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STORYLINE makes bedtime, or anytime, 
funtime. Clover the Clown narrates two 
fairytale favorites, RUMPELSTILTSKIN 
and THE UGLY DUCKLING, accom- 
panied by four games that reinforce the 
morals of the stories: Promises, Promises, 
Guess My Name, Pick the Twins, and 
Duck Puzzle. 

Retail: $39.95 
Ages 4 to 10 

VISUALIZER turns your Atari computer 
into a full-featured slide projector, allow¬ 

ing you to create audio-visual presentations 
in just minutes! It’s a low-cost way to pro¬ 
duce animated color graphics and text 
WITH SOUND, letting you create 
everything from charts to arts. 

Retail: $49.95 
Audio Option: $19.95 

Ages 5 to Adult 

SAFETYLINE combines fun with impor¬ 
tant lessons about safety. Narrated by Max 
the Cat, SAFETYLINE shows your child 
how to cross streets safely and what to do 
when lost. Four intriguing games reinforce 
the safety tips presented in the safety 
stories: Streetcross, Hidden Tips, Tip- 

match and Zoomaze. 

Retail: $39.95 
Ages 4 to 8 

Software Movies by MAXIMUS. It’s the exciting, stimulating, interactive, educational entertainment 
system for the entire family that’s way ahead of its class! 

What exactly is a Software Movie? It’s a computer generated story with high resolution animated graphics, 
CompuSync™ soundtrack narration, original music, and interactive play that takes computer learn¬ 
ing into a whole new dimension! 

Software Movies are compatible with any 48K Atari computer system with disk drive and cassette 
program recorder. (Recorder optional with VISUALIZER.) 

Call toll-free \V 1111 1 t00*000t Virginia call 
(800) 368-2152.\gn^i|^i*^ (703) 734-4200. 

Additional dealer/distributor inquiries are invited. 

Atari® is a registered trademark of Atari, Inc. ©1984. MAXIMUS. INC. All Rights Reserved. 
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EDITORIALS 

Where has the suuer gone to? It Mill soon be fall and Me Hill 

all once lore be caught up in the daily deaands of the school year, 

the soccer/football season, the deaands of our various jobs. And 

after the fall, .inter and the Christaas season! Reaeaber last fall? 

Last Christaas? ATARI had announced a Mhole nee line of coaputers in 

the suaaer. But as the fall caae and aent -- no ATARI. Where aere 

the new 600s and 800s? Where aas the proaised 1450? Was ATARI’S nea 

line of coaputers going to pull it through? Many of us sought out 

eagerly any scrap of ATARI-related neas while ae Mai ted, and Maited, 

and aaited. Alas, ATARI aissed the Christaas season entirely. (I 

should also point out that so too did aost of the coapetition.) 

This suaaer ATARI again announced nea products -- the 7800 gate 

aachine, a controller you aorked aith your head, and, of course, 

proaises of the aysterious 1450 just around the corner. But before 

the suaaer ended, the good ship ATARI found a nea captain at the hela 

and a nea course ahich left aost ATARI eaployees behind in its aake. 
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1 don’t think this fall/ainter aill be a repeat of last year. The 

nea ATARI, Inc. aill not aiss the Christaas season. In spite of the 

uncertainty of the aoaent, hang in there. The 800XL aill be a BEST 

BUY. An entirely nea generation of ATARI coaputer aill arrive and 

aill represent the great leap foraard that the 1200XL never aas. 

Watch these pages this fall as ae report on the evolution of ATARI, 

Inc. 
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Current Notes is published aonthly (exd. January and August) free of charge by the National Capital Atari Users Group, 

Inc., 1800 H Street, Washington, D.C., 20036, for its aeabers and for the weabers of KQVATARI (Northern Virginia Atari 

Users Group) and AURA (Atari Regional Association of Maryland). Application to ®ail at second-class postage rates is 

pending at Rockville, Md. POSTMASTER: Send address changes to Editor, Current Notes, 122 N. Johnson Rd., Sterling, VA. 

22170. 

The participating ATARI User 6roups are not affiliated in any way with ATARI, INC. Opinions expressed in this 

publication are those of the individual authors and do not necessarily represent or reflect the opinions of any of the 

user groups. Meebership dues for each group are $15.00 a year, which includes a subscription to Current Notes. (See 

the last page for further inforsation on club leaderships.) Persons living outside the letropalitan Washington DC area 

aay subscribe directly to Current Notes for $12.00 per year. Current Notes is available to other Atari User 6roups on 

an exchange basis. Material in this newsletter aay be reprinted provided Current Notes and the author, if applicable, 

are cited. 

The editor of Current Notes is Joe Waters, 122 N. Johnson Rd., Sterling, VA. 22170, (703) 430-1215. News iteas, short 

articles, original proqraas, product reviews, classified ads (free to aeabers), and any other aaterial of interest to 

the aeabership are eagerly solicited. Coaaercial advertising rates: full page, $40; half page, $25; quarter page, 

$15; 1/6 page, $10. Discounts are available for aultiple ads. Subait photo-ready copy to the editor. Deadlinee date 

for both articles and advertiseaents is the 12th day of the preceeding ionth. 
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I a Northern Virginia _fttar_i_ Users Group 
"“Sreenbriar Community Center -- Chantiliy, Virginia “ 

President. 
Vice President. 
Treasurer. 
Secretary.. .... 
Prograe Ch. 
Ileabership Ch.. 
Education Ch... 
Disk Librarian 

Joe Waters. 
Steve Steinberg 
Curtis Sandler. 
Jim Stevenson.. 
Sene Schimpf... 
Earl Lilley..,. 
Marty Vallery.. 
M. Evan Brooks. 

430-1215 
435-2962 
734-9533 
378-4093 
378-7807 
281-9017 
425-6832 
354-4482 

Novatari Meetings are on the 2nd Sunday of each 
■onth in the Sreenbriar Coaaunity Center on 4615 
String!el low Road in Chantilly, Viroinia. Stringfellow 
Road, (Route 645), runs south froa US 50 a little sore 
than two ailes west of the Fair Oaks Shopping Hall (1-66 
and 50). The Sreenbriar Coaaunity Center is on the left- 
hand side of StrngfelloH Road, 1.4 ailes south of 50. 
There is a saall parking lot in front and a larger one 
just north of the center. The Beeting rooa is available 
froa 5-9 PH. A BASIC tutorial is offered starting at 
6:00. The business aeeting starts at 7:00 and is followed 
by software deaonstrations. The foraal presentation, 
highlighting a specific software or hardware product, 
begins at about 7:30. Door prizes are offered each aonth. 

Novatari Minutes; July 8 
By Jis Stevenson 

Potpourri: Joe Haters continued his BASIC Tutorial 
prior to the sain aeeting. Jay Berber brought the DC Disk 
Library to sell. For the aonthly door prizes, Palaer Pyle 
won A.E. in the aeabers category and Hat Lewis won Hatch- 
boxes in the attendees category. Rob Stewart of Future 
Tech donated a "Notebook Disk Storage File" as a door 
prize which was won by Harvin Bleiberg. 

Jay Gerber gave an iaproaptu review of Ken Collier’s HUSIC 
SYHTHES12ER froa ANALQ6 which can run ATARI HUSIC C0HP0SER 
pieces after altering the wave envelope (attack, sustain, 
decay). He also gave a quick deao of the HUSIC CONSTRUCT¬ 
ION SET which showed it to be the easiest of all the ausic 
prograas to use and also provided excellent ausic. It did 
only have three voices (necessary for extended range), no 
triplets, no repeats (?!) and a surprising liait to the 
length of pieces it could play. 

Program: Rob Stewart of Future Tech presented the 
capabilities of the ATR 8000 to a very interested 

audience. He quickly suaaarized the aain points, which 
are probably well-known to aost Atarians (see last aonth’s 
Current Notes or Dave and Sandy Saall’s review in the 
Deceaber, 1983 BYTE). Nhat was of greatest help was Rob’s 
clear replies to numerous questions. For exaaple, can the 
64K accessed by the ZB0 chip also be accessed by ATARI’S 
6502? Only as a printer buffer, not as a virtual disk. 
Even a 128K Raadisk can only be accessed by the ZB0. The 
ATARI 810 (or any other ATARI-coapatible drives) can be 
connected to the ATR 8000 but cannot be accessed by the 
780, Even though the ZB0 can access its own drives 
quickly, the ATARI drives connected to the ATR coaaunicate 
with the ATARI at the saae speed (because of the serial 
interface). 

A new HS-D0S is cowing out that will correct all earlier 
probleas when the ATR 8000 is expanded with an 8088 add¬ 
on. Efforts are on-going to attach hard disks to the ATR 
(an unadvertised boon, if successful). The Baker of the 
ATR 8000, SNP, offers a list of which CP/H prograas will 
and will not run on the ATR 8000. 

Thus Rob was able to coaaunicate valuable and coapetent 
information that had not been entirely evident froa other 
sources. He offered an office nuaber at Future Tech (703) 
448-1448 for anyone interested in obtaining further infor¬ 
aation on the ATR 8000. (See also coverage of the Capital 
Area ATR 8000 CPH group given elsewhere in Current Notes.) 

Novatari Minutmss August 12 
By Joe Haters 

Potpourri: Jay 6erber taught the BASIC Tutorial as he 
introduced his audience to the intricacies of the SOUND 
coaaand. To be continued in Septeaber. Hike Focke won 
FR0S6ER and Dean Hiller DIHENSION X. Heabership cards, a 
questionaire, and the aeabership rooster were distributed. 
Those who did not attend will receive theirs in the sail. 
Please fill out questionaire by Septeaber aeeting. 

Program: The entire prograa was devoted to gaae deaon- 
strations. SYNAPSE had provided several deaonstration 
diskettes that included entertaining looks at DIHENSION X, 
ALLEY CAT, NEH YORK CITY: THE BI6 APPLE, ENCOUNTER, RAIN¬ 
BOW WALKER, and 6UASIH0D0. ARTH0RK provided STRIP POKER. 
Joe Haters took the deao of this product far enough to 
illustrate the excellent quality of POKER in the gaae. 
Jay Gerber closed out the deaonstrations by illustrating 
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NQVATAR X s_NjOr^herQ, Vi rgi ni a Atar i Users Group 
Breenbriar Community Center — Chantilly, Virginia 

®any of the screens in JUHPHAN JR. and the delightful 
complexity of SEVEN CITIES QF SOLD. 

President's Report 
By Joe Waters 

I'® pleased to announce the addition of three new 
volunteers to our NOVATARI organization? 

Membership Chairman? Earl Li 1 ley has accepted the 
post of Heabership Chairtan. Earl had our tetbership 
cards aade and will be taking care of the recently 
distributed leadership questionaire. Do you have a friend 
who has an ATARI and isn't a Aether of the club? 6et the« 
to join! Fill out an application and send it to Earl or 
sign-up at the next testing. 

Program Chairman: Bene Schiapf is our new Prograt 
Chairtan. Bene will be looking out for the quality both 
of our prograts and our aeeting place. Speaking of 
prograss, we have an excellent line up for the fall. See 
the FALL SCHEDULE below. 

Education_Chairman; Harty Vallery is our new 
Education Chairtan. Many of our tethers are relatively 
new to the ATARI. Harty will be looking at how the club 
can help with the training process for both our new 
tethers as well as other eleaents in the cotaunity such as 
the school systess. If you have any ideas, I'a sure she 
will be delighted to talk to you. 

Club Library. You should be aware that Evan Brooks, our 
DiTFCibrariarT, regularly has the ANALOG disks available 
at our teetings. If you purchase or subscribe to ANALOG, 
you need not type in all those prograts. For a tere $3 
you can purchase the disk corresponding to any particular 
issue you are interested in. ANTIC has also recently 
announced a disk version and Evan is looking into 
acquiring those disks as well. 

We hope to introduce sote new library disks in Septetber. 
With the new disks there will be a new price ($4), and a 
new policy (you don't have to buy the®). I at right now 
looking into taking the disks available at several retail 
outlets. Hetbers would be able to go to the location 
nearest their house and simply check-out any disks they 
are interested in — just like a regular library. (Hence, 
the tetbership cards.) You can copy any prograts you want 
before you return the disk. Of course, if you prefer to 

simply buy the disk outright at the aeeting, you would 
still be able to do so. Cotplete details will be 
announced at the Septetber testing. 

Regional Meetings?. I do not want to prejudge the 
results of our tetbership survey, but here is an idea you 
tay want' to think about. The Tutorials at our eeetings 
our good. However, tite for play and chit-chat is also 
good. Unfortunately, it is difficult to do both 
siaultaneously. In addition, our tetbership is scattered 
throughout Northern Virginia and 6reenbriar is, obviously, 
not equally convenient to all. Therefore, how about 
staller regional teetings in between the nortal tonthly 
aeeting? The staller teetings could easily handle 
tutorials, or get-togethers, or special interest groups. 
Anyone interested in pursuing this idea? 

NOVATARI FALL SCHEDULES 

SEPTEMBER 9; SynFile+, SynCalc, and SynTrend — The 
latest in hoae productivity tools for the ATARI. 

OCTOBER 14; Visualizer, Koalapad, and other Graphics 
Tools for the ATARI. 

NOVEMBER 11; Husic Construction Set, Atari Husic 
Cotposer and other Husical Tools for the ATARI. 

DECEMBER 9; This topic tay be changed on the basis of 
our survey, but for the aoaent we are thingking about 
TELECOHHUNICATIONS. 

SSSSSSSSSSSSSSBSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSS 

COHPCON FALL '84 

The institute of Electrical and Electronics Engineers, 
(IEEE) Cotputer Society is announcing the “Stall Coaputer 
(Revolution,u at COHPCON FALL '84, to be held at the 
Hyatt Regency Crystal City, Arlington, Virginia frot 
Septetber 16-20. 

To help launch the conference, a ticrocoaputer swap 
meet is scheduled for Sunday, Septetber 16. Participants 
frot various user groups in the Washington DC area, 
including the ATARI User Groups, will be on hand. This is 
an excellent chance to buy, swap, or sell hardware or 
software. Adtission is $1.00 (which also gets you a 
discount coupon to COHPCON). For further inforaation 
contact Jit Stevenson (703) 378-4093. 
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A, U, R, ft,s Atari Users' Regional Association 

Longbranch Public Library -- fakoma Park, Maryland 

President...... Bruce McLendon 587-7890 
Vice President. Dave Haseman.. 681-5776 
Treasurer...... David Curry... 384-5514 
Rec. Secretary. R. Follender.. 530-0243 
Meebership. Richard Stoll. 946-8435 

ftURft Meetings are held on the 1st Wednesday of 
every aonth at 7:00 pa in Rooi One of the Long Branch 
Public Library on Barland Avenue in East Silver Spring. 
Take the Beltway (1-495) to Exit 29-B, South University 
Bivd. East, (Route 193). Follow University Blvd. East 
to the second light (Piney Branch Road), turn right on 
Piney Branch Road, continue to the second light (Arliss 
Street), turn right on Arliss past the apartaents to 
6ariand Avenue, turn right on 6arland. The Long Branch 
Library is on the corner. Park in the library's lot. 

AURA Minutes; July 5 

By Rochelle Follender 

Old Business: Discussion continued froa last aonth 
concerning status of AURA as a club, non profit organ¬ 
ization or incorporated organization. A final decision 
has not been reached. The July Current Notes are not out 
yet and a fear that they were aailed by first class aail 
is of concern to the club — especially to the treasury. 
ACA is now at a new location at the corner of Shady 
Brove Road and Highway 355 (Rockville Pike) with a new 
store front and easy access. The new bulletin board 
milder is 948-0792 and is available 24 hours a day. 
Sold 12 disks of 135 and have available 136 which has a 
great VT-100 eiulator with a software-driven 80 coluan 
screen. Also on #36: a revised cannon dual gase, a 
planet defense gaie, and a utility. Docuientation is 
now included on disks. 

New Business and Discussions: Discussion 
started on the sale of ATARI by Warner. Looks good for 
ATARI owners. Also discussed a 32 bit aachine by ATARI. 
New ATARI nusber is (408) 745-4841. Discussed ratings 
of software in the TV guide. SynCalc series of inte¬ 
grated software has been seen for $300. Addressable to 
ATARIWRITER. A “back chair" was deaonstrated as a way 
to sit long hours at your at coaputer without back 
strain. Adjustable type lay be necessary for soae. The 
consensus has been that the ATARI pad has it over the 
KOALA pad. Hore features and sturdier surface for only 
a few dollars lore. Datasoft has issued LETTER WIZARD 

which is a better clone of ATARIWRITER and has a wide 
range of printer support for only $40. Is coapatible 
with ATARIWRITER. It was aentioned that the new LJK 
"Perfect" series are now issued in ATARI DOS 80-coluan 
double density. 

AURA Minuteei August 1 

By Rochelle Follender 

Discussion: News and speculation about ATARI con¬ 
tinues. Coipany is down to 400 eiployees froi 20,000. 
800 nuiber no longer in effect but can call (408) 745- 
4841. 16 and 32 bit aachines aay be in the offing and 
the S00XL aay be down to $169 by Septeaber. Subait 
articles to Current Notes by the 12th of the preceding 
aonth. If you want to review software or know of a 
store willing to distribute the newsletter, contact Joe 
Waters. The BBS is not in operation. An alaost fuil- 
tiae SYSOP is needed. If you live in the 6aithersburg 
area and are interested, call ACA (948-0256). 

Presentations: Hike Kerwin told about Centurian En¬ 
terprises, a coapany that bought out ATARI stock and is 
selling everything at good discounts. Harshall des¬ 
cribed the VT100 prograa on dub disk #36 which takes 
your systea an 80-coluan terainal when hooked up to a 
aainfraae. Bob described the Advanced Husic Systea 
files on dub disks AHS 1-5. Bruce described a fix for 
older TRAK drives which enables you to double-side 
disks. 

President's Report 

By Bruce HcLendon 

CQMPUTERK1DS. INC. This new organization in 
Rockville, HD has offered to support the ATARI interests 
of the area. Here's a quote froa their brochure: "To 
provide a unique educational environsent where young 
people and their faailies can explore and interact with 
a variety of coaputers and software". We are planning 
to have thea speak at the October aeeting. Their class 
schedule includes sessions for ages 3 to 6, 7 to 10, 11 
& up and adults. Everything froa getting acquainted 
with coaputers, on up to proqraaaing in BASIC fe L060, 
plus word processing. We will have soae literature at 
the Septeaber aeeting. For aore inforaation, please 
contact: (and aention you read this in CN) CoaputerKids, 
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i U»grs# Regional Association 
Longbranch Public Library -- Takoaa Park, Maryland 

Inc, 833 D Rockville Pike, Wintergreen Plaza, 
Rockville, HD 20852 (301) 279-5556. 

AURA HARDWARE NEWS. For those of you with early 
AT-D2 IRAK drives, there is now a fix for using the back 
side of your disk. You have an older drive if the aotor 
keeps spinning when you flip the disk over. Also, you 
should have a painted, seai-circular, double-pointed 
arrow next to the locking lever on the front panel. If 
you can or know soaeone who can do the work, it'll take 
about 2 ainotes! (AFTER you’ve got the drive apart!) 
Here's the steps: 

1) Take the drive out of its case: 4 screws for the 
shell, 4 screws for the chassis, and 2 screws for the 
front panel. Note that the front panel will STILL 
be connected to the tain chassis by a ribbon cable. 
BE CAREFUL! 

2) Turn the drive over so that you are looking at the 
bottoa with the power supply connector in the upper 
corner (the front/door side of the chassis should be 
on your right). 

3) Just below this connector is a short silver wire 
originating between the 'SI S2‘ lettering. This wire 
should connect to a PICTURE of a diode. It is less 
than 1/2 inch long, but is easily spotted. Reaeaber 
this as wire 'A' for step 5 below. 

4) Locate the letters 'PH' just in front of the ONLY 
chip in front of the power supply connector. The 
little black cap is a juaper that connects 'P' to 
‘H'. Pull this off thus exposing two vertical pins. 
(Later, you aay replace the cap at a 90-degree angle 
on the pin.) 

5) Connect a short piece of wire froa the pin aarked 'H' 
to wire 'A’ about aidway between the S1-S2 and the 
picture of the diode. Now, cut wire 'A' such that 
your NEW wire connects pin 'H' to the S1-S2 junction. 
THAT’S IT! Now, just put your drive back together! 

AURA AGENDA - SEPTEMBER 1984. The next 
aeeting will be Wednesday, the 5th at 7:30 pa at the 
Long Branch Public Library in aeeting rooa II, upstairs. 
As we're trying to coordinate our plans with the 
newsletter publication, we do not have all slots filled 

for Septeaber and October. Here's what is scheduled to 
be presented: 

1) Deao of the new TAC-2 joystick. Far superior in feel 
and cofttrol! 

2) The public-doaain Advanced Husic Systea player. This 
prograa will play both AKS-1 and AHS-2 files. 
Unfortunately, due to copyright no doubt, the 
keyboard display is not shown, but the ausic is still 
GREAT! 

3) Deao of CRYPTO. A very auch expanded version of the 
K-Byter word gaae involving deciphering of faaous 
phrases. In fact, Disk 37 has new word gaaes and 
related aaterial to be shown and discussed. 

4) AURA Library disks 35,36,37 are now available along 
with AHS disks 1-5. 

5) New product deaos froa the audience and FACE 
(Frederick Atari Coaputer Enthusiasts) 

SECRET SUNNYVALE 
CORRESPONDENT 

CN Reporter: Hey! Haven't heard froa you in a 
while. What's going on? 

SSC: ATARI now stands about 400 people strong and the 
new aanageaent will put us back on target. The ATARI 
product line is still strong and has NOT been dropped by 
the new owners. New superior gaaes on cartridge and 
disk will be released soon. Also, business software is 
on the way and should be out by the last quarter. Have 
you see the 'SYN-CALC', etc froa SYNAPSE? Host of this 
series of products should be out on your dealers floors 
now! 

CN R: Can you be aore specific about these new 
products? 

SSC: By the next newsletter I should be able to 
reveal soae details. There are so aany fascinating 
projects here that it would only be fair to tell you 
what to expect. Let ae just say that you WON'T be 
disappointed and the announceaents will ONLY be aade 
when the product is truly available. 
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Washington DC fttari Users Group 
1800 G. Street NW, Washington^ DC 

Club Officers 

President.......... 527-4770 
Treasurer.......... ...(301) 460-02B9 
Heabership.... ...(301) 459-6164 
Prograa Ghairaan... 437-7860 
V Prog Ghairaan..., 425-1440 
Disk Librarian.... 525-9715 
Tape Librarian.... ...1703) 430-3287 
ANALOG Disk. 525-9715 

DC Meetings 

are held on the 3rd Tuesday of every 
month in Room 543 of the National 
Science Foundation offices, 
Street NW, Washington, DC. The closest 
subway stop is Farragut West, on the 
Blue and Orange lines. Take the 18th 
Street exit, and walk south (against the 
flow of traffic) down 18th Street for 

three blocks to 6 street. The building, 
on the corner of 18th and 6, can be 
identified by a sign for the Madison 
National Bank on the corner. Parking is 
available in the building for a fee. 
The front entrance is on the west side 
of 18th street, between F and 6. 
Meetings begin at 5:30 pm and usually 
last until 8 or 9. 

Coming Events 

September 18: Joe Waters will present the new 
SynFile+ database aanageaent prograa and the SynCalc 
electronic spreadsheet developed for ATARI by SYNAPSE. 

ARMUDIC BBS 

ARMUDIC BBS. (703) 425-6698 
SYSOP (John Brophy)_ (703) 425-7169 
PASSWORDS (Joe Waters). (703) 430-1215 

B&a Britbir'i iivspeflk ItacbiiiB™ 

‘titMRI if • rtfitliffd tndfwrl ©( AUri, 1m. 

Th#y were deep in the bowels of the Ministry of Truth, but 
on® of th® unblinking surveillance cameras had spotted a 
flash of telltale blue denim. His companions watched help¬ 
lessly as the cage swooped down upon his paralyzed form. 
If the remaining rebels could not pass the authorization 
checks and the many cameras that still lay between them and 
the Central Control area, then Big Brother would keep his 
^challenged command of the English language, and with it, 
control over the thoughts of all English speaking people. 

ft«*et*#fttte«««teteeee#e#ettt#t#####ft###f9f§t#ttff#ftftti 

NEWSPBAK is a vocabulary building game for one player, age 
eight to twelve. A unique blend of joystick action and educa¬ 
tion NEWSPEAK sends the student threading through alternating 
mazes and word-origin puzzles. MEWSPEAK requires an ATARI® 
computer with at least 24K of memory, an 816 Disk Drive, a 
BASIC language cartridge, and a joystick controller. 

SPECIAL FEATURE ft: The instruction booklet includes a 
bibliography of sources for thousands of additional words. 

5 1/4 inch Floppy Disk 119.88 each (special for 1984) 
Special rates available for qualifying school systems. 

Find me at DCAUG meetings, PHONE (743) 521-7259, or write to 

Bennett Rutledge, CDP 
327 South Wayne Street 
Arlington, Virginia 22284 
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Capital ATR Peripheral 
Micro-Users 

By John Lauer 

The ATR-8000 CRH group aet on 24 July 1984, at the 
public library in Qxon Hill, Hd. Introduction of the 
first five CPH library disks occurred with a very posi¬ 
tive response resulting in deaand exceeding supply. Bob 
Kelly has prepared these disks for the group and 
currently is working on coapleting three or four aore 
disks containing CP/H utilities. These disks should be 
available at the Septeaber aeeting. It is just about 
essential to have sany of the prograss on these disks if 
you intend to work extensively with CP/H. The range and 
scope of the utilities offered on these disks sake CP/H 
coaputing 100 percent easier. The difficulties 
encountered without these utilities can be illustrated 
by the fact that a nuaber of CP/H files, of a siiilar 
nature found on BBS's, are coabined to fora libraries. 
These files can only be used once they have been broken 
out of the coapressed and squeezed fora that they were 
downloaded in. Library disk 11 takes care of this 
problea. 

Craig Saith gave those attending the last aeeting in- 
foraation that is relevant to all ATR-8000 owners whe¬ 
ther aesbers or not. He introduced and discussed the 
new BIOS systea that SWP recently released. Craig 
covered first the new utility C0NFI6.CQH. This prograa 
allows you to patch the GP/H BIOS in order to aeet the 
specific eguipaent spec's of your systea. It also 
allows you to select an executable coaaand that will 
occur when CP/H is booted. This procedure can be 
coapared to the results obtained when you use AUTO¬ 
RUN. SYS under the Atari systea. Additionally, the BIOS 
now supports four (4) double-sided disk drives where 
aeaory restrictions prevented this under the original 
version. Another addition can be found under BISK- 
DEF.COH where several double-sided disk foraats have 
been added. All this can be yours for $25 and your old 
CP/H disk. SUP Technical Support provides this to all 
registered ATR 8000 owners - give thea a call for 
further info (817-861-0421). 

In Septeaber, Hike Abraaowitz will discuss and 
deaonstrate the Sanyo CR6500 Honitor (sold by SEARS) 
with coaposite video and RB6 output. In addition, Frank 
Jones will provide a tutorial on the CP/H disk utility 
BU-77. This utility peraits sector exaaination, repair, 
and other disk aaintenance functions. 

The next aeeting is scheduled for 28 Septeaber 1984 
at 6s30 PH (4th Tuesday of aonth). The aeeting will be 

held at the Public Library in Qxon Hill, Hd. The site 
is located near the Woodrow Wilson Bridge just off the 
beltway. Take the beltway to Haryland exit 14 East, 
(St. Barnabas Road), St. Barnabas serges into Oxon Hill 
Rd.; proceed 1/4 aile and the library will be on your 
left. The aeeting will be held in the Author Rooa. 
(Library phone I is 301-839-2400) 

ADVENTURER'S 
ANSWERS 

If you are driven by the quest for truth and answers, 
you probably stay up all night working on adventures. 
If you want to solve thea on your own, do not read this 
coluan. If, however, you are being driven insane by 
these nagging aysteries, then be ay guest and read on. 

ULYSSES AND THE BOLDEN FLEECE 
The Solution 

Follow this path to success: (N=Morth, S=South, EsEast, 
H=West) 

Bo E, S, S, E, E, N, Bet Chest, Bo S, W, W, N, N, N, S, 
if, W, W, Talk 6uard, Yes, Bow, Bo E, E, H, Drop Chest, 
Buy Max, Buy Mine, Buy Sword, Buy Mood, Buy Leather, Buy 
Flint, Buy Rope, 6o N, 6et Coin, Bo N, Hire Sailors, 6o 
E, Bet Bottle, Bet Note,6ive Coin, Yes, Bo S, Set Chest, 
6o N, E, Bo Ship, Ocean, N, M, Bet Bag, 6o E, S, E, Bet 
Condor, 6o E, N, N, E, S, M, M, S, M, S, E N, E, N, M, 
E, 6o Island, E, S, S, Bet Bridle, 6o E, S, Look Hole, 
Bet Dust, 6o N, W, N, N, N, N, N, Up, N, E, N, Bet 
Potion, 6o S, M, Down, S, S, E, E, S, E, Tie Leather, To 
Leather, Throw Leather, Cross Fjord, 6o N, E, N, 6ive 
6eas, Bo N, E, E, N, Pluck Bird, Hake Mings, Mith 
Feathers, and Max, Fly Canyon, Bet Rock, Reins, 6o Down, 
M, M, S, Throw Dust, Bo S, E, E, Pour Mine, On Shelf, So 
Fire, E Hole, S, S, S, M, Nv Ship, N, N, N, M, N, N, 
Pour Potion, In Ocean, 6o N, E, E, N, Hold Max, Plug 
Ears, Tie Self, To Hast, Yes, 6o E, M, N, N, Island, M, 
M, N, Read Carving, Bo E, E, N, N, M, N, Say Sevenseas, 
Open Cage, 6et Hal let, So E, E, S, E, N, 6ive Mine, 
6rapes, Set Trunk, Sharpen Trunk, Mait for the CYCLOPS 
to return, Hake Mine, 6ive Mine, Stab CYCLOPS, In Eye, 
Kill Sheep, Hake Fire, Roast Sheep, Eat Sheep, 6o S, S, 
E, N, Say ECEELF, Look Chest, Set Sword, Kill Skeletons, 
Mith Sword, 6o E, N, N, Say SUPPELTUEL, 6o Cliff, 6ive 
Bridle, Reins, Break Chain, Mith Hallet, Ride Pegasus, 
Bet Fleece, Fly Hose, Bo M, Yes, Bow, Fleece 

Congratulations!!!! You have just solved Ulysses and the 
6olden Fleece. 

[Reprinted froe Coeputer Squad News, June 1984.1 
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ATAR I 
SCUTTLEDITS 

By Bob Kmlly 

POST-HQRTEHi As everyone knows by now, Warner 
Couunications has sold Atari to Traaiel Technologies. 
Traeiel Technologies is, in reality, Jack Traeiel, the 
foraer head honcho of Coaaodore International Ltd. To 
say I was glad to sea Warner relinquish operating 
control of Atari is generally an accurate stateaent. To 
illustrate briefly why there are soae aixed feelings on 
ay part, Warner did have a corporate concept of custoaer 
support. All of these custoaer services have since been 
shut down by Traaiel. While the present finanical 
situation aay deaand such action, anyone who followed 
Traaiel's career at Coaaodore realizes that these 
services are not likely to reappear at the new Atari 
Corporation anytiae soon -- if ever. Warner could never 
give up on the idea that the production of gaaes would 
be their savior. At the end, the planned 14S0 coaputer 
was too late to stea the rising tide of red ink. The 
1450 was a promising concept but it was handled poorly 
froa the early deveiopaental stage. To coapound their 
errors, Atari's aarketing strategy was to first proaote 
the 7600 video gaae aachine and then the new coaputer. 
This strategy was adopted despite the advice of Wall 
Street and Atari Users' 6roups around the nation. As 
they say, ‘You live by the sword -- die by the sword*. 
Warner's stewardship in the end died an ignoainious 
death since the teras of the sale to Traaiel were 
extreaely unfavorable to Warner <soae reports have 
called it a give-away). Traaiel has already indicated 
that he priaarily intends to build coaputers for the 
hoae and school aarket. As an initial aarket strategy, 
this clearly is a welcoae relief to all. 

According to aost newspapers and aagazines, Traaiel 
inherits an Atari with few positive aspects to the 
corporation. The aost frequently cited plus is the 
Atari naae itself. This recognition factor of the Atari 
naae is priaarily based upon the 16 aillion owners of 
Atari aachines and the quality of the product that was 
produced (as well as the service network). Traaiel in 
one of his few public utterances indicated his awareness 
of the iaportance of the Atari naae. Yet, ironically, 
one of his first actions, as noted above, was to 
diainish custoaer support. The second positive aspect 
is the products developed at the Atari Research Labs. 
Atari, under Warner aanageaent, never took advantage of 
these research developaents. Traaiel, who understands 
the value of R 4 D, will not perait this corporate 
failure to be repeated. Traaiel is a aarketing expert, 

as was the old president of Atari - Morgan. However, 
the significant difference is that Traaiel knows the 
coaputer industry and consuaer preferences. 

Traaiel has installed his three sons in key 
positions. Nuaber 1 son is in charge of collecting 
unpaid debts, nuaber 2 son is President of Atari, and 
nuaber 3 son is in charge of software developaent. No, 
this is not a script for an old Charlie Chan aovie. How 
about Charlie Traa? I hope he doesn't naae the new 
coaputers after his sons. How does ‘the Leonard* sound? 
Back to the script. 

In sun, I believe Jack Traaiel in charge of Atari is 
positive. A year froa now a new coaputer will probably 
be selling ‘like hot cakes on a cold aorning*. 
Traaiel/Atari will probably aake aoney and survive. The 
only negative aspect to this scenario has nothing to do 
with the technical aerits of any new coaputer. Rather, 
it relates to the existing custoaer base. 1 aa not so 
sure that those user groups who have consistently 
supported Atari over the past two years of hardship will 
be ready to juap on the bandwagon. For this to happen, 
Traaiel will have to reach out and ask for your support 
and/or advice. This does not appear to be in Hr. 
Traaiel's constitutional aake-up. I could be wrong -- I 
hope so. Traaiel should, but probably does not, realize 
that after so aany false starts on a new Atari coaputer, 
there exists a cynicisa in the trenches which deaands 
soae stroking. In other words, the hard-core custoaer 
base is withered at the edges and needs attention -- 
despite all those positive press reports on the 
recognition factor. 

ft PRICE FORECAST; Now, soae serious business 
since it aay affect your wallet. A Christaas price 
forecast for the 800XL. Currently, the local sale price 
for an 800XL is around $199, down froa the aid-winter 
price of roughly $275. I have gathered soae inside 
infornation froa ay Atari aole ‘deep disk*. Hy forecast 
is based upon the following considerations: 

1. Traaiel, at the tiae of his takeover of Atari, 
bought an inventory of 100,000 XL's at a price of 
roughly $80 each. 

2. An aggressive cost cutting effort has been 
undertaken by Traaiel which will aaintain the lowest 
possible cost per unit of output. However, per unit 
cost, according to aost reports, still reaain higher 
than the Coaaodore 64. Atari needs to reduce costs 
by roughly 251 below what they were under Narner's 
stewardship to win any full blown price war. 
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3. As luck would have it, Coaaodore, the aajor 
coapetitor, has aanageaent probleas. Atari has 
already Batched the price of the 64. Rather oddly, 
Cosaodore is acting like a price taker rather than a 
price setter. In siaple teras, they are waiting for 
Traaiel's next aove, a defensive position. This is 
not aggressive Banageaent. 

4. Traaiel needs to iaprove cash flow to generate the 
aoney for that next coaputer. While doing so, he's 
out to iaprove Atari's aarket share. 

Thus, I foresee further reductions in the 800XL. I 
expect that by Septeaber the BOOXL will be selectively 
on sale for roughly $150 and by Noveaber in the 
neighborhood of $120. The basic point of all this is 
that prices will fall rather significantly as 
coapetition intensifies. As for the bad news question, 
will the BOOXL be coapatible with the next generation of 
Atari coaputers? No one knows the answer to this. 
Personally, I believe the probability is less than 50/50 
that it will. However, to judge the pro's and con's for 
yourself, read the excellent InfoNorld article of 6 
August 1984 which details the technical and oarketing 

options open to Atari. Once finished with this article, 
if further inforaation on the technical aerits of the 
65816 chip is desired, read the August issue of BYTE. 
Recoaaendation... if you have an old 800 coaputer with 
lots of software, it aay be the tiae to pick up that 
back-up aachine always dreaaed of longingly. 

Update: Since ay coluan in July when 1 reviewed 
eight Atari-related aagazines, two have ceased 
publication, Personal Software and the Atari Connection. 
A substantial portion of the content of Personal 
Software will be included in Personal Coaputino Plus 
which is published by the saae coapany (Hayden). The 
Atari Connection is a casualty of Traaiel's cost- 
cutting. As I pointed out, several features of this 
aagazine iapressed ae. It is a loss....goodbye, Or. 

ttacko. 

See you all next aonth — what's that, a telegraa 
froa Atari......!! 

STS-VIDEO SUPPLY 
« « * ATARI Authorized Service Center # # * 

Hoursi 10 — 7 Monday through Friday 
10-6 Saturday 

INDUS GT Disk Drives.... 6349.00 
359.00 

MICROBITS Modem..... 139.00 
MPP 1150 Printer Interface.... 94.50 
WABASH SS/SD SS/DD Diskettes (Special!). Call 66 

ATARI SIO Cables (13 pin)..... 15.00 

ATARI Joystick... 7.95 

ATARI Paddle Controllers.... 13.94 

DISKFILES (Holds 50 diskettes). 15.00 

DB-15 Connectors + Hood... 4.99 

13 Pin Female I/O Plugs. 3.99 

13 Pin Male PC I/O Sockettes.. 2.99 

Centronics 36 Pin Connector.. 7.99 
Cable 12 Conductor + Ground Shielded./ft 0.80 
Blank Computer Cartridges for EPROMS.... 9.95 

2732 EPROM. 6.95 

2764 EPROM... 11.95 

Place order via our new 

BBS Number s 237-055? 

* # * Free ATARI Frisbees — Hhile They Lest//// # * * 
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Battle Bytes 

The War at Sea — Part I 

By N. Evan Brooks 

Broadsides is a naval wargaae by SSI (Strategic 
Siaulations, Inc.). This cotpany has rapidly becoae the 
best known and respected translator of wargaaes into 
electronic foraat. The gaae itself covers single ship- 
to-ship duels during the Napoleonic era. If you have 
ever read about Horatio Hornblower or Richard Bolitho, 
then Broadsides should be highly recoaaended. 

Even aore iaportant, if you have never read anything 
about this period in history, the gaae is still 
engrossing and fun. An entire scenario can be played in 
approxiaately ten (10) ainutes. 

The siaulation appears to have a faailial 
relationship with Wooden Ships It Iron Men (by 
Avalon Hill). This is a board-type wargaae which covers 
the saae period, except it peraits aulti-ship 
engaageaents as well. Broadsides is lisited to 
single ship duels (alas, no Trafalgar), but given the 
paraaeters of consideration, the player will be kept 
busy. 

Although the gaae coaes with selected engageaents 
pre-established, the gaaer aay define his own battles in 
any fashion he chooses. Find the going too tough? Then 
adjust to a 120-gun ship-of-the-line with an elite crew 
against the coaputer's 10-gun sloop run by recently 
pressed landlubbers. The point is that you set the 
standards. The problea is that the instructions are not 
clear for the beginner, and soae tiae will have to be 
spent in an experiaentation aode in order to best 
deteraine the aost efficient way of designing your own 
scenarios. 

An initial view of the playing field aay be 
intiaidating. The left three-fourths constitutes the 
ships in their naval environaent. Any aaneuvers will 
appear in this sphere. The reaaining right portion is 
in effect a split-screen, with the player's ship on top 
and the coaputer's (or second player's) ship on bottoa. 
Ail relevant details are given here concerning the 
condition of one's vessel — hull or rigging 
(destruction of the foraer causes the ship to sink, 
while destruction of the latter causes lack of 
aobility), speed, direction, crew, etc. 

Orders to the ship's crew are inputted by joystick. 
Elegantly siapie, the player aust reaeaber that when the 
crew responds "Aye, aye sir" that the response is not 
instantaneous. It takes tiae to slew a sailing vessel 
about or to reload the guns. 

Speaking of guns, aaaunition coaes in different 
types: solid shot (ail purpose), grape (close-range, 
effective against crew only), and chain (in effect, two 
balls linked by a chain; while doing little daaage to a 
hull, it devastates sailing easts). This writer aust 
adeit to a certain preference for chain; after 
sufficient hits, entire easts fall down, and on the eain 
screen, the opponent's ship will cease eoveeent. At 
that point, there is a certain joy to leisurely sailing 
up to an opponent, "crossing the T", and blowing hia out 
of the water, but each aaaunition type aust be utilized 
in its proper way. Stick to solid shot until you gain a 
basic faaiiiarity with the gaae systea. Solid shot is 
all purpose and cannot be ineffective (as can the others 
at iaproper ranges). 

Sailing itself is a aajor portion of the siaulation. 
Sails aay be set at battle sail and full sail (the 
latter crowds on sail, and can be auch faster in speed). 
However, the disadvantage to full sail is that any 
daaage to the sails/rigging will incur twice the daaage 
as would occur to battle sail. Hy recoaaendation would 
be to use full sail advisedly, if at all. 6iven the 
tiae delay to drop froa full to battle sail, by the tiae 
the novice realizes his plight, his aasts aay be 
dropping on his deck. There is a weakness in sailing, 
but for aost players, it is negligile in iapact. In 
aaking a rapid turn, nautically, one can coae about 
(aoving the bow through the wind) or wear (aoving the 
stern through the wind). The latter aaneuver is auch 
aore dangerous, but can be faster and aore desireabie in 
a coabat situation. Alas, Broadsides does not 
differentiate, and the turning tiae'in either direction 
is the saae. Unless you are a true sailor, the oaission 
is not one that will keep you awake at night. 

Fine, so we have a ship, sailing past the eneay. 
Hhat do we do? First, reaeaber that these are ships of 
a prior century. No forward firing. Broadsides 
aeans what it says; therefore, the ideal aoveaent is the 
"crossing of the T". This siaply aeans crossing the 
opponent's bow or stern with your ship so that he has no 
opportunity for fire. Such an opportunity of fire is 
teraed a "rake". The daaage it does can be phenoaenal; 
if the opponent finds hiaself in irons (i.e. without 
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Hind noveaent) and you have crossed his T, the game is 

about over. 

But nhen you boot up, you Hill notice that the 
coaputer easily blows you out of the Hater. Hoh? The 
easy ansner is that the coaputer cheats; the true 
answer is that yes, the coaputer does cheat. Let's face 
it; without that advantage, anyone could beat the 
challenge in five ainutes. But can the coaputer be 
defeated? Yes, but reaeaber the coaputer's advantage. 

First of all, to hit an eneay ship, the joystick aust 
input range; since three (3) ranges are given, the wrong 
answer will show the shortfall or overage of the shot. 
But the coaputer never fires at the incorrect range. 
Second, in the scenraio of the Constitution vs. the 
Victory (a true mismatch historically; the Aaerican 
Constitution was an ungunned frigate with 44 guns -- it 
did not belong in the saae battle line with the British 
Victory, a 90-gun ship-of-the-line), the coaputer will 
get off thrpe rounds to every two you fire. Mow, this 
writer realizes that the aanual states that the 
Aaericans had the best crews (and the fewest). But the 
differential between a British crew and an Aaerican crew 
was not so aarked. Chalk it up to coaputer advantage. 

To win, pick your target (hull or rigging). For 
historical accuracy, reaeaber that the French went for 
the rigging while the British went for the hull (and 
never utilized chain shot). British strategic victory 
cannot be attributed to this decision, but rather to the 
fact that the British received ouch wore training in 
tine at sea than the French; yet the design of French 
ships far surpasses British designs. Do not change 
priaary targets in aid-stream. Also, beware of turns - 
- every tine the ship changes direction, a new range 
estimate aust be made. 

Of course, the screen shows the ships at a range of 
2,400 yards. If you close, the range shifts to 600 
yards. BUT IF YOU REALLY CLOSE, ... 

Then you go to the Boarding Party (all invited/coae 
as you are; hack and slash your way to glory). Although 
the graphics are soaewhat priaitive, no one ever defined 
a boarding party as the apex of civilized behavior. By 
inputting through the keyboard, you can hack, thrust, or 
counter-thrust. Each wove has a counter (siailar to the 
children's gaae of Rock/Paper/Scissors). Not only that, 
but while your crew is slashing away, you also have 
snipers in the rigging who can deal out additional 
casualties. Although the boarding party is fun, there 
is a severe problen. Nith two players, each aust input 

the keyboard (not joystick); with the rapidity of 
■oveeeant, one tends to keep pounding the keyboard, 
thereby often locking the opponent's responses out. Be 
aware, and if you are playing an opponent and can never 
get your sailors to follow orders, you have becoae the 
victi* of 'Opponent Hae-Handedness'. 

The best aspect of Broadsides is that anyone can 
learn to play. An arcade version exists, which lieits 
the nuaber of orders, dones not allow the intricacies of 
boarding .parties, and does double daaage on hits. Hy 
six-year-old son has learned this version, and in fact, 
has defeated ee on one occasion; but, he prefers the 
complexity of the boarding party because he likes to 
hear the ring of steel and watch the action on the deck. 

Thus, Broadsides is the best coaputer siaulation 
available covering Napoleonic naval tactics. Its errors 
are forgiveable because its appeal is so great. The 
instructions, to the novice, appear intiaidating at 
first; but slow and careful play will reveal the beauty 
of the gaae. DON'T GIVE UP THE SHIP!!! 

NEXT HONTH: NAR AT SEA, PART II - CARRIER FORCE 
(Midway Scenario). 

SOFT-COST s 
Thee Computer CO-OP 

417 W. Broad Street, Suite 203 
Falls Church, VA 22046 

INDUS 6T.  $359.00 
ATARI 1050. 359.00 
RANA 1000. 299.00 
Silver Reed 400 LB. 329.00 
Sliver Reed 500 LB. 369.00 
Panasonic 1090.............. 259.00 
Panasonic 1091.  339.00 
Hann-Tally Spirit 80... 259.00 
MPP 1150 Printer Interface.. 85.00 
2K Buffer for above.. 14.95 
MPP Modea. 135.00 
Flip 'N File. 19.95 
Disk Bank..........  16.95 
MAXELL SS/DD. 25.00 
OSS BASIC XL. 79.95 

(703) 237-7995 

Ask about our ATARI RENTAL CLUB. 
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Musical Notvs 

By Jay Berber 

Hay I have a druaroll please? ... The winner of the 
Musical Notes Send-In-Your-Husic contest is ... Bennett 
Rutledge of the D.C. Group! Bennett, also the author of 
SEVEN FOX and NEMSPEAK, two educational gases for the 
ATARI, submitted a nicely arranged version of John Den¬ 
ver's 'Calypso*. Congratulations to Hr. Rutledge, and a 
note for those of you who have susic files, but not the 
tine to send thee in: you can drop then off, as Bennett 
did, at either the NOVATARI or DC aeetings. For every 
disk you contribute, 1 will give you a blank and will 
the winners' disk at the end of the contest. 

Last sonth I covered rests, key and tise signatures, 
and sharps and flats. This sonth I will finish up the 
basics of susic notation and get into the theory behind 
it, and provide a BASIC prograa for those of you who 
don't have a susic tool like MUSIC COMPOSER, ADVANCED 
MUSIC SYSTEM, or MUSIC CONSTRUCTION SET, so you can 
follow along with us. 

If you reseaber last issue's coluan, you aay reaeaber 
a quiz on note naaes and values. The answers are E-half 
note; D-eighth note; C-eighth note (you should recognize 
this last as Middle C); E-eighth note; D-eighth note; C- 
quarter note; C-quarter note (different octaves, 
reaeaber??); A-eighth note; and the last note? The last 
note is a C, but if you said its value was a quarter 
note, you'd be only half right. The little dot to the 
right of the quarter note actually aeans soaething (and 
you thought it was just an ink saudge!) 

That last note is called a dotted quarter note. 
(Sounds reasonable enough, right?) The dot aeans to 
hold the host note for its duration and half as long in 
addition. If your tiae signature was 4/4 (four beats in 
a aeasure with a quarter note getting one beat), which 
it was, then the dotted quarter note gets one-and-one- 
half beats or counts. This is equivalent to the added 
durations of a quarter note and an eighth note. 

Figure 1 shows an assortaent of notes and rests, 
coaparing the values of dotted and non-dotted notes. 
The last two notes are separated by a aeasure bar (put 
up when all allowable counts in a aeasure are used up), 
and have a funny curve connecting thea. This is called 
a tie. It aeans to play these two notes as if they were 
one with their durations added together. For exaaple, 
the tied half and quarter A-notes are played as if a 

dotted half were there, or for three counts (in 4/4: 
half=2 and quarter=l). 

You can tie any two (or acre) valued notes together. 
If you see a tie placed over two notes of differing 
frequencies, it is called a slur. This aeans to play 
the two notes one right after the other without a break 
in voluae. Slurs are aost often used in ausic for 
orchestral instruaents (like the flute, clarinet, or 
troabone), where the slur effect is very noticeable, 
unlike the ATARI, where the difference is very saall. 

There is one acre iaportant basic eleaent of ausic to 
cover before beginning haraonics. This is a syabol 
called a triplet (figure 2). A triplet is three notes 
of the saae duration (not necessarily the saae 
frequencies) that are connected together and have a 
saall 3 on the top. This aeans to play all three notes 
in the tiae it would take to play two of thea. For 
instance, the triplet in figure 2 is three eighth notes 
of different pitch, C, E, and 6. If you added thea up 
(in 4/4/ tiae), you would end up with one and one-half 
counts. However, the triplet notation says to play thea 
in the tiae it takes to play two, or only one beat. 

The triplet is used extensively in ausic, especially 
classical. Unfortunately, two of the aost used ausic 
packages for the ATARI, naaely MUSIC COMPOSER and MUSIC 
CONSTRUCTION SET, do not support triplets. To get 
around this problea, you can use two dotted sixteenth 
notes and one regular sixteenth note. If you add up the 
durations of these, you will find it equals that of two 
eighth notes, or one count. 

Now that the basics are finally covered, let's talk 
about haraony and aelody. A aelody is a series of notes 
that contains the aain these in a piece of ausic. For 
exaaple, the part of a song that you sing is the aelody. 
The guitar or instruaental accoapaniaent is called the 
haraony. A haraony is a series of notes related to the 
aelody by ausical qualities known as chords. 

A chord is three or aore notes played siaultaneously. 
There are aany different types of chords. Each one 
starts with a note called the base. You then build on 
the chord by adding notes to the base, so as to follow 
the tonal pattern set by the type of chord you want. 
For instance, let's start with aajor chords. In figure 
3, I have listed a set of aajor chords, starting with 
bases of all whole steps between Middle C and B. By 
looking at thea, you should notice a strong siailarity 
between the placeaent of the two notes above the base on 
all the chords. 
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The -first note above the base is always exactly four 
half steps up, and the top note is always exactly three 
half steps up froa the second or second froa the base. 
(Reaeaber to count all sharps/flats between the notes.) 
This is the pattern for all aajor non-inverted chords. 
An inverted chord is one which uses the saae notes, but 
does not have the base as the bottoa note of the chord. 

The use of chords in ausic gives it a fuller sound 
then the aelody line alone. Take, for instance, figures 
4 and S. Figure 4 is the aelody line to a very popular 
aovie theae. Using the instructions supplied in the 
aanual that corresponds to the ATARI ausic prograa you 
are using, enter in figure 4 and play it. It sounds 
weak and eapty, not at all like it did in the aovies! 
By adding chords, as I did in Figure 5, you can aake it 
sound better. 

(Note for entering figure 5: on HUSIC COMPOSER, enter 
in the aelody line (top staff) in phrase 1, all the top 
notes of the chord (bottoa staff) in phrase 2, Biddle 
notes in phrase 3, and bottoa notes in phrase four; for 
AMS, put each of the above phrases in a different voice; 
HUSIC CONSTRUCTION SET, use the four voice/octave option 
and copy figure S onto the screen. (The BASIC prograa 
in figure & will autoaatically play both versions, so 
you can hear the difference a few chords can aake.) 

60 SOUND 0,M<1,1),10,10 
70 FOR W=1 TO D(I)*2s NEXT W 
80 SOUND 0,0,0,0:NEXT I 
99 D$="}N0W FOR THE MELODY WITH HARMON 
Y CHORDS":60SUB 200 
100 FOR 1=1 TO 20 
110 FOR J=1 TO 4 
115 IF M(J,I)=-l THEN 130 
120 SOUND J-1,M(J,I),10,6 
130 NEXT J 
140 FOR W= 1 TO D(I):NEXT W 
150 SOUND 0,0,0,0:NEXT I 
160 END 
200 FOR 1=39 TO 2 STEP -1:P0SITI0N 1,0 
• ? « “sFOR W=1 TO 5:SOUND 0,W,10,5:NEX 
T W:NEXT I:? D$:RETURN 
1000 DATA 0,108,108,108,81,53,60,64,72 
,40,53,60,64,72,40,53,60,64,60,72 
1001 DATA 0,0,0,0,128,108,121,-1,-1,81 
,108,121,-1,-1,81,108,121,-1,-1,144 
1002 DATA 0,0,0,0,162,128,162,-1,-1,10 
8,128,162,-1,-l,108,128,144,-1,-1,173 
1003 DATA 0,0,0,0,217,162,193,-1,-1,12 
8,162,193,-1,-1,128,162,182,-1,-1,217 
1004 DATA 180,30,30,30,120,120,30,30,3 
0,120,60,30,30,30,120,60,30,30,30,180 

Hell, we certainly covered a lot this aonth. In future 

issues, we will discuss the use of rhytha and 

syncopation to further add to the richness of the aelody 

line, learn how to add notes and chords in just the 

right places so as to achieve different effects, and, as 

always, have, 1 hope, a generally great tiae! Now don't 

go rushing off to another section of this aagazine 

without soae hoaework! Using figure 3, see if you can 

naae all of the chords in figure 5 ... Naming — soae 

of thee are inverted! See you next aonth!!! 

5 GRAPHICS 0:POKE 709,15:P0KE 710,0:PQ 

KE 752,1 

10 REM *** MUSICAL NOTES FI6URE 6 *** 

20 REM *** MELODY/HARMONY PROGRAM *** 

25 ? “}*MUSICAL NOTES MELODY/HARMONY P 

R06RAM*1':FOR W=1 TO 250:NEXT W 

30 DIM M(4,20),D(20),D$<38) 

35 RESTORE 1000 

40 FOR 1=1 TO 4:FOR J=1 TO 20:READ X:M 

(I,J)=X:NEXT J:NEXT I 

45 FOR 1=1 TO 20:READ X:D(I)=X:NEXT I 

49 D$=“JPLAYING THE MELODY LINE WITH N 

0 CHORDS":GOSUB 200 

50 FOR 1=1 TO 20 

Roberts Information Sendees, Inc. 
A. Hood Roberts, President 

•-> PROTECT YOUR EQUIPMENT !<-—— 
Surge & Spike Protector $49.95 

PANASONIC Printers Ribbons 
KXP 1090 CALL EPSON 
KXP 1091 FOR PRONRITER 
KXP 1092 PRICE $3.95 

18 lb. 3000 sheets 
20 lb. 2700 sheets 

*28.95/box 

3 1/2 x 15/16 *16 
Bulk Pak Diekettea 

SS/DD 11.60 each! 

Hours: Monday thru Friday 9—6 
Saturday 10—4 

8304 Hilltop Road 
Fairfax, Va. 22031 703 560-5900 
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CN Product Reviews 
A“CTI°N rTRDBRAMMER 'S AID 
DISK, OSS Precision Software 
Tools, Disk $30. 

Reviewed by Jim Stevenson 

It is hard to talk about the PROGRAMMER'S AID DISK 
(PAD) to ACTION! without talking about ACTION! itself in 
soae detail, but that would aake this review too long. 
So let se instead refer you to two good reviews of 
ACTION!, one in ANALOG 116 (Feb 84) and the other in Hi: 
Res Magazine (May/June 84). A third review is very 
interesting in the Jan/Feb 84 issue of the now-defunct 
Softiine (a.k.a. St. Base). 

I would, however, like to sake soae general coaaents 
ayself about ACTION! and its significance. The first 
one is that I think ACTION! is the greatest thing to 
happen to Atari since its birth! To justify this 
stateaent, I have to talk first about BASIC (I'll get 
back to the PAD soon, I proaise). 

ATARI Basic. Contrary to the opinion of others 
(especially Consuaer Reports), I believe ATARI'S Basic 
(and the attendant editor) is the best one for beginners 
in the hoae coaputer aarket. The aost iaportant 
requireaent for the beginner is iaaediate reinforceaent. 
If he aakes a aistake, he should know about it at once. 
Try this experiaent. Type in the following prograa on 

different coaputers. 

10 FOR 1=1 TA 10 
20 PRINT I 
30 NEXT I 

As you know, the ATARI will not let you get beyond 
line 10. It will print the line again with ERROR in it 
and backlight the A in TA. The Coaaodore 64, Apple lie, 
and TRS-80 Color Coaputer say nothing until the prograa 
is RUN. Then they say "SYNTAX ERROR IN LINE 10“ but do 
not say where in the line the error occurred. 

Another feature of Basic shared by all versions is 
that all variables are "global," that is, wherever a 
prograa is stopped, you can print out the value of any 
variable in the prograa. This is a treaendous aid to 
debugging, and on aainfraaes any language with such a 
capability is said to have a "syabolic debugger." 

Basic_Subroutines. Now the other side of the 
global variable coin is that if you include ("ENTER") a 
favorite subroutine in a prograa, you have to aake sure 
the variable naaes in your routine are not already 

being used elsewhere in the prograa. The variables in 
the subroutine are not "local* to the routine; they are 
not "hidden* froa the aain prograa. 

Speaking of including subroutines, probably the aost 
annoying aspect of Basic are the ever-present line 
nuabers. The subroutine you wish to include in your 
prograa has line nuabers which aust be reconciled with 
the nuabering in the rest of the prograa. In fact the 
subroutine has to be called via a line nuaber. ATARI 
Basic lets you use naaed BOSUBs, but then previous 
naaed-BOSUB references will not be updated autoaatically 
after a line renuabering. This type of effort in Basic 
has its parallel in aachine language prograaaing where 
an "absolute load" iaage of a prograa is created at 
source tiae rather than the usual "relocatable" iaage, 
with addresses taking the place of line nuabers. 

Host of the probleas with Basic, then, seea to 
involve the use of subroutines. So why use thea? 
Because they are at the heart of any atteapt at 
organizing prograaaing so that a huaan being (the 
prograaaer hiaself, as well as anyone else) has a chance 
of understanding what is going on. Iaagine a textbook 
that is not divided into chapters, sections, 
subsections, paragraphs, etc., but rather is one long 
uninterrupted sequence of text. You could never get an 
overview of the aaterial by reading the table of 
contents or easily find cross-referenced areas elsewhere 
in the text. Subroutines are essential for top-down, 
structured prograaaing; they are the priaary aeans of 
creating the "structure.* 

Of course, every Basic prograaaer is using 
subroutines in the sense I aa discussing, and I don t 
Bean 60SUBs. For exaaple, 6RAPHICS 8 and SETCOLOR 
0,8,10 are invocations of two subroutines. Nhen the 
Basic interpreter encounters these words, it branches to 
soae code it has (and then to O.S. code) to carry out 
the functions. The nuabers following the subroutine 
naaes are used as inputs ("passed paraaeters*) for the 
code. You have no idea what is in the code (what its 
variables are). That is "hidden inforaation" and is not 
relevant to what you are doing. This allows you to 
focus on the aain points and not get lost in the 

details. 

What we would like to be able to do, then, is build 
prograas out of subroutines we create. In fact we would 
like to build "libraries" of the aost useful routines. 
We create these routines once and for ail, place then in 
a library, and thereafter only "reference" thea in our 
new prograas via these libraries. This is hard to do in 
an “interpreted" language such as Basic, for the 
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subroutines aust appear as 'reserved aords' to the 
interpreter. 

Cowpiled Subroutines. Enter 'coapiled* 
languages, such as FORTRAN, COBOL, AL6QL, PASCAL, C, and 
ACTION!. (FORTH iapleaents the idea of subroutines 
through ‘aords* and 'dictionaries, and PILOT and L060 
have siailar constructs.) In fact, ahen Fortran 
appeared on the scene in the late 50's, it already 
supported separately coapiled subroutines. The 
prograaaer aould type in his 'source code' text. This 
sould be coapiled into 'relocatable' asseably language 
'object code* in ahich any calls to subroutines aere 
flagged as "external references" to be resolved at "link 
tiae.* In the third and last step the prograaaer 
created an 'executable iaage* aith the aid of a 
'linker/loader.* His prograa aas assigned a starting 
address and then all the subroutines referenced by the 
prograa aere each linked to the Bain prograa by loading 
thea at successive addresses, thus building an 
executable absolute load iaage. This is the ultiaate in 
'inforaation hiding.* During the anting and coapiling 
of prograas only the naae, inputs, and outputs of a 
subroutine need be knoan; the rest is taken care of at 
link tiae. 

The Algol faaily of languages (Pascal, C, etc.) to 
ahich ACTION! belongs started out slightly differently. 
Pascal, for exaaple, originally coapiled to a ‘p-code 
interpreter' rather than asseably language. Also 
subroutines aere not coapiled separately but rather aere 
explicitly included in the source text before the sain 
prograa and thus coapiled altogether aith the aain 
prograa. The 'linking* idea could be achieved, hoaever, 
via the 'INCLUDE' function: the text file containing the 
subroutine source code could just be referenced in the 
aain prograa text aith the INCLUDE coaaand and then 
brought in at coapile tiae to be coapiled aith the rest 
of the aain prograa. The highest level of 'linking' can 
also occur at the tiae the aain prograa source code is 
being typed via the aord processing function of 
inserting ahole files of text at specific locations. 
ACTION! supports the last tao aethods of linking, but 
not the first (separately coapiled subroutines). This 
is not too auch of an inconvenience. It aeans that 
rather than just coapiling one prograa each tiae, you 
aust alaays coapile the included subroutines along aith 
it. 

I hope this lengthy discussion has put in perspective 
ACTION!'s principal feature of structured prograaaing 
via preprograaaed subroutines. If nothing else, this 
capability aakes ACTION! a ‘real* language. If you have 
progressed beyond the beginning stage aith Basic and are 

noa becoaing frustrated aith the difficulty of building 
prograas of any size, you are ready for ACTION!. Even 
though this language does not appear on any other aicro- 
coaputer (yet) nor any aainfraae, it is so close to C 
and Pascal (901 C-like), that its study aill reaard you 
aith insight and proficiency in these languages. (I 
still aaintain hoae coaputers are priaarily for learning 
and entertainaent, not utility.) 

fiction! Subroutines. Hey! Nhat happened to 
the revise of the PAD? Here it is. Noa you knoa enough 
to understand the purpose of the PAD. It is a collec¬ 
tion of subroutines that you can 'link*, that is, 
INCLUDE, in your prograas to extend capabilities. If 
you studied ACTION! enough, you could have aritten these 
prograas yourself, but it's faster and easier (for lazy 
types like ae) to draw on the efforts of others. An 
extra benefit is that you can exaaine the aay soaeone 
else used ACTION! and so get soae good ideas. PAD also 
includes soae fine deaos that serve the saae purpose. 

Noa to specifics. The PAD contains the foiloaing 
files of includable routines: ALLOC, CIRCLE, 10, RISC, 
PH6, PRINTF, REAL, and TURTLE. It also contains tao 
gases; 6EH (a four-person shoot 'ea up) and SNAILS (a 
fora of BLOCKADE). Finally, the PAD has a version of 
the Kaleidoscope prograa presented by Clinton Parker 
(the creator of ACTION!) in the War 84 and Apr 84 issues 
of Analoo. The speed of this graphics deaonstration is 
truly iapressive and inspirational. 

To pass over soae of the files quickly, 

CIRCLE is just a circle draaing routine (aithout trig 
functions). 

TURTLE contains soae basic turtle graphics functions: 
Right(degrees), Left(degrees), Turn(degrees), 
Foraard(pixels), and SetTurtle(x,y,degrees). These 
sight be of interest to those cosing to ACTION! froa 
Pilot or Logo. 

10 principally consists of the easy-to-iapleaent disk 
utilities: Renaae, Erase(=delete), Protect(=lock), 
UnProtect(=unlock), and Foraat. 10 also contains tao 
very useful 1/0 routines: BBet and BPut aith 
arguaents designating the channel t (specified by a 
previous Open coaaand) and the address and length of 
a buffer used for receiving or sending a block of 
bytes. I used the aachine language analog of these 
routines in aany of the Basic prograas I arote to 
load or duap quickly graphics screens, character 
sets, and PH6 iaages. They aere the only aay I could 
figure out to perfora tape 1/0 aith short IR6s. 
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Finally, fllSC principally contains several C-lilte 
character eanipulation routines. 

ALLOC contains routines to allocate and free blocks of 
bytes. This also has its parallel in C. It has the 
potential of allowing overlays of data (and pro¬ 
grams?! I . 

PRIMTF contains aore complete versions of the formatted- 
print functions given originally in the ACTION! car¬ 
tridge, again similar to mhat is found in C. The 
improvements allow specification of output field 
sizes and right/left justification within the fields. 

Plaver/Missile Sraohics. I have saved for 
last the two most significant files (to me). The first 
is PH6. The routines included in this file make P/H 
graphics very accessible. A nice demo is included to 
show you how to use the various routines. Biven the 
speed of the edit/compile/run functions in the ACTION! 
cartridge, it is easy to modify the demo routine to see 
the effect of changing the number, color, or size of 
players and missies on the screen. The PH6raphics 
routine which sets up the P/H6 allocates storage in high 
memory above the graphics screens and enables the proper 
DHA registers. 

Real Nuwberm. Finally, I cone to the REAL file 
of routines. This relates to ay chief frustration with 
ACTION!. To explain this, I have to resort to another 
preamble. One of the truly simplifying aspects of 
(ATARI) Basic for the beginner is that there are only 
two types of variables: numbers and strings. They are 
easily distinguished by the "t" that follows string 
variables. In general they are also used quite 
differently with string variables representing text. Of 
course the more experienced Basic programmer will 
represent characters using the ATASCII byte code and 
will store large arrays of numerical (byte) data as 

strings. 

ACTION! introduces more precision in these matters by 
distinguishing among bytes, cardinals, characters, and 
integers. A string is given as an array of characters. 
Having a cardinal type <* whole number from 0 to 65535) 
is great for addressing memory locations. An integer 
represents "signed* whole numbers from -32768 to 32767. 
Hhat about numbers such as 4.5 or 2.7E-6? Ah, there's 
the rub. These are variously called "real" or 
"floating-point* numbers and they were included 
automatically in Basic depending on the context. For 
example if you divided two integers such as 5 and 4 
(5/4), you got 1.25 in Basic. ACTION! will give 1. It 
turns out to be a non-trivial matter to handle 

operations on real numbers. Host software 
implementations are relatively slow; larger machines try 
to have "firmware" or hardware floating point routines. 
Many implementations of C on micros are subsets of the 
language and are integer only. Several Basic compilers 
claiming great speed are also integer only. So it is 
not so surprising that this d are integer only. 
Several Basic compilers claiming great speed are also 
integer only. So it is not so surprising that this 
implementation of ACTION! on a cartridge does not 
include real numbers. Koreover, most graphics, music, 
and gaming programming, as well as text processing, can 
be done using only integers. However, simulations and 
scientific applications, which are among my primary 
interests, require real numbers. 

Hhat to do? Include the PAD REAL file in your 
routines! But alas, that is not all there is to it. 
There is the usual fussiness associated with highly 
"typed* languages. For exampe, integers and reals 
cannot be added together until one type is converted to 
the other using the IntToReal or RealToInt functions 
provided in the REAL file. But a far, far more annoying 
problem is that you cannot easily combine real 
operations. Consider the addition of three reals x, y, 
z to yield the real w. All you have to do is write 

w * x ♦ y ♦ z, 

right? Hrong! The "♦" symbol is interpreted by the 
compiler, and the cartridge version knows nothing about 
adding reals. You have to make successive calls to the 
routine RealAdd. The correct way is as follows. 

INCLUDE “DsREAL.ACT" 
REAL temp,x,y,z,w 
RealAdd(x,y,te*p) 
RealAdd(tewp,z,w) 

This is very awkward. 

For scientific programming it is also necessary to 
have available several basic functions. The REAL file 
contains the exponential and "inverse" exponential type 
functions of Exp, Exp10, Power, Ln, and Log10, but no 
trigonometric functions!. Nhy is this? The PAD REAL 
file implements the real functions by accessing code in 
the ATARI operating system (OS). The trig functions are 
not included in the OS but rather are in the floating 
point package in the Basic cartridge. I take this as a 
challenge to create my own trig function files, which 
are of course easy to add to the REAL file. 
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To wrap up the discussion of the REAL file, I should 
aention that the I/O routines are augaented by ones able 
to handle reals, naaely, PrintR, PrintRD, PrintRE, 
PrintRDE, InputR, and InputRD. Finally, there are two 
string conversion routines: StrR and ValR. 

Let ae end this review of the PAD by saying that I 
Mould not like ay reaarks about the REAL file to cast a 
pall over ACTION! s capabilities. As I aentioned, aany 
iapleaentations of languages on aicros do not include 
reals. Everything has its trade-offs. I think the 
ability to create *5’-less structured prograas and to 
build peraanent libraries of subroutines that can easily 
be included in prograas is treaendously powerful and 
exhilarating. Unfortunately, such power just aakes one 
hungry for sore! 

#**#*#***« 

CAf £LSMU£j. BMEAAS&I 

XBASXC, By SUPERware, Tape 
or Disk, *29.95 

Reviewed by Jay Berber 

XBASIC, authored by Seorge Schenk, and aarketed by 
SUPERware, is a 2K aachine language enhanceeent to ATARI 
BASIC that includes 30 routines accessed by the USR 
coaaand. It has very fast subroutines for speeding up 
such slow features of ATARI BASIC as player/aissile 
graphics, disk I/O, sound generation, tiaing, and other 
very useful applications. 

To give you an idea of how easy it is to use XBASIC, 
let's look at one of the available coaaands — which all 
use the saae general foraat: 

X ■ USR(SDIH,6,20000,5,7,128) 

This coaaand diaensions a two-diaensional string array, 
using array 16 (out of 7), with data starting at 
location 20000, with 5x7 eleaents, and a aaxiaua 
character length of 128 bytes. 

Using XBASIC is very siaple. Nith ATARI BASIC in 
your aachine, you load the XBASIC prograa, which soaehow 
aysteriously contains the aachine-language code, into 
aeaory. You then write your BASIC prograa putting in 
the USR functions for any of the routines you want, and 
then execute a special USR function which will save 
XBASIC aachine code along with your prograa code on 

disk. You load your finished prograa as you would do 
any other ATARI BASIC prograa and viola! You have a 
fast, efficient BASIC prograa. 

Although using XBASIC is siaple, the functions it 
perforas are coaplex and practical. For arrays, XBASIC 
has coaaands that set up two-diaensional string arrays 
and transfer characters between ATARI strings and XBASIC 
strings. It also lets you define and use three- 
diaensional nuaerical arrays. 

XBASIC has an extensive array of aeaory soving 
functions. You can aove a block of aeaory froa disk to 
screen, or vice-versa. You can aove blocks of RAN froa 
one location to another. You can aove screen aeaory 
froa one location to another lightning fast, for page 
flipping. And speaking of fast, XBASIC can do any of 
these functions in as little as 1 to 5 seconds, 
depending on how auch aeaory you are aoving (and disk 
drive speed). 

XBASIC has two useful tiaing coaaands: Tine Delay and 
Set Tiaer. Tiae Delay will wait a specified nuaber of 
1/feOth second tiae units, and then return to BASIC. Set 
Tiaer sets a countdown tiaer of a specified nuaber of 
1/60th second units, and returns to BASIC. You then 
check it with a peek to the tiaer location (536-544 
deciaal). 

Player/Hissle graphics is one of the strong points in 
the package. There are seven incredibly useful routines 
such as a player aove, aissile aove, player size, 
aissile size, player/aissile color, and an extensive 
collision detection routine. The one function I left 
out is the aost tiae-saving and thoughtful one: player 
set up. This little coaaand will set up all 
player/aissiles for single resolution. Ordinarily in 
BASIC, this would take several pokes and at least five 
prograa lines. 

XBASIC also has a coaaand that will play a series of 
sounds in perfect tiae durations of l/60th second, and a 
coaaand that will list the disk directory directly on 
the screen without having to call DOS. 

All-in-all, XBASIC is a superb package of routines 
that aakes life auch easier for the BASIC prograaaer. 

How about soae short prograas? Do you have any 1- 
liners? 2-liners? 3-liners? etc. Send then in to 
Current Notes and share then with the rest of us. 
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NECROMANCER. By 
SYNAPSE, Disk *34.95 

Reviewed by Mike Benson 

Your in a world of evil and darkness; everybody hides 
in fear of hie ... that is except for you. You are 
Iliueinar, the defendar of the good and truth of the 
huean race. You were put here for a pupose and that 
pupose is to defeat hie. His naee? THE NECROMANCER... 
the evil wizard that rules the world. You have one 
chance of stopping hie. And that is to use the powers 
that nature gave you to gather an aray of trees and 
saash the spider larva and then, defeat NECROMANCER 
hiaself. 

That was the hoopla, now here is the technical 
gibberish... 

There are three stages of the gaae. In act one your 
aission is to gather an aray of trees. To do this you 
oust aove your wisp around the screen and plant your 
trees. You only get ten seeds to start out with. After 
that you aust hit a creature that hops about and is 
called the Eyepod. This will give you a randoa nuaber 
of seeds. After a tree is planted you aust protect it 
froa the halflings and the forest spider who poisons 
thea. This act ends when you run out of energy. 

Act two. You aust aaneuver your walking trees over 
the spider larva and plant thea. They will grow and 
saash the larva. You aust avoid the hands of fate which 
will grab anything they touch. You oust also kill the 
spiders that hatch. After you get through five levels 
of this, you are ready for the final act. 

Act three. In this act you aust run your little aan 
over gravestones and destroy then while fighting the 
aother spider and all the spiders that hatched froa the 
larvas you didn't destroy. You win when you destroy all 
the headstones on which the NECROMANCER reincarnates 
hiaself. 

To sue it up. I found that I liked this gaae a lot 
... that is, at first. I then lost ay enthusiasa for it 
because I got tired of having to go through levels and 
levels just to be destroyed in act three alaost 
iaaediately. If you have soae patience ... any at all, 
you will like this gaae. But for ae, I will stick to 
POLE POSITION and old gaaes like that. 

CM gEMSfMSt ft* >**>*■» 

I Soeak BASIC To Mv 
ATARI . By Aubrey B. Jonas, 
Jr. , HAYDEN BOOK CO., 1983, *9.75 

Reviewed by Marty Valltry 

Mhen Joe (the editor) asked ae to review a new book 
for hia, I readily accepted, particularly when I dis¬ 
covered I could keep the book for ay own library. I aa 
a teacher with the Fairfax County Adult Education Center 
teaching BASIC I and II to adults. This past year 1 
have taught 4th, 5th, and 6th graders BASIC prograaaing 
in an after-school enrichaent prograa. I aa tutoring 
BASIC prograaaing in ay hoae this suaaer. 

Anyone who has taught or is planning to teach BASIC 
prograaaing using ATARI computers knows the probleas 
associated with trying to find or create suitable 
suppleaental aaterials for the dassrooa presentation. 
This 229-page aanual is full of inforaation organized in 
a very siaple, no flowers, foraat. Each chapter has 
written objectives, several pages of explanation and 
exaaples of the particular subject being addressed. A 
suaaary and siaple practices are included at the end of 
each chapter. Each chapter becoaes a lesson plan with 
the potential of becoaing a successful aini-lesson 
taught as an introduction to a chosen topic. The chap¬ 
ters are presented in a concise and logical way to allow 
the student to build upon what he has previously learn¬ 
ed. The large print and boldface type of the drawings, 
diagraas, and charts sake thea very suitable for use in 
an opaque projector. The book is suitable as a student 
notebook and with the publisher's peraission can easily 
be used to sake transparencies for dassrooa use. 

Chapter 1 introduces the hardware. Chapter 2 
addresses the software, special function keys unique to 
the ATARI, and ATARI power-up rules. By the third chap¬ 
ter, students are writing their first coaputer prograa. 
Prograaaing tools using aatheaatical operators and print 
zones are introduced in Chapter 4 with scientific nota¬ 
tion following in Chapter 5 which also includes a review 
and feedback to check for understanding. 

Chapter b explains the purpose and use of the six 
relatinal operators, the key words IF/THEN, 6QT0, and 
how to use continuing loops. INPUT stateaents, the 
purpose and use of a trailing seaicolon, and the differ¬ 
ence between nuaeric and string variables are explained 
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in Chapter 7. Chapter 8 covers the use of calculator 
•ode and sizing aeeory. 

The student is introduced to the cassette and disk 
drive as input/output devices in Chapter 9, The FOR/NEH 
(and STEP) statements appear in Chapter 10 with a brief 
discussion of flow-charting. Use of the READ/DATA and 
RESTORE coaaands are explained in Chapter 11. 

The topic of ATARI video display graphics is intro¬ 
duced only lightly in Chapter 12 before turning to a 
discussion of the DIM statement and one- or two-diaen- 
sional numeric arrays in Chapter 13, The use of siaple 
functions such as INTO, ABSO, and RNDO is introduced 
in Chapter 14. The final chapter covers so»e of the 
aore cosplex BASIC constructs (0N/6QT0, 60SUB/RETURN, 
0N/6OSUB). Boie additional practice programs are 
included at the end of the book. 

The foriat and content are appropriate for any intro¬ 
ductory BASIC class using ATARI cosputers. It could 
also be useful in a self-study course with an ATARI 
coiputer. Because of the nature of its slide/show for- 
sat, I Speak BASIC to my ATARI, does not stand alone, 
but it does becoae a terrific supplement to a good text. 
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Pol ar 
Coordinates 

By Carl Stebner 

Hany students are faailiar with the Cartesian, or 
rectangular, coordinate syste*. The Cartesian 
coordinate syste* is based ontwo perpendicular lines 
drawn in a plane. The horizontal line is usually called 
the X-axis, and the vertical line the Y-axis. The lines 
intersect at point 0, called the origin. By assigning 
numerical values to arbitrary lengths along both lines, 
any point in the plane can be defined by a set of 
numbers (X,Y). Lines, or curves in the plane, can, 
therefore, be defined by an algebraic for*ula. For 
example, a straight line can be described as Y=AX+B, 
where A and B are nuaerical constants. 

However, how aany of us are faailiar with the Polar 
coordinate systea? In the Polar coordinate syste*, we 
attempt to define any point in a plane by a set of 
nuabers, but in a different fashion. A orizontal line, 
called the polar axis, is drawn to the right of a point 
in the plane, an origin point, or pole. Rotate the line 
about the pole. The polar axis sweeps through varying 
angles, usually designated by the greek letter theta. 
With the original horizontal line designated zero 
degrees, counter-clockwise rotation to the vertical 
would be 90 degrees, to the left of teh pole 180 
degrees, and so on, back to the original like of 360 
degrees. Therefore, by knowing how far the line needs 
to be rotated fro* zero degrees (TH) and how far along 
the line fro* the pole any point on the plane is (an 
arbitrary distance, R), any point (P) on the plane can 
be located, P(R,TH). 

Polar coordinate graph paper can be obtained 
coaaercially and looks like a series of radiating lines, 
like the spokes on a wheel, and a series of concenrtic 
circles around a central point or pie. laagine looking 
down on the North Pole on a globe, the circles being the 
latitude lines, and the radius lines the longtidue 

lines. 

Siailarly, equations can be written in polar for*. 
Usually, these equations contain trignoaetric tens as 
one of the coordinates is defined by an angle. Also, 
equations can be converted fro* one coordinate syste* to 
the other. For exaiple, the equation of a straight line 
in Cartesian coordinate Y=AX+B, where A and B are 
constants, could be written R*sin(TH)=A*R*cos(TH)+B. 
Other interesting geometric curves can be drawn fro* 

polar equations. The following programs plot several 
different polar equations. 

In order to plot the equation with your graphics, it 
is easier to convert the polar coordinates to 
rectangular coordinates. So*e of these curves have 
special na*es, as you will see in the REM statements in 
each porgra*. Since sine and cosine functions are less 
than one, a aultiplier or constant needs to be added in 
order to expand the polot on the video screen in order 
to see it better. The foraulas plotted by the two 
programs are: 

1) the Spiral of Archiaedes, R=A*TH 

21 the Three-Leaved Rose, R=A«sin<3*TH) 

where R is the distance along the polar axis, TH the 
angle theta, and A any constant. 

Try writing your own prograa for the following foraulas 

1) the Leaniscate of Bernoulli, RA2=(AA2)*cos(2*TH) 

21 the Four-Leaved Rose, R=A*cos(2*TH) 

31 a circle, R=A*cos(THl, and 

4) the hyperbolic spiral, R=A/(TH1 

S REH SPIRAL OF ARCHIMEDES 
10 6RAPHICS 6:COLOR lsSETCOLOR 0,8,8 
20 FOR TH=0 TO 360:R*TH«0.5 
30 A-TH*(3.1416/180) 
40 X=TH*COS(Al»10:YsA*SIN(A)*10 

50 X=80+X:Y-25-Y 
60 PRINT TH,R:PLOT X,Y 
70 NEXT TH 
80 END 

» » t » 

5 REH THREE LEAVED ROSE 
10 BRAPHICS 7:COLOR kSETCOLOR 0,4,4 
20 PLOT 0,35:DRAMT0 158,35 
30 PLOT 76,0:0RAHT0 76,76 
40 FOR TH=0 TO 360:R=SIN(3»TH) 
50 X=R*C0S(TH1*40:Y=R*SIN CTH1*40 
60 X=X+76:Y-35-Y:PRINT TH,R 
70 COLOR 2:SETCQLQR 2,B,4:PL0T X,Y 

80 NEXT TH 
90 END 

[Reprinted froa H.A.C.E. Journal, Hay, 1984.1 
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DOS COMPARISON 

By Stan Stubeck 

ATARI DOS 3.0. ATARI introduced DOS 3.0 as the 
successor to DOS 2.OS. Like its predecessor, DOS 3.0 is 
aenu driven with each of the saae functions. The 
ability to handle ATARI'S new "dual density8 node used 
in the 1050 disk drives is the greatest aodification. 
Dual density iaplies one and half density as opposed to 
the classic double density. 

DOS 3.0 disk foraatting and file storage is different 
than that of DOS 2.OS, yet DOS 3.0 will operate in a 
single density aode and is able to read a DOS 2.0 file. 
Since DOS 3.0 has only recently reached the aarket, its 
long-tera reliability cannot be judged. 

The aain advantage to DOS 3.0 is the increased disk 
storage it offers owners of a 1050 disk drive. Other 
users will find DOS 2.OS easier to use. 

DOS X/L. OSS introduced DOS X/L as a successor to 
QS/A+. This operating systea supports both single and 
double density operation. It has all the features of 
0S/A+ and additionally provides a aenu for the aost 
often used coaaands, Like 0S/A+, DOS X/L requires that 
a systea disk be present for the issuance of a coaaand. 

DOS X/L has a file structure that is fully caapatible 
with that of ATARI DOS 2.OS. The required presence of a 
systea disk, however, aakes it unwieidly for single 
drive systeas. Its only other failing is that it does 
not support double sided disk drives even though the 
docuaentation ciaias otherwise. 

DOS X/L is the only DOS for advanced users with 
aulti-drive systeas. 

HYPOS. HYPOS fro® Wordaark Systeas is the aost 
flexible and easy to use of the newer disk operating 
systeas. Unfortunately, it has developed a bad 
reputation because of the inadequate testing procedures 
used in the early releases. HYPOS Version 3.013 is the 
current release. It works well in spite of its extreae 
sensitivity to changes in drive speed and its apparent 
randoa failure to foraat a perfectly good disk. 

HYDOS is entirely aenu driven and uses the saae 
coaaands as ATARI DOS 2.OS, with soae additions to the 
aenu. All unnecessary key strokes have been eiiainated, 
including the need to place a D: in front of the drive 
nuaber. HYDOS supports single and double density 5 l/4H 

and 8H disk drives, and it allows double sided 5 1/4* 
operation. The file structure used by HYDOS is 
coapatible eith DOS 2.OS, however, care aust be taken in 
transferring files since HYDOS uses a different 
Directory/VTOC structure. 

Special feature of HYDOS include sector copying, 
subfile directories (thus allowing up to 4096 files on a 
disk), support of aixed disk drive types, autoaatic 
foraatting with the J coaaand, and ectra wildcards to 
allow for functions such as copying all files other than 
those with an SYS extender. 

Smart Dos. Saart DOS froa the Prograaaer's 
Institute is one of the newest disk operating systeas on 
the sarket. It is distributed with both the RANA and 
the ASTRA disk drives or aay be purchased alone for 
about $49.95. SHART DOS is aenu driven, coapletely 
coapatible with ATARI DOS 2.OS, and supports both single 
and double density operation. The SHART DOS aenu 
includes a display of both drive and systea status. 

Special features of the systea include dis speed 
checking, sector copying, and aultiple AUTORUN.SYS 
files. The user aay choose to have a aeaory resident 
DUP.SYS, enabling instant aoveaeny between BASIC and 
DOS. 

SHART DOS uses standard wild cards. Screen coloer 
changing is used to flag file delete operations. The 
ectra keystrokes used by ATARI DOS 2.OS are eiiainated. 

SHART DOS is an excellent operating systea for aulti- 
density users. Its only flaws are that it does not 
perait one drive copying of single files and that the 
coaaands use different entry letters than those of ATARI 
DOS 2.OS. 

TOP DOS. T0PD0S by Richard Bennett is another new 
iulti-density operating systea. It is aarketed under 
the naae of ECLIPSE SOFTWARE. Soae of the unusual 
features of T0PD0S include the power to undelete a file, 
the foraatted directory display, the full screen 
scrolling and the direct aeaory access for aachine 
language debugging. 

T0PD0S is aenu driven, but unlike other varieties of 
DOS, the aenu is only re-displayed on request. While 
TQPD0S can read ATARI 2.OS files, the reverse is not 
true, aakinq T0PD0S an inadequate DOS for users who have 
been using DOS 2.OS for years. 

[Reprinted froa Coaputer Squad NEWS, June & July, 1984,1 
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Lights, Camera, 
ACT I OIM ! 

By Dale Lutz 

Recently I juoped aboard the ACTION! bandwagon and 
purchased the language. I haven't had auch tiae to do 
any large prograa developaent with it, but already I 
have fallen in love Mith it. With the Prograaaer's Aid 
disk [see review on p.17, ed.l and the runtiae package 
available, I can't think of anythin gto iaprove. This 
language is really where it's at — if you have grown 
out’of BASIC, get ACTION!. 

To give you a rbief saapling of ACTION!, I have 
subaitted two siapie prograas. The first converts Tiny 
Text files to Text Hizard or Atari Nriter foraat. It 
illustrates the use of the OPEN, PUT and 6ET routines in 
ACTION!. Note the saooth flow of the ACTION! code in 
this one. When typing it in, note that in PROC all out 
the things which look like ones are actually Ls. 
(Experienced ACTION! prograaaers will probably laugh at 
this effort of nine -- when I wrote it I didn't know the 
shortcuts of the language, and it still runs fast 
anyway, so I didn't change the code). All the prograa 
does is take out the carriage returns Tiny Text puts in, 
and change the Tiny Text Control-S and Control-E to 
returns. The dots still have to be reaoved aanually, 
and any foraat controls changed appropriately. 

The second prograa lists ACTION! source files to 
single sheets, and nuabers the pages. I used it to 
generate listings for inclusion in a hand-in school 
physics project — I couldn't find any other way to list 
the source files to single sheets. In fact, this 
prograa could be used to duap any pre-foraatted text 
file to printer. 

In conclusion, 1 plan to use ACTION! as ay sole 
language froa now on, except for very saall ‘throw away* 
prograas where BASIC is better. But for anything very 
large, swing into ACTION!. 

; *♦*» LISTER t«* 
; BY DALE LUTZ 
; This prograa will list an ACTION! 
; source file to single sheets 
; on an Epson Printer 

BYTE a,line,page,b 
BYTE ARRAY str1240).title(*0) 

PROC inputnaaei) 

Sraphics(O) 
PrintECPlease enter the filenaae of the *1 
PrintE(‘ACTION! source file (in the fora *) 
PrintE(‘D:filenaae.ext)‘) 
PrintEC ‘) PrintEC -->•) 
InputS(str) PrintEC “) 
PrintECInsert SOURCE disk, press RETURN1) 
a-InputBO Open (2,str ,4,0) 

RETURN 

PROC wajt.'f or .sheet 0 
PrintEC *) PrintECInsert SHEET, press RETURN*) 
PrintEC ~>‘> a=InputB() 

RETURN 

PROC aarginO 
For b=l to 8 

DO PutDtl,32) 0D 
RETURN 

PROC center (BYTE ARRAY cen) 
page==+l aarginO PutD(l,27) 
PrintD(l,‘-a‘) ; set underline on 
PrintDd,cen) PrintDd,* Page *) 
PrintD(l,page) PutDtl,27) 
PrintDd,*-*) ; set underline off 
PutD(1,0) PrintDEd,* *) 
PrintDEd,* *) 

RETURN 
PROC print_sheet() 

center(title) 
FOR as1 to 51 

DO InputSD(2,str) aarginO 
PrintDEd,str) 0D 

RETURN 

PROC inputtitleO 
PrintECPlease enter the title to be*) 
PrintE('printed on the top of each page ') 
PrintEC *) PrintEC -->*) 
InputS(title) 

RETURN 

PROC saint) 
DO pages0 inputnaaei) inputtitleO 
PrintEC *) PrintECReady printer, press RETURN*) 
PrintC -->*) a=InputBO PrintEC *) 
Closed) Open(1,'P:*,0,0) PutD(1,27) 
PrintDd,*8*) ; shut off paper out 
WHILE E0F<2)=0 

DO wait_for_sheet() print_sheet() 0D 
PrintEC *> ’ 
PrintCPress RETURN for another listing.’) 
a-lnputBO PrintEC *) 
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OD 

RETURN 

;This prograa converts a TinyText 

jfile to Text Wizard foraat 

; — soee global variables 

BYTE a,b,c 

BYTE ARRAY str(130) 

CARD eea,count,1 

PROC lineinO 

InputSD(l,str) 

RETURN 

PROC outi) 

FOR a=l to str(0! 

DO Poke(aea+count,str(a)i count==+l OD 

RETURN 

PROC alloutO 

aea=$4000 

FOR l=aea to aea+count 

DO a=Peek(l) PutD(2,a) OD 

RETURN 

PROC inputnaaeO 

PrintEt"Please enter the filenaae of the a) 

PrintECoriginal TinyText file (in the fora *) 

PrintECDxfilenaae.ext)") 

PrintEC ") PrintC -->“) InputS(str) 

PrintEC ") 

PrintECInsert SOURCE disk, press RETURU') 
a-InputBO Closed) 0pen(l,str,4,0) 

RETURN 

PROC outputnased 

Prir.tECPlease enter the filenaae under which") 

PrintECto save the converted file (it will ') 

PrintECbe in Text Wizard foraat).") 

PrintEC “I PrintC -->") 

InputS(str) PrintEC ■) 

PrintECInsert Destination disk, press RETURX*) 

a=InputB(> Close(2) Open <2,str,B,0) 

RETURN 

;codeconvert changes TinyText end of line 

;characters to RETURNS 

PROC codeconvert 0 

FOR a«l to str(O) 

DO IF str(a)=19 OR str(a)=5 THEN str(a>=155 FI OD 

RETURN 

PROC converter 0 

CARD nua,ioop 

DO count=0 aea=$4000 

OraphicslO) 

PrintECTinyText to TextWizard File Converter") 

PrintEC "> 

PrintEC Written by Dale Lutz"! 

PrintEC *) 

PrintEI” In ACTION!") PrintEC *) 

inputnaaeO nua-InputCD(l) 

FOR loop=l TO nua+1 

DO lineinO codeconvert0 outO OD 

outputnaaeO alloutO 

Closed) Close(2) PrintEC ■) 

PrintE("Conversion Coaplete!") 

PrintEC ") 

PrintE(*Hit RETURR to do another conversion") 

a-InputB(! 

OD 

RETURN 

[Reprinted froa ACE (Eugene,OR) July/August 19841. 
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CLASSIFIED ADS 

FOR SALE — ATARI BOO a/Basic cartridge ($240), ATARI 

1010 cassette ($60), ALPHACON 42 m/ATARI interface 

aodule and cable, 4 1/2* theraal paper ($70). All like 

new. Coaplete package $325. Call Bill at 746-0742 

(days), 469-8701 (evenings). 

ASTRA 1620 Disk Drive. New in carton. Includes DOS XL, 

Honey Hanager and Hailing List software. $510. Call H. 

Kerwin at 496-7421 (days), (301) 845-4477 (evenings). 

Unopened AXLON RAHCRAH 32K boards for 400 or 800, $50. 

Unopened VISICALC for ATARI 800 w/40K aeaory, $145. 

Call Line at 460-5060 in the evenints. 

ATR 8000 w/copower 88 k 128K, CPH 2.2 k CPH 86 k HSDOS 

etc (included) $695 -- FIRH. PERCOH DD/DS add on (works 

with ATR 8000), $300. ATR 8000 64K (just rebuilt by 

factory), $325. AUSTIN FRANKLIN 80 Coluan board, $250. 

Daisy Writer (daisy wheel) w/tractor feed, ATARI cable 

included, 90-day warranty, $1200. Call Alan Bretzin at 

241-1774 after 6:00 p.a. 
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Becominq_a Member 

Membership dues for the groups are 
$15.00 a year, which includes a sub¬ 
scription to Current Notes. Dues are 
payable at the beginning of each calen¬ 
dar year. Dues for new members joining 
during the year are reduced $1.00 for 
each month which has passed since the 
first of the year. For example, if you 
join in September, your dues would be 
$7.00. Dues may be paid at any User 
Group meeting or sent directly to the 
treasurer of the club of your choice. 

If you live outside of the Washington 
Metropolitan area, you may wish to 
subscribe to Current Notes directly. 
You may do so, at the rate of $12.00 
per year. Send your check or money or¬ 
der, payable to Current Notes directly 
to Business Manager, Current Notes. 
14710 Carson Drive, Burtonsvi11e, MD 
20866. (301) 384-5514. 

To enroll as a new club member or to 
renew your membership, please return 
the card below to the treasurer of the 
club of your choice (listed below). 
The treasurer will pass your name and 
address on to Current Notes and you 
will be placed on our mailing list. 

AURA; Dave Curry, 14710 Carson Drive, 
Burtonsvilie, MD 20866. (301) 384-5514. 

DC Users Sroup: Allen H. Lerman, 14905 
Waterway Drive, Rockville, MD 20852. 
(301) 460-0289. 

NQVATARI; Curtis Sandler, 7213 Idylwood 
Court, Falls Church, VA 22043. (703) 
734-9533. 

C U R R E N T NOTES 

Atari User Group Membership Form 

Name 

Address 

Phone: <_)__ 

Check the Broup you wish to join: 
DC_Novatari_AURA_ 

I wish to receive (continue to receive) 
Current Notes -free o-f charge as a member 

o-f the above group. 

Signature Date 
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FUTURE TECH 
THE BE5T 

ATARI STORE IM THE D.C. AREA 
1 ' LARGEST IM STOCK INVENTORY OP ATARI SOFTWARE - MOST AT 

21% OFF! 

2. TECHNICAL HELP AVAILABLE. (703) 644-0026 

3. SPECIALIST IM PERCOM, INDUS GT, TRAK AMD ASTRA DISK DRIVES AT 
DISCOUNT PRICES 

6230-10 Rolling Road 
4. headquarters for the atr 8000 Springfield, VA 22152 

5. SOFTWARE ALSO IM STORE FOR APPLE AMD IBM. 

Located in West Springfield in Jay's West Springfield Shopping Center, corner of Rolling 
and Old Keene Mill Roads. 

,f -- 

•i leodlno | s LeCk )ine brand products and “Washington 
- THE SOFTWARE CLUB 

creators 
- mOSRIC . aooTHER/COmREX 

•OKIDflTfl •SYNAPSE. INFOCOm. mmG. etc 

SSnKS, gff INDUS GT 

Applied Computer Associates1 

16220 Frederick Avenue, Gaithersburg MD 20879 

(301)948-0256 _ 


