, and RF cable all for $55.

He called up, found out they were for real,
and received the parts,
half.

ordered
COD, in about a week and a

His old 869 had been beset with nuserous probless
that he attributed to his long-tera use of an 89-
coluan  board that created excessive heat and
overioaded the power supply.

From here, it sounds like that 898 was the perfect
candidate for 2 cosplete replacesent of the
electronic boards and chips., He reports that his 864
now has a new life and that everything is now
working perfectly.

It occurred to me that sose of our DALACE nesbers may
own closet computers with similar probless, and would
like to have the following address:

B & C Conputer Visions

3408 E1 Camino Real 4 8
Santa Clara, Calif. 95851
(408) 554-8664 Hrs. 18-5 PST

The club has alse received an advertisement from
another outfit that offers similar kits for both the
496 and the BEF at a slightly higher price. The
coapany alse has other Atari parts in stock including
816 disk drive parts, individual chips, cables, and
memory boards. However, we do not have any first
hand reports from someone who has contacted this
vendor. Their address is:

Centurian Enterprises

P.0. Box 3233

San Luis Obispo, Calif 93463
(883) S44-4614
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Hardware News
Reviews of the R-Verter and RAM Expansions

review by Mark Maxhan

For those of you who are interested in the world of
tele-comaunications, but not the high price of an 850
interface, some good news comes frog Advanced Interface
Devices.  This company has introduced their new RS-232c
interface called the R-Verter. For a mere $49.935, {though
I've seen $39.95 in Compute!) vyou are suplied with a
serial cable, which plugs into the 1/0 port of the Atari,
and disk with RS-232 device handler program and saart
terminal progras. Simply plug the modes into the 25-pin
cable, boot the handler, and you're ready to go. It works
with all standard and YL ‘cosputers. For ordering or
further inforeation, write:

Advanced Interface Devices, Inc.
F.0. box 2188

Helbourne, Florida, 32902

Or call: (301) &74-1275

And for you 600 XL owners who are sick of perely 16k of
aemory, both Atari and Ricrobits are reportedly making &4k
RAM expansions for the 400. List price is $125, according
to the ads I found in Compute. 1 have heard rugors,
though, that more expansions are planned by other
cospanies, and for other RAM amounts, so the prices for a
decent amount of amemory should be dropping in the near
future.

AHL™S BENCHHARK

Below is 2 benchaark routinely published in Creative
Computing, coaplete ‘with sose tises for varipus Ateri
systems. If anyone out there wants to try cospiling it
or rewriting it in Actisn! we’ll be glad te publish any

or ail resulis

19 REM AHL'S SIMPLE BENCHHARK

14 REN FROM CREATIVE COHPUTING

1o REM JULY 1984 ISSUE

28 REW FORMATITIME/~ACCURACY/RND DIST
24 RER GOE/ATARI BASIC
Zh REW 6148 2.812999
34 REW 888/WICROSOFT BA
32 BEM 1135 8.150879%
35 REM BEA/FASTCHIF/ATARI BASIC
38 REM 7123 4.904875 7.7
42 REW &S ABOVE W/ BASIC L
44 gEM 2112 ¢ §
48 REM A5 ABOVE BUT Axp NOT 872
3 REM 1118 4.91344%

52 REH

34 For H=1 7D 1@8:8=N

il For I=1 T 18

38 A=GOR{A) 1 R=R+AND (1)

.8
iL
i

3
s

S ]

St b

o NEXT 1

82 FOR I=1 T8 1§
44 f=p 2 R=RERND (1)
L1 HEXT I

68 S=S+AINENT N
78 7 ARG{1§18-3/3)
72 7 RBS{1969-R)

74 END




%% Spftware Review ¥¥¥
Track and Field
from Atari

review by Mark Haxhas

From the popular arcade game by the same nase COBES Track
and Field. Cosprised of & athletic events, this game has
an excellent comsbination of graphics, gase play, and
competition. You may test your skills in the 100-yard

dash, long jump, javelin throw, 100-yard hurdles, hasmer

throw, and high jump.

For each event, you are given a pinimua  passing £70-Er frwodmm e wes L OES B 4= by A

score--whether it be a time, in the case of a running
event, or distance, such as the long juasp. in either
case, you aust qualify, that is, pass, the event to
procede to the next one. It you do well, you may even set
2 world record (set in the progras, 1 believe, by the
author’s research into the real Olympic records.) If you
surpass a record, your initials are entered into the
record position along  with your tige/distaca. The
computer player provides reasonable challenge, but 1t's
guch more fun to play sith a friend/foe.

In each event, the controls are basicly the same: move the
ctick back and forth for running, and press the butten for
jusping and throwing. Believe ae, your wrists will be
tired after a qood round of 100-yard dashes. Upan
completion of every event, you move up to the next level,
where the minisum scores are higher and your cosputer
cpponent “hetter trained®.

On the usual one-to-five scales, I give Track and Field a
5 for graphics, a 5 for originality {ngt  another
space-shoct-ea-upl, a 4 for endurability {youw’il want o
break those recerds') and a 3 for playability. 1 couldn™t
play any more after (wo games——ay wrists were {00 worn
gut! Overall, a very good piece of prograsming.

x%¥% Spftware Review #E¥
Digk *0 Link

Review by Mark Maxhas

r those of you with 835 and 1030 nmodess, I imagine you
a bit upset with the quality of the software you were
isd with. Not too bad, but no disk access? Ho

acol for foolproof up- and downlpading? Mell, it

Fron CompuServe Mr. John Fellet was able to acquire a
program called Disk "0 Link, a very good terminal esulator
with sany znhancements over Telelink il Though 2 bit
slow at times, this is a program worth having 1f you have
an Atari modem. It has pull-down menus, accessable from
the START key or the joystick button. You can load phone
numbers to dial off “disk, allowing you any nusber of
stored numbers on disk. And if you have a guestion or get
into trouble, it will display a help file. Overall a must
igr the 835 or 1030 owner. I believe it is public domain,
and 1 will submit it to the club library. Contact either
ayself or the librarian.
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—_— > SIE << —
*S16* is the acronya for *Special Interest Group”.
These groups are coaposed of members having a comson
. interest in a specialized area of the general cosputing
field. These specialized areas range from languages, to
applications and special features of the ATARI. Jain in
with one of the groups listed below and get more out of
your computer! If you would like to start a new SIG,
send your nase, phone number, and a description of the
subject to Jim Chaney, DAL-ACE, 916 E. Berkeley,
Richardson, Ty 75081. Deadline for all SIB information
is the 13th of the month. :

——2> FORTH <——
The next ameeting of the FORTH SIG will be held in
September. Contact Eric Weern at 245-7429 or Fred Sagor
at 424-0291 for futher information.

FORTH SIG meetings usually consist of two parts: (1) an
exchange of information about the FORTH  computer
language, especially on ATART computers, and (2} a
general show-and-teli discussion about anything relating
to ATARI computers. :

——> EDUCATION <--

The next meeting of the EDUCATION SI6 will be held the
Wednesday prior to the reqular JAL-ACE Saturday aesting
at 6:30 P.M. at PARKWAY COMPUTING, 14400 Dallas Parkway
{across from Ewing Buick).

——2>» GRAFHICS <——
Members interested in the BRAPHICS SIG, please contact
Sandra Stephens, 827-0493.

=5 ([HPn] S
The next aeeting of the CP/M SIG will be held Tuesday,
Septeaber 4th, at 7:30 P.M. in the home of Jiam Chaney,
916 E. Berkeley, Richardson. Any questions you might

have, please contact Ed Bohnemann at 495-1803. Hope to
see sppe new faces at this next meeting.

——> ADVENTURE SIG <——
Contact Ed Kobus at 492-2922 for additional information

an this BRAND HER SIG.

—=7 HelH 5ig o=
*C" is a language ©S18. Contact Bary Sewell at
214-727-6567 or Jim Chaney at 231-4402 for more
inforaation on this BRAND KEN SIG. :
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NEXT MEETING OCTOBER &,1984

RICHARDSON CIVIC CENTER - RICHARDSON, TEXAS
DIRECTIONS:  From LBJ {635}, take Central Expressway
(Highway 73) North to Arapaho Road in Richardson. Turn
left ({West) on Arapaho Road. The Civic Center is on the
left between the Hwy 75 service road and the Richardson
Public Library. Guest are WELCOME!!

MEETING AGENDA

NOON TO 1:00 SALES (VENDORS & CLUB)
DEMONSTRATIONS
NEWSLETTER DISTRIBUTION
NEW MEMEER RERISTRATION
GUEST REBISTRATION
SOCIALIZING

1200 TO 2:00 SPECIAL PROGRAMS
DEMOSTRATIONS

2:00 TO 3:00 BUSINESS MEETING

3:00 TO 4:00 SIBS

VENDOR RESERVATIONS

Vendors may reserve table space prior to the seeting by
calling Jim Chaney (231-4402). Fee collections and table
assignments will begin at 11:45, after which the vendors
may begin to set up their areas. Those tables which have
been reserved but not yet claised by 12:30 may be
purchased by other vendors at that tiee. Prepaid
reservations will not be released. Space assignaents will
be on a "first come, first served® basis, unless prepaid.
The current meeting facility allows for approximately 30
vendor tables.

NEWSLETTER ADVERTISEMENT
Personal Classified ads will be published free of charge
for current mesbers. Coamercial rates are $35.00 per full
page (7 1/2" horizontal by 9" vertical), $25.00 per half
page (7 1/2" horizontal by 4 1/4" verticall, and $15.00
per quarter page (3 1/2° horizontal by 4 1/4" vertical).
Commercial ads must be camera ready. The deadline for all
ads is the 15th of the month. Mail or deliver copy to
DAL-ACE Newsletter, 4033 Southwestern Blvd, Dallas, Texas

#%¥ DISCLAIMER *#%

The articles and advertisesents contained in this
newsletter reflect the opinion of the respective author.
Meabers are encouraged to offer opposing opinions on any
subject {relevant to computing) at any time. We will not,
knowingly, publish fraudulent or malicious aaterial. The
purpose of this newsletter is to present information for
your consideration ... you, the reader, are the final
judge on any product or advice presented.
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not affiliated with ATARI, INC. This is the

PRESIDENTIIIIIIIIIIIII JIH CHANEY sessessanesvaus 231'4402 o‘ficiil ne“sletter Df DAL'ACE Bnd iS intended

VICE-PRESIDENT.1ce0sy DOUB VERKULL .ouvevsseers. 862-0843 for the education of its members as well as for
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SECRETARY. v vveonneesss SUSAN HENDERSON ...... 817-497-3877 ATARI computer products.

TREASURER. oo vs v ED KOBUS uvivvnrivnnsens $92-2922

MEMBER-AT-LARGE. .« svx BOB DAIN vuvvvvernovnee. 358-194 DAL-ACE membership is $16.86 per year, This

MEMBER-AT-LARBE. .o0vo. DAVE GILLEN «iveesvvnnsens 285-2732 newsletter is written, edited, and published by

MEMBER-AT-LARGE....... JOHN OLSON ...outes veeseas 278-0814 club volunteers.,  Its availability and/or

MEMBER-AT-LARGE....... JEFF RUTHERFORD .vvevee. 1-727-2945 distribution may, at times, be subject to
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PUBLIC RELATIONS...... SANDY PARK uvevevsevensss 680-3120 ALL MATERIAL IN THIS MEWSLETTER MAY BE REFRINTED
IN ANY FORM, PROVIDED THAT DAL-ACE AND THE

DAL-ACE BULLETIN BOARD ....... sevees NEW B > 931-1046 AUTHOR, IF APPLICABLE, ARE BIVEN CREDIT.
LIKEWISE, PORTIONS OF THIS NEWSLETTER ARE
REPRINTED FRON OTHER NEWSLETTERS AND ARE SO
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