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THE MOSAIC 32K RAM FOR ATARI

1 DESIGN
o W 2 MATERIALS
== B ~ SAFETY
| »* GUARANTEE

THE ONLY CHOICE

You own the best micro computer available, the Atari*. At
Mosaic we've made Atari computers our only business and
have made our products the best anywhere. You've seen the
advantage of having a 32K RAM board. The Mosaic 32K
RAM is the only board designed to meet your needs now
and in the future too. It has designed-in flexibility to be
compatible with products available in the near future. See

TP thAt : 406 &' ébd = = for yourself, Mosaic is the only choice for the serious
i ia ol Atari owner.
Gold edge connectors for better
reliability = s THE BEST SCREEN CLARITY
e . . Here’s what AN.A.LO.G. magazine had to say: “Mosaic
Custom componerits for better uses, what we feel are 'theAhlg"hest quahty components,
performance & reliability ™ which may improve reliability.” and “The Mosaic showed no
Highest quality components for sign of interference and gave the best screen clarity.”
the best screen clarity =]
Full year warranty [ | Aiarlé ) e o
Designed to take advantage of Memory OSAIC ek
Atari 800°s superior bus structure. =] Santiguretion | 132'( e
Can be used with 8K, 16K and 48K RAM 48K RAM Danger! This
future products [ 40K With BASIC 40K With BASIC 40K RAM Configuration Can
Allows Atari 800 to have 2 slots Cartridge Cartridge Damage Computer
for fyture CARAIION . Danger! This 48K RAM Danger! This
DeSIQned so there’s no danger of 40K RAM Configuration Can 40K With BASIC | Configuration Can
damaging your computer [ ] Damage Computer Cartiidge | Damage Computer
Designed for inter-board
communication in Atari 800 = 48K RAM Danger! This Dangerl This

h ; 40K With BASIC | Configuration Can 32K RAM Configuration Can
Easy to follow instructions for Cartridge Damage Computer Damage Computer
simpler no-solder installation in
Atari 400 |
Available companion board ($5) to
allow running 32K board Now from your
independent of other boards [ ] nearest Mosaic dealer el
Full flexible memory configuration | . !

B 9 Direct from Mosaic $189.95
raRMOSAIC
ELECTRONICS

*Trade Mark of Atari, Inc. PO. Box 748 Oregon City. Oregon 97045 503/655-9574
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Turn To The Future
With COMPUTE! Publications

The Beginner’s Inside Atari DOS
Guide To Buying From the oufgors of the

] Atari Disk Operating
A Personal System, an exciting step-
Computer by-step guide to the

DOS software. Complete
with listings of com-
mented source code and
detailed explanations of
each module of code.
Author: Bill Wilkinson, Opti-
mized Systems Software, Inc.
~ Spiral bound for ease of access
fo listings. For Intermediate to
Advanced Atari Users. ISBN
0-942386-02-7. Paperback. $19.95

A Novice’s handbook of
useful, helpful informa-
tion designed to teach
you the basics of
evaluating and selecting a
personal computer, Written
in plain English for the
interested beginner. Complete -
with personal computer specifica
tion charts and buyer's guide.
Applicable to home, educational,
and small business buyers.

ISBN 0-942386-03-5. Paperback. $3.95. COMPUTE"s
. : First Book Of PET/CBM

COMPUTE"’s First Book Of Atari 5 :
56 pages of Commodore PET and CBM articles from
192 pages of useful, informative applications and COMPUTE! magazine issues now out of print. Includes
programs from COMPUTE! magazine issues now out of such classic articles and programs as “Feed Your PET
print. Includes previously unpublished information Some Applesoft,” "Disk Lister: A Disk Cataloging Program.”
including Memory Map. Contents include such articles and “Cross Reference For The PET.” Spiral bound for
and programs as “Adding A Voice Track to Atari ease of access. ISBN 0-942386-01-9. Paperback. $12.95.
Programs,” “Designing Your Own Afari Graphics Modes, COMPUTE! Books invites dealer inquiries. Call the Toll
and “Inside Atari BASIC.” Spiral bound for ease of access Free Number below for Dealer Information.
to listings. For Beginner level to Advanced Atari users. i ittt
ISBN 0-942386-00-0. POperbGCk. 31295 PET and CBM are trademarks of Comr%odore Business Machines, Inc.

H "
L] L]
: To Order COMPUTE! Books e o senae! :
- Send coupon to Quan. Price Shipping/Handling .
8 COMPUTE! Books. P.O. Box 5406. Greensboro, NC 27403 USA Beginner’s Guide $ 395ea. + $100ea. .
H L]
H For fastest service, in the U all First Book of Atari 12.95 ea. aF 200 ea. "
: Toll Free 800-334 808 68 __ Inside Afari DOS 1995ea. +  200eq. H
: Oll Free = * ___FirstBookof PET/CBM  1295ea. + 2,00 ea. H
s In NC call 919-275-9809. Total -
H All orders must be prepaid (money order, check or charge). All payments H
& mustbe in US funds. (Outside the US add $4.00 shipping and handling for Name H
8 airmail, $2.00 for surface mail) NC residents add 4% sales tax. PR -
8 []Payment Enclosed - - H
E Please charge my [JVISA []MasterCard [] American Express City State Zip E
B AccountNo. Expires / Country .
: Allow 4-6 weeks for delivery. Foreign surface delivery allow 2-3 months. Dept. A :
| ] H
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AN.ALO.G.

ISSUE 6

EDITORIAL

by Mike Des Chenes

Whew! Issue number six. A years worth of
A.N.A.L.O.G. in only 14 months. Most of you must
be surprised at the short time span between this issue
and the last. Yes, this issue is out on time. We are
now finally getting caught up so that we will now be
able to get A.N.A.L.O.G. out on a regular basis.
Careful readers have noted, I’m sure, that there have
been vast changes in our publication since our
premiere issue. We started as a forty page, single
color magazine, and have now grown to seventy-two
pages with color throughout, including a full color
cover. These changes are not made to bring us more
profits; on the contrary, they bring our costs up a
great deal. However, our readers deserve the best
possible ATARI publication we can produce. We
have been listening to the feedback from our readers
and incorporated many of their ideas in
AN.A.L.O.G. whenever possible. An example
would be our new policy to have a game listing in
every issue. You may have noticed that issue number
five was dedicated to graphics, so we opted to use
tutorials rather than games. The majority of our
readers felt as though number five was one of our
best. However, we learned that our game listings
were missed. You'll be happy to learn that we will
include a quality game listing in all future issues. The
Maniac program in this issue is an example of this.
A.N.A.L.O.G. is still in its infancy and we’re always
learning. Let us know your likes, dislikes, and ideas.
If there is a subject you would like to see covered in a
future issue of A.N.A.L.O.G., please let us know. Or
better yet, submit a program or article yourself on
whatever you’re interested in.

[ would like to take this opportunity to thank our
charter subscribers for their patience and support in
1981. I would also like to thank the many dealers
who carry A.N.A.L.O.G. Please note that we now
have a separate toll free telephone number and
address for our subscriptions, dealer orders and
customer service department. Now we can devote all
of our time to the publishing of the magazine.

We finally have back issues available again. At last
our newer subscribers who missed out can make
their collection complete. (See our ad for back issues
elsewhere in this issue.)

In our next issue, we will have an update on the
West Coast Computer Faire. A.N.A.L.O.G. staffers
Lee Pappas and Tom Hudson represented us at the
fair and have a lot to report concerning new products

for the ATARIL Lee brought back so much new
software to our offices that we spent an entire day
looking them over; a pretty tough job. Also, Lee and
Tom were allowed to tour ATARI’s manufacturing
facilities and talked to many software development
heads, including Chris Crawford. Details are forth-
coming in our next issue, so don’t miss it! [J

CORRECTIONS

The gremlins of publishing were at work in the last
issue, unfortunately. For those confused, here are
the corrections to the last issue.

PAGE 15

PO FZ{S5TIMIIREY-4)/74%3BY+30
(Requires approx. 38 seconds)

??B FZ50OR(ABS IH- 18 .51 A24+AaBSIY-5.5)1A2) A
£

tRequires appraox, 2.25 wminutes)

228 ISI/S5QRISORCABS (XN-18,.5)A24+ABS (V-5
CBIATNH4TAZIHBB0-50

{Requires approx. 2.75 minutes)

PAGE 34

780 Y-PEEK(1863 16

PAGE 35
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ISSUE 6 AN.ALO.G. PAGE 3
READER COMMENT ...
Dear Editors: Dear Sirs:

After reading Rick William’s procedure. Another advantage Three days ago [ received

article in A.N.A.L.O.G. #4 on
Multi-Color Graphics 8, I started
experimenting right away. 1 was
really disappointed that I couldn’t
use the bottom half of the screen,
so I omitted the POKE statement
and tried it. Just as [ thought, it
turned out to be black and white. |
then erased the program and
started experimenting again. I
came up with a program that

looks like this:

5 T=1: Color 1: Gr. 8:
Setcolor 2, 0, 0

10 For I=I to 319 Step 9:
Setcolor 1, 0, 15
20 Plot I, T
30 Next 1
40 T=T+1: If T=150 Then End:
Goto 10
[ ran this program and was
amazed at the fact that instead of
the color of the lines being white,
they were red and blue! I then
came up with a program that
progressively added 2 to the step
statement. The revised program
looks like this:
10 Skip=9
20 Gr. 8
30 T=1
40 Color 1
50 K=1
60 Setcolor 2,0,0
70 For U=1 To 319 Step Skip:
Setcolor 1, 0, 15
80 Plot U, T
90 Next U
100 K=K+1
110 If K>150 Then 130
120 T=T+1: Go to 70
130 Skip=Skip+1: Goto 30
I ran this program and it
progressively changed the color of
the lines coming down from the
screen. It also displayed consider-
ably more than four colors at the
same time without use of display
list interrupts or any complicated

was that it could use the full
screen. I am 11 years old and am
currently working on an edu-
cational program, making use of
the ATARI graphics and sound, as
a school project.

Sincerely,
Bill O’Connor
E. Setauket, N.Y.

Dear sirs,

[ am enclosing here the program
“Shooting Gallery” which is,
apparently defective; no matter
what [ tried, it refuses to load.

When I paid today $21.95 for
it, I did not expect this program
to be on a really cheap cassette;
to my dismay and disgust, you
used a cheap, junk-type cassette. |
have spent precious time trying to
load the darn thing, but cheap
cassettes were never intended to
record digital material.

[ subscribe to your magazine;
maybe you should stick to pub-
lishing. . .

I am waiting for a replacement
of this program in the return mail.
Please, check first that the replace-
ment is NOT defective.
Disappointedly yours,

Daniel Porecki, Ph.D.

Columbia, Maryland

P.S. Side B starts loading but
screws up at 66 or around it.

We are sorry that you had a prob-
lem with your cassette, but when we
received your copy, we loaded it and it
worked fine. All of our cassettes are
custom-made, and use high-quality,
chromium dioxide tape. 1 under-
stand that you found the replace-
ment of Shooting Gallery to be very
enjoyable — as did the woman in our
nextiletter. —— - B

SHOOTING GALLERY in the
mail from you. Just one word to
say how it is “FANTASTIC.” The
tape loaded flawlessly, and the
game was captivating. | had played
something very similar to this in
arcades and never thought thatI
would be able to enjoy it in my
own home. But thanks to you I
can.

I also want to say that I find
your magazine very interesting
and helpful. Keep up the good
work.

Sincerely,

Judy Silverman
Miller Place, New York

Dear Editor:

As a happy ATARI owner, I
want to ask all you other happy
owners to help spread the good
word about ATARI computers.

In this hectic, competitive
world only increasing sales can
ensure the continued growth and
development of a product. I
would like to see ATARI become
a dominant leader in the personal
computer market, and I hope you
do, too.

So sell your friends, neighbors,
strangers and business associates
on ATARI with the enthusiasm
of a proud father. After all, we
have a vested interest in the well
being of ATARI, Inc.

You made the right decision;
help others to do the same. Boy,
if everyone had an ATARI...

Also, if you have any legitimate
gripes, inform ATARI. It will help
to keep them on their toes.

A sincere ATARIan,
John Van Wagoner
Moab, Utah
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Order your new Cybersoft ATARI 400/800
software catalog today. Just fill out the coupon,
clip, and mail along with $1.00 per catalog or-
dered to Cybersoft, Box 505, Bellevue, WA 98009.
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Cybersoft™ presents more Grand Masters custom ATARI® programs.

Here’s your chance to treat yourself and Kour ATARI to leading
micro computer software excellence with new selections from our
new catalog.

We have the “best of the best” programs from the Grand
Masters of micro-computer software: Automated Simulations,
Crystal, Swifty Software, Adventure International, Datasoft,
Personal Software, and Dynacomp. All sold by mail. And, with the
CYBERSOFT ironclad guarantee®.

Space Chase (Swifty Software) 16K Nifty eye-hand
coordination tests. .. [fyou'clear one galaxy of “planets” and avoid
destruction at the hands of an alien ship you are rewarded by an
attack by two aliens and then three. Game keeps score and
displays hi%h score. Colorful graphics and good playing.

Cassette $14.95

Fastgammon™ (Quality Software) 8K The best of the_
computer back%amrnon ames. You can repeat games with the
same dice rolls to try different strategies. You roll dice or let
computer roll for you. This machine language program challenges
experienced and beginners alike.
Underutilizes ATARI® graphics but

(New!) Crush, Crumble and Chomp (Automated Simulations)
32K Tired of destroying countless monsters? This one is for you.
You are the monster. Pick from six. You may be the giant
amphibian, Goshilla. Knock down the Golden Gate bridge or
tip over the Empire State Building. But look out for the National
Guard. You pick the E‘)goal and seeif you can make it. Five objec-
tives. Cassette $29.9

Brid%: 2.0 (Dynacomp) 24K Now you can i)ractice your bridge
at home before you have to embarrass yourself at the neighbors.
Bridge 2.0 bids {Goren) and plays both contract and duplicate
bridge. It even doubles if you get carried away with your bidding.
No graphics, but clearly arranged format makes playing easy.
Cassette $17.95

Star Trek 3.5 (Adventure International) 24K Lots of
color, lots of action as you hyperwarp through the quadrants
in your search for Klingons. This §rogram will satisfy the
“trekkie” in us all. Cassette $14.9

Adventureland (Adventure International) 24K Designed
for the novice at adventuring and a great way to get hooked on
the world of adventure. As you make
your way through an enchanted world

gla_ving uality more than makes up.
assette $19.95

*CYBERSOFT Ironclad Guarantee.

you will' encounter wild animals,
spell-ridden critters and more. Your task

Introductory Specials! K-Shoot-Out
(K-Byte) The exciting new ROM
cartridge the ATARI soft world is
buzzing about. Arcade quality, graphics
and sounds. You manuever your rapid
fire space age unﬁC?hter through sector
mazes eliminating droids as ﬁrou go. The
further you go the tougher the droids.
Shades of the old west and the 21st
century! Reg. $49.95. Special price
$44.95!

(New!) Rear Guard (Adventure
International) 16K-T, 24 K-D This space
battle puts you in charge of a speeding
jet skimming on alien surface battling
waves of enemy vessels. Advanced
features include runnin h}%h score, two
?laver option, advanced difficulty levels.

ull uses of ATARI graphics and sounds.

Su'})erb horizontal scrolling. Intro price
$17.95 tape, $22.95 disc.

(New!) Shadow Hawk One (Horizon
Simulations) 48K Futuristic computer

We fully guarantee the software we sell. If
for any reason, you are not satisfied with
your purchase, return the program within
30 days in its original packaging. We’ll
refund your money, no questions asked.
Our order system is as accurate and fast as
our software. Just dial for our new catalog;:

TOLL FREE
1-800-247-2000 EXT. 505-

(In Iowa 1-800-362-2133, extension 505).
Or, you can write to CYBERSOFT at P.O.
Box 505 Bellevue, Washington 98009. VISA
and MasterCard gladly accepted.

Include $2.00 handling charge per order.
Washington residents add 6.6% sales tax.

© Col)yright 1982 Cybersoft Inc., 206-382-7366
2803 122nd Place N.E. Bellevue, WA 98005

*Atari is a registered trademark of ATARI Inc.

ame of space faring piracy. Your war-
:g]li Shad}c))w Hawk %)ge isC%/all that’s
left of the Noble Free Space Confedera-
tion. You prey on the enemy empire’s
merchant fleet capturin%raw materials
which you can trade for better weapon-
ry, shielding and missiles. 3-D game
requires a tull 48 K memory and it uses
every bit in one of the most spectacular

ames ever released for ATARI. Retails

or $49.95. Our price $44.95.

*CYBERSOFT is a registered trademark of Cybersoft Inc.

i§ to avoid the perils as you try to collect
the 13 lost treasures. Cassette $14.95

Mission Impossible (Adventure
International) 24K Another adventure
from the great Scott Adams. Beginning
“Good morning, your mission is..."
¥our task is to save a nuclear reactor

rom destruction. This adventure
%arne is not easy. Cassette $14.95

or Your Business, With more top
business programs coming.

File Manzziger 800 (Synapse) 40K
The premier data base management
system available for ATARI. Not a
translation. File Manager fully utilizes
the special keyboard of ATARI. It creates
files, sorts data, prints lables to your
specifications. The full documentation
is clear and easily understood. We think
this one is fully competitive with data
base systems at several times the price.
Disk, 825 Printer $94.95

Text Wizard™ (Datasoft) 32K
ATARI owners have waited a long time
for a high dquality, full blown word pro-
cessor. This easy-to-use and compara-
tively inexpensive program has received
raves from users across the country.

This 1ﬁrogram fully utilizes the unique
ATAKI keéyboard and ease of cursor move-
ment. Justifies right, left and center.
Pagination. Word search and substitute.
Diskette and ATARI 825, Centronics 737
or Epson MX-80 printer. $99.95
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A.N.A.L.O.G. PAGE 5
Dear Sirs:
Would you please explain what -Computing p. 72/March Answer #2
a Mem. Save File is in your next  1982/New RAMS for OLD. I Having the computer play

issue? I'd like to know very much.

Thank you.
Jody Faulkner
Hurst, Texas

P.S. If you can’t answer my re-
quest, then please write back
giving a good explanation as to
what a Mem. Save File is.

Your wish is our command, Jody.
Check  Charles  Bachand’s  Non-
Tutorial in this issue for an explana-

tion of Mem. Save Files. —JB

Dear Editor:

Great magazine for a great
computer! Below I include some
comments/questions/and
answers.

I recently purchased an 810
Disk drive and then I read your
article p. 42, issue 4, about the
recent upgrading (fast formatting,
etc.) — I called ATARI to ask if
there was some way to tell if one
has the new upgraded version or
not (they could not help me). Can
you find out anything more about
this?

Using the disk drive 1 came
upon an annoying feature. That s,
that when one looks at the
Directory (and there are many
programs on it) the titles just go
flying by. Can’t one fix it so that
the first 24 titles would be on the
screen and then (if one hits the
space bar) any remaining titles
would come onto the screen?

I have an older model ATARI
800 that came with two 8K RAM
modules. There existed a problem
though of interference bands
coming and going the same as
described by one of your readers
p. 7, issue 5. Mine disappeared
(hopefully forever) when 1
upgraded (by myself) my 8K
boards to 16K boards using the

~method outlined in Creative

still would be interested in finding
out what caused them to appear.

How about an article on using
the audio signal with the
programming signal on the
cassette recorder? (I'd like to
synchronize speech with
program.)

Stopwatch seems like an
interesting program, issue 5, but |
can't get it to work — after
following the running the disk
version steps, all [ get out is
READY (I've checked the listing
and it seems all right) — I should
say though that what 1 do is
slightly different; I boot using the
system master diskette/type
DOS/then switch to the disk
containing the program. (How
can one boot the program disk
directly?)

Bill Anschuetz
Union, New Jersey

Answer #1

There are three ways to check if
you are in possession of a new
ATARI 810 Disk Drive. The
simplest way is to look at the box that
the drive came in. If there are two
stickers affixed to it ('C’ for fast
formatting ROM, and 'DS’ for Data
Separator) then you have a new
drive. If, heaven forbid, you threw the
box away, you can try using the
second method. ATARI will
probably not like the idea of opening
up their Disk Drive to check for these
same stickers on the controller board,
but___ This practice (theoretically)
voids the go day warranty. The final
method entails formatting a disk with.
your Drive, putting a copy of DOS on
it, and enabling the MEM.SAV
feature. With this disk in your drive,
and all cartridges removed, turn the
computer off and then on, taking note
of the amount of time it takes to
display the DOS menu. If the time
lapse is 38 seconds, your disk has
been fast formatted. A time of 43
seconds signifies an older model.

“Dixie”’ while producing a Disk
Directory would also be a nice
feature, although highly unnecessary.
There are currently two ways to stop a
directory listing, hitting the BREAK
key (that will do it every time!l), or
hitting CTRL/ 1 will start/stop a
listing. Your request for an automatic
stop after 24 lines would be a pain to
implement, especially without the
DOS source code to work from. Also,
the code would have to be written to
work only with the screen and not
with the Printer.

Answer #3

The interference you mention is
produced by the slightly marginal
power supplies in the 400's and 800’s
(more so in the 400’s). When you -
upgraded your 8K ram chips with
16K chips, they must have been low
power devices! Another way of
reducing power is to reduce the
number of memory chips in the
system. This is what Intec did with
their 48K board for the ATARI 400. |
Only eight memory chips are used,
whereas three 16K boards would
have a total of 24 memory chips.

Answer #4
An article on wusing the 410
Recorder’s sound track? Hmm.

Maybe____

Answer #5 ;

The Stopwatch program in Issue
45 really works! The BASIC
program produces a machine
language file that must be loaded
from DOS. Once loaded, the time in
hours, minutes, and seconds will
appear in the top right corner of the
screen in the form HH:MM:SS. Hit

System Reset to return to BASIC.
—CB

WANT
BACK ISSUES?

TURN TO THE INSIDE
BACK COVER!
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MASTER MEMORY MAP(tm) — This is really the key to us-
ing the ATARI'S capabilities. We start out by explaining
how to PEEK and POKE values into memory so that even
new programmers can use this. Then: we give you over 15
pages of the memory locations that are the most useful. The
information is condensed from both the ATARI'S Operating
System Manual and various articles and programs. It is. of
course. useful even for experienced programmers as a
reference. Also, we highly suggest that dealers offer this
Memory Map to customers who request to be told how to
use the power of the machine. We guarantee it will answer
many of the questions you have about the machine.

$6.95

TRICKY TUTORIALS(tm)

#1: DISPLAY LISTS — This program teaches you how to
alter the program in the ATARI that controls the format of
the screen. For example: when you say graphics 8 the
machine responds with a large graphics 8 area at the top of
the screen and a small text area at the bottom. Now. you
will be able to mix the various modes on the screen at the
same time. Just think how nice your programs could look
with a mix of large and small text, and both high and low
resolution graphics. this program has many examples plus
does all of the difficult caluculations' $19.95

#2: HORIZONTAL/VERITCAL SCROLLING — The inform-
ation you put on the screen, either graphics or text, can be
moved up, down or sideways. This can make some nice ef-
fects. You could move only the text on the bottom half of the
screen or perhaps create a map and then move smoothly

over it by using the joystick. $19.95

#3: PAGE FLIPPING — Normally you have to redraw the
screen every time you change the picture or text. Now you
can learn how to have the computer draw the next page you
want to see while you are still looking at the previous page.
then flip to it instantly. You won't see it being drawn, so a
complicated picture can seem to just appear. Depending on
your memory size and how complicated the picture. you
could flip between many pages. thus allowing animation or
other special effects with your text. $19.95

#4: BASICS OF ANIMATION — Shows you how to animate
simple shapes using the PRINT and PLOT commands, and
also has nice little PLAYER/MISSILE Graphics demo to
learn. This would be an excellent way to start making your
programs come alive on the screen. Recommended for new
owners. $14.95

#5 PLAYER MISSILE GRAPHICS — This complex subject is
demonstrated by starting with simple examples. and
building up to a complete game and also an animated
business chart on multiple pages' As always. the computer
does most of the calculations. Requires 32K disk or tape
and costs $29.95

#6: SOUND — From explaining how to create single notes.
to demonstrating complex four channel sound effects, this
newest tutorial is great. Even those experienced with
ATARI's sound capabilities will find the menu of sound ef-
fects a needed reference that can be used whenever you
are in the need of a special sound for your programs.
Everyone will learn something new! Written by Jerry
White. $14.95

Santa Cruz Educational Software * Tricky Tutorials * Santa Cruz Educational Software * Tricky Tutorials * Santa Cruz Educational Software * Tricky Tutorials * Santa Cruz Educational Software * Tricky Tutori
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Tricky Tutorials (except #5) require 16K
memory for cassette orders and 24K for disk.
The price is$19.95 each. You may order
1,2,3, & 4 for $64.95 All six in a colorful
binder cost $99.95

THE GRAPHICS MACHINE!! — Turn your computer into an
incredible graphics tool with advanced commands like cir-
cle. box. fill. polygon. line. help. etc. 3 colors in graphics 8
with instant text!!! Create colorful business charts or
beautiful drawings and then save or retrieve them from
disk in 5 SECONDS. YES. it's that fast. Needs all 48K,
disk. and costs $19.95
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MINI-WORD PROCESSOR — This is for those of you who
have a printer. but don't want to spend $100 or more for a
fancy word processor. It is suitable for simple editing of
text. accepts most control characters for your printer. and
text is stored on disk for easy retrieval. Holds 2" typed
pages at a time. Requires 32K, disk or tape. $19.95

BOB'S BUSINESS — 14 small business type programs for
home or office. all chosen from a nice menu. Supports
printed output. 169 sectors of output require 16K tape. or
32K disk. $14.95

SEE YOUR LOCAL DEALER
OR
ORDER FROM:

RN RN

SANTA CRUZ EDUCATIONAL SOFTWARE HAS WRITTEN A SERIES OF AFFORDABLE PROGRAMS THAT DEMONSTRATES MANY OF THE
SPECIAL **TRICKS’’ THAT ONLY THE ATARI 400/800 COMPUTER IS CAPABLE OF DOING. WE OFFER EVERYTHING FROM A PROGRAM
THAT DOES FANTASTIC HIGH RESOLUTION GRAPHICS TO ONE THAT ACTUALLY DIALS YOUR PHONE.....
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KID'S #1 — Includes the following: 1) TREASURE —
search for the lost treasure while trying to keep from falling
into the sea. Nice graphics if you find it': 2)DIALOGUE —
talk back to the computer about four subjects: 3) MATH
QUIZ — Nice musical and graphical rewards for good
scores. Parents input the level of difficulty

KID'S #2 — A spelling quiz. a **scrabble'" type game. and
a version of Touch with the computer giving all the direc-
tions! Both Kid's programs require 16K tape or 24K disk
and cost $14.95 each.

MINI-DATABASE/DIALER — This unique new program
stores and edits up to 8 lines of information such as name.
address. and phone numbers. or messages. inventories or
anything you want. It has the usual sort, search. and print
options, but it also has an unusual feature: If your files in-
clude phone numbers and you have a touch-tone phone.
the program will DIAL THE PHONE NUMBERS FOR YOU!
This is perfect for those who make a lot of calls like
salesmen, teens. or those trying to get through to busy
numbers (acts as an auto-redialer). It is also a lot of fun to
use. Requires 16K cassette or 24K disk and costs $24.95

FONETONE — For those who only want to store name and
phone numbers and have the dialer feature as above. we
offer this reduced version. Same memory requirements.
but only costs $14.95. Don 't forget you must have a touch-
tone phone.

PLAYER PIANO — Turns your keyboard into a mini-piano
and more. Multiple menu options provide the ability to
create your own songs. save or load data files using
cassette or diskette. fix or change any of up to 400 notes in
memory. and play all or part of a song. The screen displays
the keyboard and indicates each key as it is played from a
data file or the notes you type. You don't have to be a musi-
cian to enjoy this educational and entertaining program.
Requires 24K cassette or 32K disk. $14.95

BOWLERS DATABASE — Provides the league bowler with
the ability to record and retrieve bowling scores providing
permanent records. The data may then be analyzed by the
program and displayed or printed in summary or detail
form. Data may be stored on cassette or diskette and up-
dated quickly and efficiently. The program proivdes such
information as highest and lowest scores by individual
game. (first. second. and third games throughout the
season). high and low series. current average. and more.
The program listing and documentation provided are a
tutorial on ATARI basic and record keeeping. Requires 16K
for cassette or 24K for disk. $14.95

By the time you read this all computers (400/800) being
produced should have the fabled GTIA chips included.
ATARI service may upgrade older computers. . .call and ask
(it's easy to do yourself). We have one and the im-
provements that graphics modes 9.10. and 11 offer are
great!! To help you figure out what to do with the new
modes a new Tricky Tutorial will be offered in March on
Modes 9 to 11. Either give us a call or write around that-
time.
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SANTA CRUZ EDUCATIONAL SOFTWARE

5425 Jigger Dr., Soquel, CA 95073
C.0.D. Orders call (408) 476-4901

*Include $2.00 postage ($ 1 for Memory Map)

*In California, include 6.5% tax

Visa and Mastercard accepted

* 8IEM0S [BUONBINDT ZNIY BJUBS , S|eLoIn) AYI1] , 9IEMYOS |BUOREINPT ZNIY BJues , smpoin LA%211] , 8ieMYOS [BUCHEINDT ZNI) BIUES 4 S|BLIOIN AN ] , 2IBMYOS |BUOHEINDT ZN1T BJUES 4 SIELIOINL
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ATARI (tm) GRAPHICS AND SOUND MADE EASY!
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Benioff At Large

On March 19-21, 1982, The 7th West Coast
Computer Faire was held in San Francisco. During
this show over 33 new ATARI Products were
announced, many of them being released during the
show. Some of the top names in Apple (Gebelli,
Budge, Broderbund, On-Line, and Cavalier) also
announced translations of their products to the
ATARI.

Raster Blaster by Bill Budge has been completed,
and is now being sold by Budge Co. Bill Budge,
owner and sole programmer for Budge Co. has said,
“It took me only one week, and the only difference is
that the ATARI version is faster!”’ Bill Budge has also
been quoted as saying, “Anything I do now will be
translated for the ATARL."” Known as the master of
Apple Assembly Language, experts are now awaiting
Budge’s learning of Player-Missile graphics for what
he says will be ““A game better than Star Raiders.”
Raster Blaster was finished on March 3, 1982, and is
selling with enthusiasm. Budge also said, “I will

probably change the sound on the program at a later .

date to 4 channel synthesized music, but at this time
the sounds are similar to the Apple Version.” See a
full review of Raster Blaster in the next issue of
AN.ALO.G.
DataSoft has released/announced 5 new products
for the ATARI. Micro Painter, an incredible use of
ATARI graphics in every extent, allows you to draw
pictures on your computer. Micro Painter allows for
fine details by zooming in on the picture in a graphics
5 mode. Bishop’s Square allows the user to load in a
picture from Micro Painter, and juggles it into a
jigsaw puzzle for the user to unscramble. This
program is very similar to-Baa Baa Black Sheep by
Thorn EMI. The difference here is that Bishop’s
Square allows you to make and load your own
picture. Tumble Bugs is an outstanding variation on
Pac-Man. In Tumble Bugs there is a huge maze with
beetles scrambling around. The computer magnifies
certain areas of the maze to show a large representa-
tion of the play area. When one of the bugs gets you,
the computer speaks through the TV!Itis incredible,
it says, “WE GOT YA!” Graphics Master is another
graphics maker program that allows you to withdraw
certain parts of one picture, and put them on
another, in memory! It uses two pages of graphics,
and allows the saving of one or the other. Soon will
also be released a Graphics generator program for
making graphics characters. Datasoft makes a giant
step in awesome programs for the ATARI at the
West Coast Computer Faire.
Roklan Corporation, the creators of ATARI’s
soon-to-be-released Pac-Man, has announced 10

software/hardware products for the ATARI. Three
are Software Games from popular arcades, as
licensed through Midway; Gorf, Wizard of Wor, and
Deluxe Invaders. All are excellent versions of the
arcade games with super graphics and sound. These
games are now being shipped to distributers. An
Eprom Programmer and a Trac-Ball will be two
hardware items released by Roklan this year.
Programmer’s tools for the VCS and HCS will also
be released. Finpac is a financial software package for
doing all financial calculations for the small
businessman. It allows variables such as interest rates
and payment schedules. A 6502 simulator will also
be released. This program simulates the action of a
6502, and allows the teaching of 6502. A disk
utilities package will also be released. This allows
copy/verify, format/certify, and Absolute Disk
Editor. Three Real Estate Packages will also be
released. Mortgage Analysis, Property Investment
Analysis, and Real Estate Property Appraising will
be released by Roklan. A Telecommunications
package will also be released. Tele Com allows
everything you would need to communicate with
Source, Compuserve, Micronet, Dow Jones, and
IBM computers. It will sell for $69.95. Edugrammer
is an interactive system for use with a VCR and an
ATARI in a school for interactive study.

Arcade Plus, makers of Ghost Hunter, have
announced three new games to be released. Night
Rally, a driving game for the ATARI, Arcade
Baseball, and Arcade Football will be released later
this year. All of these will run on a 400 with 16K.

Broderbund Software, released an excellent new
arcade game called Apple Panic. This game is similar
to Donkey Kong. This game allows you to dig holes
for apples to fall in, and then for you to kill the
apples. Yea! Midnight Magic, a pinball game; Track
Attack, an arcade game; and Star Blazer, a space
game; will be available by June. These games are all
very popular for the Apple Computer.

On-Line Systems, makers of Jaw Breaker, have
released/announced 5 new programs for the
ATARI: Threshold, Cross Fire, The Guns of
Neburon, Frogger, (just completed by John Harris)
and Time Zone. Time Zone isa 20 Disk Adventure to
be released in about two months. This game is
superb, and far exceeds Wizard And The Princess,
and Mission Asteroid. The game has already been
released for the Apple. There are 8 time periods, and
8 continents in each time period, including
interplanetary, to explore. I truly look forward to
seeing this on the ATARI!

Cavalier Computer announced that Bug Attack
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will be ready for the ATARI presently. This is a
Centipede-type game that is very popular for the
Apple.

Strategic Simulations announced 3 new games for
the ATARI, translated from the Apple. These are
Battle of the Shiloh, Tigers in The Snow, and The
Shattered Alliance.

Percom announced new drives for the ATARI
These drives will go for $799 for the first, and $400
for the second. They will allow double density
storage, as well as single, and are fully compatible
with the 810s.

Swifty Software showed Trivia Trek by Jerry
White. They also announced a super new game
called Space Shuttle soon to be released. Swifty also
showed dust covers, and a new device allowing the
user to write on write protected disks, called Disk
Sentry.

Gebelli Software plans to release their first
cartridge, a game called Embargo. Gebelli also plans
on releasing Horizon 5 and Zenith, two three
dimensional games for the Apple to the ATARI.
Both of these games are superb. Pathfinder is also
planned for release soon, as well as many other fine
Assembly arcade games.

All of these are excellent new garnes and programs
for the ATARI computers. | look forward to an
awesome year for the ATARI in 1982. [J

—Marc Russell Benioff
Hillsborough, CA

Roklan Software, 10600 West Higgins Road,
Rosemont, Illinois, 60018, 312-297-4747.

Datasoft, 16606 Schoenborn Street, Sepulveda, CA
91343, (213) 894-9154.

On-Line Systems, 36575 Mudge Ranch Road,
Coarsegold, CA, (209) 683-6858.

Broderbund  Software, 1938 Fourth Street,
San Rafael, CA, 94901, (415) 456-6424.

Swifty Software, 64 Broadhollow Road,
Melville, NY, 11747, (516) 549-9141.

® INTRODUCING THE NEW ARCADE-STYLE GAME FOR ATARI COMPUTERS !
@® SUPERB FINE SCROLLING GRAPHICS AND DAZZLING ARRAY OF COLOUR.
® FIGHT YOUR WAY THROUGH CAVERNS AND TUNNELS WITH ATTACKING

MISSILES. FUEL AND AMMO DUMPS TO CONTEND WITH !
® 100% MACHINE CODE PROGRAM FOR ONE OR TWO PLAYERS.
® MULTIPLE SKILL LEVELS.

AVAILABLE NOW DIRECT ON 16K CASSETTE : $34.95 plus S5 AIRMAIL POSTAGE,

SEND YOUR VISA/MASTERCARD NUMBER TODAY !

-
NEW! “AIRSTRIKE For THE ATARI 400/800 16K

ATARI IS AT.M. OF ATAR! INC.

ENGLISH SOFTWARE COMPANY

DEPT.A, 50 NEWTON STREET.
PICCADILLY MANCHESTER M1 2EA,
ENGLAND, U.K. Tel: 061-236 7259
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NEW PRODUCTS...

DON'T ASK COMPUTER SOFTWARE

Don’t Ask Computer Software announces the
availability of ABUSE, a revolutionary new pro-
gram that gives the home computer a wicked mind of
its own. ABUSE transforms one of these mild-
mannered machines into a rude, slightly demented
smart-aleck whose whole purpose is to exchange
insults with the operator. It forces the user to talk to
it, responds creatively to whatever the user types in,
and in the process comes up with potentially
millions of unexpected new curses and obnoxious
suggestions. ABUSE has special, ingenious ways to
thwart the experienced operator, but can just as
easily mistreat someone new to computing, even
someone who has never seen a computer before.
ABUSE is a real milestone in home software
technology — the first program that fills people’s
widespread need to say what they really think.

The program has touched a nerve with computer
owners. They love its off-beat humor, and keep
finding new ways to use it. Unlike the shoot-em-up
games, ABUSE can be used by many people at once
for the amusement of all. This makes it a riot at
parties or any time one wants to show off one’s
computer to a bunch of friends. Owners also find
they can inflictc ABUSE on their mother-in-law,
boss, lecherous uncle, or the bill collector who
knocks on their door — anyone who’s got it coming.
ABUSE will dish out the vicious remarks the owner
wishes he could make himself, while he just stands
innocently in the background. One owner says, “It’s
like having Don Rickles in your computer!” And
owners find ABUSE relieves stress and promotes
their mental health. After a frustrating day at work,
nothing feels as good as sitting down atthe computer
and telling it, in no uncertain terms, just what it can
do with itself.

In the optional game mode of ABUSE, players try
to guess parts of the program’s vocabulary in as few
tries as possible, while all along the insult war con-
tinues. ABUSE keeps score and ranks players as
anything from Inanimate Object (first through fifth
class) to Master of Abuse. A really brilliant player
may make the computer surrender and die.

ABUSE is loaded with surprises. Don’t Ask is
unwilling to divulge all of them, but does admit that
besides the game and the huge variety of insults,
users can usually expect to be subjected to a pre-
posterous trivia quiz, and will occasionally be forced
to watch while the computer takes over their side of
the conversation and exchanges insults with itself.
ABUSE will also produce some rather original
curses.

The ATARI Home Computer version of ABUSE,
which is now in the stores, has met with a very en-
thusiastic response. A version for the Apple Il Com-
puter will be available soon, Don’t Ask reports, and
in the works is a special version to be used with a
speech snythesizer that will abuse owners aloud.

ABUSE is unpredictable because it actually
creates its own insults from its large vocabulary each
time the program is run. The hybrid
BASIC/machine language program uses artificial in-
telligence techniques. Special random disk access
methods developed for this program provide a
virtual memory of some 80,000 bytes, nearly twice
the memory usage normally available on such
machines.

ABUSE for the ATARI 400 or 800 requires at
least 40K RAM and the BASIC cartridge. It retails
for $19.95. O

BRITAIN’S BEST ATARI SOFTWARE NOW
AVAILABLE IN USA

CREATIVE COMPUTING AND
THORN EMI SIGN PACT

SEVEN GREAT GRAPHICS GAMES FOR
THE ATARI PERSONAL COMPUTER

Creative Computing Software and Thorn EMI
Video Programmes Ltd. have entered into an agree-
ment whereby Creative Computing will distribute
under its label software for the ATARI Personal
Computer developed by Thorn EMI. The first
release consists of seven games available on both disk
and cassette: Pool, Snooker, Billiards, Darts, Tilt,
Dominoes and Cribbage. All seven games use
spectacular high resolution graphics, color and
sound.

Pool, Snooker, and Billiards, can be played by one
or two players. In each, the angle and force of the
stroke is controlled with simple joystick move-
ments. Both direct and bank shots are possible and
all balls ricochet off each other at the “‘correct”
speed and direction. Pool has three variations:
practice, 8-ball, and tournament pool. Pool is
available alone on cassette for $14.95 and along with
Snooker and Billiards on disk for $24.95.

Britain’s most popular ATARI game, Darts, allows
up to four players (or three players and the
computer) to engage in a challenging game of Darts.
Players may elect to throw their darts at any of nine

" different skill levels and ask the computer to play ata

different level. The spectacular, high-resolution
graphics show the player raising his arm to throw the
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dart while in the bottom righthand portion of the
screen a close-up of the dart board is displayed for
careful aiming. All the standard rules such as
doubling on and off are in effect and players may
employ doubling and tripling strategies to attempt to
win. Darts is available on cassette for $14.95 or, with
Tilt on disk for $24.95.

Tilt is a one or two player game which involves
rolling five balls through a labyrinth maze into five
scoring holes. This challenging game has nine skill
levels, nine speeds and continuous or discontinuous
motion of the labyrinth. Available only on disk with
Darts.

Dominoes and Cribbage are single-player games
that provide an opponent that plays with aplomb
and finesse. If a player can’t make a move, it's back to
the bone pile in Draw Dominoes. Both of these
graphics games are available on cassette for $11.95
each or together on a disk for $19.95.

For  more information, contact Creative
Computing Software, 39 East Hanover Avenue,

Morris Plains NJ 07950, (201) 540-0445. O

READY-TO-USE, REPROGRAMMABLE
VIDEODISC SYSTEM

New Media Graphics Corporation, Cambridge,
MA, announces the availability of DiscMaster 5000,
a computer controlled, laser videodisc system com-
plete with a software library for videodisc
demonstrations and new application development.

The stand-alone DiscMaster 5000 incorporates an
ATARI 400 Computer, Pioneer VP-1000 Laser
Disc Player, and New Media Graphics interface with
a built-in Z-80 microprocessor. Also included is 16K
of memory, floppy disk drive, ATARI BASIC, all
cabling, connectors, and user documentation for a
package price of $3,000.

Martin Duhms, President of New Media Graphics
states: ““A lot has been said recently about the power
of interactive video for applications in Training,
Data Retrieval, Simulation, Exhibition, and Market-
ing, but most would-be users lack the staff of video
engineers and software programmers to do anything
with this concept. New Media Graphics has now

done the necessary system integration to deliver a

ready-to-use system at a price comparable to what
videodisc players sell by themselves. Also, the Disc-
Master 5000 allows complete reprogramming in
BASIC of the videodisc playback, which the other
players don’t.”

Every DiscMaster 5000 comes with a ready-to-
show demonstration package that illustrates the
obvious added flexibility of a disc player controlled
by an external computer. To assist those planning to
develop their own interactive videodiscs, a library of
software utility programs and documentation is
provided.

Customers may also use the components of the
DiscMaster 5000 separately. The ATARI 400 can
run video games or sophisticated software packages
including ATARI Word Processor, Graph It, Stock
Analysis, etc. Likewise, the Pioneer VP-1000 can
show movies in its standalone model.

For further information contact:
Martin Duhms
New Media Graphics Corporation
139 Main Street
Cambridge, MA 02142
(617) 547-4344

B THE #—
BIG MATH
ATTACK"

Challenging new math program . . .

Sharpen your skills by entering the correct answer
before the equation ‘lands’ on your city! Provides
hours of educational entertainment.
Features:

e Full color
High resolution graphics
Animation
Sound
Four math functions (+. -, X. +)

e Two levels for each function
Recommended for grades 1-6. Available for the ATARI & APPLE II.
ATARIBK (cass. ). o 5 st s b e s s b s $20.00
ATARN2AK(disl) 825 Lr et 8, 0 s st v o s s T $25.00

Requires ATARI BASIC cartridge
APPLE Il (disK)'DOS 312/3.3: .. . 0o viisuns s os s s $25.00
Requires Applesoft Basic in ROM.
Ask for it at your local computer store.

or order direct:
Please add:
?c Ho Eo So l- SO $1.50 shipping/ handling
P.O. Box 147 $1.50 C.O,D.

Garden City, Ml 48135

WRITE FOR FREE CATALOG

(313) 595-4722
\.

DEALER INQUIRIES WELCOMEJ
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Air Traffic Controller

In this popular, fast-moving simulation
you must successfully control the flight paths
of 27 aircraft as they take off, land and fly
over your airspace. You give orders to
change altitude, turn, maintain a holding
pattern, approach and land at two airports.
With five different airport configurations
and variable skill levels, you won't easily
tire of this absorbing and instructive
simulation. Cassette CS-7004 $14.95.

Original Adventure

Only the brave enter the Colossal Cave,
and only the clever survive. The entire evil
cast of this classic game, from deadly dragon
to nasty dwarf, will try to stop your quest
for treasures. Using English commands,
you explore the cave, travel through more
than 100 locations, gather treasures, and
attempt to think your way out of dangerous
situations. Every aspect of the game is
faithfully reproduced from the Original Ad-
venture born on large computer systems.
For weary travelers, there is even a SAVE
GAME feature. Add this classic to your
software collection. Order CS-7504 for disk
$24.95, CS-7009 for cassette $19.95.

*Dominoes

Take on your computer at a game of
draw dominoes. With options for repeating
or alternating draw, Dominoes gives the
game player a tough opponent who's always
ready. From Thorn/EMI. Order cassette CS-
7007. $11.95.

*Cribbage

Can you be the first to peg twice around
the board? Your computer will put up a
tough fight in this head-to-head game of
cribbage. A graphic display of board and
cards highlight this game of skill. From
Thorn/EMI. Order cassette CS-7008.
$11.95.

*Tilt

A favorite craze for years, the familiar
wood labyrinth that tilts in all directions
has entered the computer age. One or two
players attempt to navigate balis through a
maze and into scoring holes. With nine
skill levels and nine speeds, Tilt will provide
hours of fun. And, since each player can
use a different skill level, Tilt is ideal for
family play. From Thorn/EMI. Order cassette
CS-7013 $11.95.
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*Pool

Put a games room in your computer. Old
pros and beginners alike will thrill to the
challenge and realism of Pool. From the
satisfying click of a tough combination shot
to the acccuracy required for a three-cushion
bank, Pool has it all. You control the angle
and force of your stroke, then watch the
object ball speed toward the pocket. It's so
real you can almost feel the felt.

There is a practice mode for one player,
and 8-Ball and Tournament Pool for two.
Take a break with Pool today. From

Thorn/EMI. Order cassette CS-7010
$14.95.
g
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*Darts

Enter the pub, grab a pint of lager and a
handful of darts, then try for a bull's eye in
this amazing graphic game. One or two
players can go at it, testing their aim at ten
skill levels. Whether you want to throw a
few, or just show your friends what the
Atari computer can do, Darts is an ideal
addition to your software library. This is
Britain's most popular Atari game from
Thorn/EMI. Order cassette CS-7011 $14.95.

*Billiards

This captivating British game is played
with three balls on a standard pool table.
Each player attempts to score by sinking a
shot or hitting two balls with his cueball.
From Thorn/EMI. Order cassette CS-7012

$14.95.

*Snooker

A tough British Game using 26 balls requir-
ing the eye of sharpshooter and the strategy
of a chess master. From Thorn/EMI. Not

available on cassette.

Atari is a registered trademark of Atari,

Inc.

N
Trucker

This program simulates coast-to-coast
trips by an independent trucker hauling
various cargos.

If all goes well, you can obey the speed
limits, stop for eight hours of sleep each
night and still meet the schedule. Bad
weather, road construction or flat tires
may put you behind schedule. You may try
to increase your profit by skimping on
sleep, driving fast or carrying an overweight
load. Not available on cassette.

Streets of the City

During your tenure, you must construct
streets and Interstate highways, repair
existing streets, and improve traffic safety.
For the Transit Authority you have to up-
grade and replace a delapidated bus fleet,
increase ridership, reduce maintenance
downtime and improve on-schedule perfor-
mance. Not available on cassette.

Outdoor Games

Fight a raging inferno in Forest Fire. User
options allow for endless variety and skill
levels. When the fire is out, relax with Fishing
Trip, but watch out for sharks. The brave
may wish to trek through the wilderness in
Treasure Island | and Il. Beware the senti-
nels—they're after you. Order cassette CS-
7002 $11.95.

Haunted House

You are trapped in a mansion, alone
except for the spirits that haunt the place
eternally. Can you find the exit before
midnight? This ever-changing game, com-
plete with sound effects, is a perfect com-
panion for dark evenings and rainy days.
Order cassette CS-7003 $11.95.

Disk Packages

Pool, Snooker Billiards
Darts and Tilt
Dominoes and Cribbage
Outdoor Games and
Haunted House
Trucker and Streets

Order Today

To order any of these software packages
send payment plus $2.00 postage and
handling per order to Creative Computing,
Morris Plains, NJ 07950. Visa, MasterCard
and American Express orders may be called
in toll-free.

Order today at no risk. If you are not
completely satisfied, your money will be
promptly and courteously refunded.

CS-7509 $24.95
CS-7506 $24.95
CS-7507 $19.95
CS-7502 $19.95

CS-7707 $24.95

creative

compating
software

Attn: Carolyn
Morris Plains, NJ 07950
Toll-free 800-631-8112
(in NJ 201-540-0445)

¥ Licensed from Thorn/EMI Video Programmes Ltd. Available in North America only.
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SOFTWARE REVIEW: POOL 1.5

Innovative Design Software, Inc.
P.O. Box 1658

Las Cruces, NM 88004
(505)-522-7373
Diskette-$32.00

By Tom Hudson

If you're like me, you’d like to own a pool table
but either don’t have the space or somehow keep
spending the money on computer equipment.
POOL 1.5 is an outstanding machine -language pool

_simulation now available for any ATARI with 48K of
RAM and a disk drive.

Even before POOL 1.5 is loaded one can tell itis a
superior piece of software. Included with the dis-
kette is a 12-page users’ manual, quite a departure
from the usual one-page photocopy. The manual
contains information on every aspect of the program
from game play to ball physics and even rules for the
various types of pool that can be played on the
computer. Seeing this type of documentation with a
program is a rare experience.

As mentioned earlier, the program itself requires
48K of RAM. Once loaded, the program asks, “How
MANY FOR POOL?”. Up to four people can play.
The program asks for the names of the players,
which it displays both on the ““score sheet’’ and at the
beginning of each player’s turn. The program
automatically keeps score, and players can view the
scores at any time by pressing the ESC key. Next,
the program asks which game of pool is desired. The
four types of pool available are eight ball, rotation,
straight pool, and nine ball.

At this point, play begins. The game can be
played using either the paddle controllers or the
computer keyboard. These control the direction in
which the cue ball will be shot, the speed at which it
will travel, and even the english which is to be used
(for example, in a particular situation a player may
want to use speed 8, bottom left english when
pocketing the 1 ball). These controls are extremely
versatile, and bring an extraordinary amount of
realism to the game. As if these controls were not
enough, the program allows such options as
changing table surface friction, changing ball
movement speed, and even the chance to reposition
the balls to where they were before the last shot!

The game display is, of course, one of the most
important aspects of a game of this type. POOL 1.5
uses high-resolution graphics to depict the pool table
surface in three colors. The balls can either be viewed
with their numbers super-imposed on them, or as
solids and stripes. The ball physics are incredibly
realistic, the movement is real-time and very
smooth.

Unfortunately, a game such as pool does not
present many opportunities for fancy sounds.
POOL 1.5 has sound effects for the collision of the
balls, the pocketing of the balls, and the declaration
of the winner at the end of the game.

The only complaint I have regarding POOL 1.5 is
that, in paddle mode, the programmer is only usinga
small portion of the paddle’s range of travel for the
aiming function. This results in a small amount of
paddle movement causing a large amount of aiming
movement, and can lead to some aiming difficulty.
At worst, this is only a slight annoyance, and has no
impact on the game’s playability.

In conclusion, POOL 1.5 is a program which is
well worth buying. It plays as well as the real thing,
one doesn’t need a pool table-sized room, and the
money saved can be used for the purchase of a new

disk drive!]

i sorTow CESCTMERG S GANE

Pool 1.5 Rating Scale
(1 Unsatisfactory - 10 Ideal)

Concephri: A Hehnl T 5
SHGITAIY 5% it 55 s i 5
Ghallenge . .« ot thad svasins 9
SRR 8O 9
Graphies/Sound .. .. i 5. 05 7t
Overall REtING . &s . vv i vee o i il
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Special Preview Review:

ATARI's PacMan and Centipede

by Lee Pappas

Two new games on cartridge for the 400 & 800
were announced last January at CES in Las Vegas.
PacMan* to released in May, and Centipede(tm)
due out in June will both run in 8K. Each can be
played as either a one or two player game.

If you want to see a preview of PacMan just visit
your local “family entertainment’ center and play
the coin-op version. The computer PacMan plays
and sounds just like its multi-thousand dollar coin-
op version. The graphics are identical, even down to
the subtleties of the maze (i.e. the angled corners).
The two player version of the game alternates one
after the other as does the arcade PacMan (you can’t
have two players on the screen simultaneously).
Early versions of the 400/800 PacMan included an
intro as does the arcade version, however, to get the
game into 8K this had to be deleted.

..........................

........

*PacMan is a trademark of Namco-America, Inc.

The Centipede computer cartridge game also
resembles the still popular arcade version. The one
disappointing feature is the lack of two color
mushrooms, as appear in the coin-op Centipede.
However, sound effects are identical and playability
is similar. Those who have played the coin-op
Centipede will have to go through the same change
over as when Missile Command was released — that
of going from the trackball to the joystick. For the
most part the ATARI joystick is a good piece of
hardware; the one drawback is that it’s too X-Y
coordinated. Moving an object up & down or at an
approximately 45 degree angle is simple, however a
more fluid movement is more difficult to achieve. As
mentioned above, changing your playing strategy

somewhat is required. More complete reviews of
both these games will follow when they are
available.]

EXPAND YOUR
ATARI 400*
TO 32K!

FOR ONLY $1 19-95

Now with the Mosaic Expander and your
own Atari 16K RAM board you'll have 32K
RAM. Plus all the famous Mosaic quality
features: Four year warranty, bus-
compatability, highest quality com-
ponents, complete instructions. All for
$119.95. Call toll free for your nearest
Mosaic dealer.

FOR NOW AND INTO THE FUTURE.
v«MOSAIC

ELECTRONICS

1-800-547-2807
P.O.Box 748, Oregon City, Oregon 97045 503-655-9574
*Trade Mark of Atari Inc.
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Maniac!

Requires 48K

by Rick Messner

Over the past several years many programs have
been developed for the ATARI computers. Un-
fortunately, most of the game programs cost from
$30 to $40 apiece. Taking pity on those who, like
myself, cannot afford to buy all those great games, I
programmed an arcade-style game called Maniac!
This fast-action assembly language game is yours for
the price of an hour or two of typing. You’re going to
like this game!!

THE GAME

Maniac! is setin a maze with eight levels. Each level
is filled with crazed robots. These robots were once
peaceful gardeners but became short-circuited by
pesticides and now try to destroy anything that
moves with their missile-firing shovels. You are
dropped into the first level of this maze, equipped
only with your trusty .45 and ammunition. Your job
is to stop all the robots on each level. At first your
task is not particularly difficult but as you enter the
higher-numbered maze levels the job gets harder and
harder. That’s because the robots on the higher-
numbered maze levels have been around longer and
are covered with a protective layer of earth and bull-
rushes.

TO START

At the beginning of this game there is a short intro-
duction (just to help you learn my name) and then
the machine asks you if you are going to have a one or
two player game. Enter your choice. A light grey
maze appears on your monitor screen along with a
green figure representing you and three red figures
representing the robots. At the end of the maze
opposite from where you start is a door. Your
objective is to destroy all three robots and to run out
the exit door. If you do this the computer auto-
matically advances you to the next level of the maze.
If, however, you exit without destroying all the
robots you remain at your current level and must try
again.

MOVEMENT

The computer moves the robots in a one-person
game. In a two-person game one player controls the
hunter and the other player controls the robots.
Moving either the hunter or the robots is very
simple. Hold the joystick in the normal position and
push it in the direction you wish to move.

If a robot and the hunter collide either one or both
are blown up. If either a robot or a hunter walks into
a wall it will explode.

EARTH and BULRUSHES

Robots on the higher-numbered maze levels
become increasingly covered with a layer of earth
and bulrushes. This makes it rather hard for the
hunter’s .45 to.hit one. To kill a robot the hunter
must shoot it once for each level of the maze. Thus,
on level six the hunter must shoot each robot six
times before it is destroyed.

TWO-PLAYER VERSION

In the two-player game one person controls the
hunter and the other person controls the robots. The
hunter is controlled by the joystick in port zero and
the robots are moved by the joystick in port one.

To start, the person with the robots moves only
the leftmost robot. If it is killed control switches to
the center robot. When that one is killed control
moves to the rightmost robot.

As the player controlling the robots becomes
more skilled he may want to switch control from
robot to robot at will. This can be done by using one
of three keyboard keys. To make the joystick control
the leftmost robot press the semi-colon key; to make
the joystick control the center robot press the plus
sign key; to make the joystick control the rightmost
robot press the multiplication sign key.

FIRING
Both the hunter and the robot can fire in many
different directions. To rotate the arm — and the

weapon — of either the hunter or the robot, do this:
press the joystick button and hold it down. While
the button is depressed you may move the joystick in
any direction and this will cause the arm to rotate. As
soon as you let go of the red button the weapon will
fire.

If you wish to fire without moving the direction of
the weapon simply press and release the red button
on your joystick.

SCORING

Points are awarded to the hunter but not to the
robots. The robots get their pleasure solely from
frustrating the hunter. Scoring is as follows: the
hunter gets ten points per level for each robot
destroyed with a 1,000 point bonus for making it
through all eight levels.

TYPING IN THE PROGRAM

The program listing follows these remarks. To use
it, type the program in from BASIC and run it. Each
line of numbers is followed by an additional number
which checks on your typing. If you make a mistake
on any line the computer will tell you so. To correct
the mistake, retype the line that had an error.
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A nice feature of this game is that I have built in a
procedure to create a “boot’’ tape so you won'’t have
to type all those numbers more than once. After
typing in the numbers put a blank tape in your
cassette recorder. Type RUN. You will hear a loud
buzz. Press any key. The computer now creates a
“boot” tape which contains your copy of Maniac!

To use this “boot” tape remove all cartridges from
your machine. Hold down the start key and close the
lid simultaneously. When the computer beeps press
any key and the program will load and execute itself.

It is my sincere hope that, besides being an
enjoyable game, Maniac! will prompt other
programmers to submit assembly language games to
this magazine. [

5 CLR

10 @=0

20 LINE=4990

100 DIM X$(5100)

110 P=0

112 LINE=LINE+10

120 FOR I=1 TO 16

130 @=0+1

140 READ J

143 IF J=999 THEN 1000

145 X$(Q)=CHR$ (J)

160 P=P+J

180 NEXT I

200 READ J:IF P=J THEN 110

220 ? "ERROR IN LINE";LINE

240 STOP

1000 OPEN #1,8,128,"C:"

1020 ? #1;X$

1040 CLOSE #1

5000 DATA 0,31,0,44,35,64,169,60,141,2
,211,169,119,141,231,2, 1439

S010 DATA 133,14,169,79,141,232,2, 133,
15, 169,38, 133,10, 169, 64, 133, 1634

5020 DATA 11,24,96,96,83,58,32,28,76,3
2,55,72, 162,255, 141,30, 1251

5030 DATA 208,232,224, 4,240,246,142,18
4,79,169,2,141,187,79,32, 148, 2317

5040 DATA 75,172, 185,79, 185,232, 76,133
, 176,133, 180, 185, 233,76, 133,177, 2430
S050 DATA 133,181,189,127,79,24,201,3,
176,18,32,210,64,32,184,65,1718

5060 DATA 32,38, 68,32,173,70,32, 223,468
,32,17,71,189,159,79,201, 1484

S070 DATA 0,240,6,32,108,70,32,179, 69,
32,108,65,1469,11, 24, 237, 1382

5080 DATA 191,79,141,188,79,169,2,141,
190,79,32, 189,75, 173, 188,79, 1995

5090 DATA 141,181,79,32,61,65,32,253,7
3,32,178, 64,32,180,71,32, 1506

5100 DATA 248,71,173,127,79,201,7,240,
3,76,49,64,32,127,72,76, 1645

5110 DATA 44,64,173,252,2,141,0,136,17
3,200,79,201,1,208,1,%6,1771

5120 DATA 173,252,2,201,7,240,46,201,6
,240,34,201,2,240,22,76, 1943

5130 DATA 250,644,189, 135,79,24,233,47,
157,173,79, 189, 139,79, 24, 233, 2094

5140 DATA 16,157,177,79,96,169,1,141,1
95,79,76,250,64,169,2,141,1812

S150 DATA 195,79,76,250,64,169,3,141,1
95,79,172,195,79, 185, 127,79, 2088

5160 DATA 24,201,2,176,1,96,173,207,79
»24,201,0,176,5,169,2,1536

5170 DATA 141,207,79,206,207,79,173,20
7,79,201,1,240,1, 96, 169,0,2086

5180 DATA 141,207,79,160,1,185,127,79,
24,201,2,144,7,200,152,201,1910

S190 DATA 4,208,242,96,140,195,79, 1469,
255, 141,252, 2,96, 142, 182,79, 2282

5200 DATA 140,183,79, 162,255, 232, 236, 1
81,79, 240,11, 160, 255, 200, 152, 201, 2766
5210 DATA 255, 208,250,76,69,65,174,182
,79,172,183,79,96, 142, 182,79, 2291

5220 DATA 16&2,255,232,236,181,79,208,2
50,174, 182,79, 96, 189, 127,79, 24, 2553
5230 DATA 201,2,176,1,96,24,201,7,144,
1,96,24,105,10,141,187,1416

5240 DATA 79,169,15,141,184,79,32,148,
75,173, 185,79, 24, 109, 230, 76, 1798

5250 DATA 133,178,173,186,79,109,231,7
6,133,179, 165, 176, 24, 125, 139, 79, 2185
5260 DATA 133,176,165,177,105,0,133,17
7,160,0,177,178, 145,176,200, 152, 2254
5270 DATA 201, 15,208,246,254,127,79,96
,189,131,79,201,1,208,1,96,2132

5280 DATA 224,0,240,14,236,195,79, 240,
3,76,216,65,173,121,2,76, 1960

5290 DATA 38,67,189,120,2,76,38,67,169
,1,157,131,79,173,191,79,1577

5300 DATA 141,187,79,169,10,141,184,79
,32,148,75,173, 10,210, 24, 205, 1867
5310 DATA 185,79,144,1,96,189,139,79,2
4,205,139,79, 144,50, 24, 233, 1810

5320 DATA 1,24,205,139,79,176,35,169,1
5,141,114,3,189, 135,79, 24, 1528

5330 DATA 205, 135,79, 144,15, 24,205, 135
,79,176,3,76,38,67,32,163,1576

5340 DATA &6,76,38,67,32,224,66,76,38,
67,32,54,66,76,9,b6,1053

5350 DATA 32,110,66,76,%,66,189,173,79
,133,85,189,177,79,24,233,1720

5360 DATA 0,133,84,32,36,70,160,0,177,
178,201, 0, 208, 29, 230, 85, 1623

5370 DATA 32,36,70,173,181,79,201,0,20
8,17,198,85, 198, 85,32, 36, 1631

5380 DATA 70,173,181,79,201,0,208,3, 16
9,14,96,169,15,96,189,173, 1836

5390 DATA 79,133,8S,189,177,79,24, 105,
17,133,84,32,36,70,160,0, 1403

5400 DATA 177,178,201,0,208,229, 230,85
,32,36,70,173,181,79,201, 0, 2080

5410 DATA 208,217,230,85,230,85, 32,36,
70,173, 181,79,201,0, 208, 203, 2238

5420 DATA 169,13,96,189,173,79, 133,85,
189,177,79,133,84,32,36,70,1737

5430 DATA 169,16,141,181,79,160,0,140,
183,79,160,0,177,178,201,0, 1864

5440 DATA 208,94,165,178,724,109,193,79
, 133,178, 165,179,105,0,133,179,2122
S450 DATA 172,183,79,200,152,205,181,7
9,708,221,173,114,3,41,11,96,2118
5440 DATA 189,173,79,24,105,8, 133,85,1
89,177,79,13%,84,32,36,70, 1596

5470 DATA 169,16,141,181,79,160,0,140,
183,79, 160,0,177,178,201,0, 1864
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7920 DATA 48,44,56,48,44,49,52,52,44,4
9,52,52, 44,50, 49,54, 787

7930 DATA 44,49,50,56,44,52,44,50,44,5
6,44,54,52,44,48,44,775

7940 DATA 49,48, 44,49,50,56,44,52,44,5
1,50, 155,22, 28, 40, 40,822

7950 DATA 1,50, 44,52,44,56,44,52,44,48
,44,50,44,49,44,52,718

7960 DATA 44,48, 44,49,50,56,44,48,44,5
3,44,48, 44,50, 44,48, 758

7970 DATA 44,54,52,155,32,28,39,39,1,4
9,44,50,44,52,44,50,777

7980 DATA 44,48,44,50,44,48,44,48,44,4
8, 44,48, 44,50, 44,48,740

7990 DATA 44,49,44,48,44,49,50,56,44,4
8, 155,42,28,37,37,1,776

8000 DATA 48,44,49,44,50,44,49,44,48,4
4,48,44,48,44,48,44,740

8010 DATA 48,44,49,44,48,44,48,44,48,4
4,48,44,48, 44,48, 155,848

8020 DATA S2,28,37,37,1,48,44,48,44,48
,44,48,44,48, 44,48, 66T

8070 DATA 44,48,44,48,44,48,44,48,44,4
8, 44,48, 44,48,44,48,736

g040 DATA 44,48,44,48, 155,62, 28,39,39,
1,48, 44,48, 44,48,44,784

8050 DATA 48,44,51,44,48,44,54,44,55,4
4,48,44,55,44,51,44,762

B8040 DATA 55,44,54,44,48,44,48,44,49,5
3,57, 155,72, 28, 53,53, 901

8070 DATA 1,48,44,49,53,57,44,48,44,49
,57,57,44,50,56, 44,741

BOBO DATA 49,53%,57,44,53,50,44,49,53,5
7,44,55,56,44,49,5%,810

8090 DATA S7,44,55,56,44,48,44,55,56,4
4,48,44,55,56,44,48,798

8100 DATA 155,82,28,51,51,1,53,48,44,4
8,44,51,48, 44,48,44,840

8110 DATA 48,44,52,48,44,48,44,52,48,4
4,52,48,44,52,48,44,760

2120 DATA 52,48,44,56,48,44,52,48,44,4
7,49, 48, 44,55,56, 44,781

8130 DATA 49,49,48,155,92,28,57,57.1,5
4,52,44,49,48,48,44,875

8140 DATA 999

®

BACK ISSUES
OF
A.N.A.L.O.G.
ARE NOW
AVAILABLE!
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: SOFTWARE :
» — SAMPLE DISCOUNTS — &
1 ADVENTURE INT'L &
REG. PRICE OUR PRICE 98
> Adventures 1-12 (T) 19.95 16.90 g
Mountain Shoot (T) 14,95 12.70 3
) Rear.Guard (T) 19.95 16.90 g
» 3D Tic Tac Toe (T) 19.95 16.90 ¢
ARCADE PLUS [
Ghost Hunter (T) 29.95 25.50 &
Pro Football (T) 29.95 25.50
) ATARI INC. &
» Caverns of Mars (D) 39.95 35.10 &
@ Missile Command (C) 44,95 39.50 &
D Centipede (C) 44,95 39.50 ¢
'!9. Pac Man (C) 44,95 39.50 &
S Technical User Book 29.95 26.30
] AUTOMATED SIMULATIONS g
Crush, Crumble Chomp (T) 29.95 25.45
3
» Ricochet (T) 19.95 16.90 &
2 DATASOFT &
Tumble Bug (D) 29.95 25.45 B
3 Text Wizard (D) 99.95 87.90 g
K-BYTE
% K-Razy Shootout (C) 49.95 43.90 ?
» ON LINE SYSTEM G
& Crossfire (D) 29.95 25.50 §B
3 Jawbreaker (D) 29.95 25.50 &
Frogger (D) 34.95 30.70 §
3 ROKLAND INC. a2
9 Deluxe Invaders (D) 34.95 30.70 ¢
Gorf (D) 39.95 35.10
Wizard of Wor (D) 39.95 35.10 ¢&
4 VISICORP &
Visicalc (D) 250.00 219.00 <
» ATARI PROGRAM EXCHANGE I
'I;' Block Buster (T, D) 14.95 13.10 §
) Eastern Front (T, D) 29.95 25.40 Z
D 747 Landing Simulator (T, D) 17.95 15.80 &
MISCELLANEOUS i.
% Canyon Climber (T, D) 29.95 26.90 «
2 Micro Painter (D) 34.95 31.40
Fantasyland 2041 (D) 59.95 50.90 B
B Zardon 40K (D) 29.95 26.30 &
Action Quest (D, T) 29.95 26.30 SI’
Y NEARLY 1000 ATARI PRODUCTS IN OUR CATALOG &
» HOW TO ORDER: Send check or money order or call our toll free
number and use your Visa Card. Shipping on software is $2.00 per ;.
» order anywhere in USA. Hardware shipping call for cost. CA «
% residents add 6% sales tax. Add 3% for VISA or MC. Equipment
subject to price change and availability without notice.
5 Call or Write for
4 FREE
D =)

ATARI PRODUCTS CATALOG
with nearly 1000 items
at DISCOUNT prices

ORDER PHONE
1-800-235-5759

Phone for Information or Business 1-805-967-3889
» ROYAL SOFTWARE 5138 Hollister Avenue

* Atari is Trademark of Atari Inc. Santa Barbarav CA 931 11

RS S G SRS S S
IR

NGRS G
B2 23 Nodald Nofe s> ‘\: .gcﬂ’ "\: o‘cf” w

Ry



Scene from BETA FIGHTER during creation using the DRAWPIC graphi

HODGE PODGE: by Marsha Meredith
(Atari and Apple)
NOW AVAILABLE FOR ATARIIH This captivating
_program is a marvelous learning device for children
from 18 months to 6 years. HODGE PODGE consists
of many cartoons, animation and songs which appear
when any key on the computer is depressed. A must
for any family containing young children.
PRIGE- .. = v $19.95 diskette

O PM EDITOR: by Dennis Zander (Atari, 16K)

Create your own fast action graphics game for the
Atari 400 or 800 using its player missile graphics fea-
tures. By using player data stored as strings, players can
be moved or changed (for animation) at machine lan-

uage speed. All this is done with string variables
?PO%(Y)= HIP4). This program is designed to permit
creation of up to 4 players on the screen, store them as
string data and then immediately try them out in the
demo game included in the program. Instructions for
use in your own game are included. PM EDITOR was
used to create the animated characters in ARTWORX
RINGS OF THE EMPIRE and ENCOUNTERAT QUESTAR V.
PRICE $29.95 cassette $33.95 diskette

O ROCKET RAIDERS by Richard Petersen (Atari24K)
Defend your asteroid base against pulsar bombs, roc
kets, lasers, and the dreaded “stealth saucer” as aliens
attempt to penetrate your protective force field. Precise
target sighting allows you to fire at the enemy using mag
netic impulse missiles to help protect your coiony and
its vital structures
PRICE $19.95 cassette $23.95 diskette
O FOREST FIRE TWO: by Richard Petersen (Atari 24K)
FOREST FIRE has been enhanced and now offers a two
player mode for head to head competition to see who can
survive, suffer the least damage and put their fire out first.
User input now determines landscape, wind and weather
conditions, offering limitless game variation. FOREST FIRE's
excellent color graphics have been made even better, turning
your computer into a super-detailed fire scanner. .
PRICE 5 o 5w s s o 6 6 $16.95 cassette $20.95 diskette

O GIANT SLALOM: by Dennis Zander (Atari, 16K)

Bring the Winter Olympics to your computer anytime of
the year! Use the joystick to guide your skier's path
down a giant slalom course consisting of open and
closed gates. Choose from three levels of difficulty.
Take practice runs or compete against from two to
eight additienal skiers.
Pl§|CE B ol .. $15.95 cassette $19.95diskette

OTHE PREDICTOR by Thomas Barker
(Apple, Atari, TRS-80, North Star and CP/M (M-BASIC)
This is a complete package that covers least squares
fitting of parameters for two or more variables. THE
PREDICTOR can be used for predicting sales and pro-
cess behavior, trend analysis, model building and many
other uses calling for multilinear regression techniques
Each option in the program is prompted with simple
YES/NO commands making it very easy to use
PRICE $29.95 diskette

cs editor.

O PILOT: by Michael Piro (Atari, 16K)

Pilot your small airplane to a successful landing usin
both joysticks to control throttle and attack angle. PlLO%
produces a true Ferspectlve rendition of the runway,
which is constantly changing. Select from two levels of
pilot proficiency.

PRICE ... $16.95 cassette $20.95 diskette

O TEACHER'S PET: by Arthur Walsh (Atari, Apple,

TRS-80,PET, North Star and CP/M (MBASIC) systems)
This s an introduction to computers as well as a learn

Ing tool for the young computerist (ages 3-7). The pro

gram provides counting practice, letter-word recognition

and three levels of math skills.

PRICE 3 $14.95cassette $18.95diskette

O MAIL LIST 3.0: (Atari, Apple and North Star)

The very popular MAIL LIST 2.2 has now been up-
graded. Version 3.0 offers enhanced editing capabilities
to complement the many other features which have made
this  program so popular. MAIL LIST is unique in its
ability to store a maximum number of addresses on one
diskette (typically between 1200 and 2500 names!).
Entries can be retrieved by name, keyword(s) or by zip
codes. They can be written to a printer or to another
file for complete file management. The program pro-
duces 1, 2 or 3-up address labels and will sort by zip
code (5 or 9 digits) or alphabeticall (by last name). Files
are easily merged and MAIL LIS¥ will even find and
delete duplicate entries! The address files created with
MAIL LIST are completely compatible with ARTWORX

FORM LETTER SYSTEM.
PRICE i s . $49.95diskette

O THE VAULTS OF ZURICH: by Felix and Greg Herlihy
(Atan, 24K, PET)
Zurich is the banking capital of the world. The rich and
powerful deposit their wealth in its famed impregnable
vaults. But you, as a master thief, have dared to under-
take the boldest heist of the century. You will journey
down a maze of corridors and vaults, eluding the most
sophisticated security system in the world. Your goal is
to reach the Chairman’s Chamber to steal the most trea-
sured possession of all: THE OPEC OIL DEEDS!
PRICE . ... ... $21.95cassette $25.95 diskette

0O BRIDGE 2.0 by Arthur Walsh (Atari (24K), Apple
TRS-80, PET, North Star and CP/M (MBASIC) systems)
Rated #1 by Creative Computing, BRIDGE 2.0 is the
only program that allows you to both bid for the contract
and play out the hand (on defense or offense!). Interest-
ing hands may be replayed using the “duplicate” bridge
feature. This is certainly an ideal way to finally learn to
play bridge or to get into a game when no other (human)
players are available.
CE ~o...... $17.95 cassette $21.95diskette

O ENCOUNTER AT QUESTAR IV: by Douglas McFarland
(Atari, 24K)
As helmsman of Rikar starship, you must defend
Questar Sector IV from the dreaded Zentarians. Usmg
%our plasma beam, hyperspace engines and wits to avoi
entarian mines and death phasers, you struggle to stay
alive. This BASIC/Assembly level program has super
sound, full player missile graphics and real time action
... $21.95 cassette $25.95 diskette

ARTWORKX.IT'S A WHOLE
NEW WORLD OF SOFTWARE.

NEW PROGRAMS!

HAZARD RUN: by Dennis Zander (Atari, 16K)
The sheriff has spotted you and you must make the
treacherous run through Crooked Canyon past
- Bryan's Pond to the jump at Hazard Creek and safety.
You can even put the joystick-controlled GEE LEE car
upon twowheels to make it through some tight spots.
A lead foot is not always the answer as you dodge
trees, rocks and chickens in this nerve-racking game.
HAZARD RUN employs full use of player/missile
graphics, re-defined characters and fine scrolling
 techniques to provide loads of fast action and visual
excitement.
PRICE. ... . $27.95 cassette $31.95 diskette

BETA FIGHTER: by Douglas McFarland (Atari, 16K)

See who will be the ace gunner in this action game

set on a spectacular Martian landscape. BETA

FIGHTER can be played with one or two players and

- uses player/missile graphics and delightful sound
effects.

PRICE. ' = . $16.95 cassette $20.95 diskette

DRAWPIC: by Dennis Zander (Atari 16K)

DRAWPIC provides the user with an unbelievably
easy way to create screens in graphics modes 3-7.
Just sit back with your joystick and use POINT PLOT,
DRAW LINE, RUBBER BAND fill and COLOR SET to
create beautiful images on your Atari. Full or partial
screen images are saved as string data in the program
and can be instantly recalled and combined into new
images using machine language subroutines. These
graphic images can be easily incorporated into your
own programs. The images of HODGE PODGE and the
landscape of BETA FIGHTER were made using
DRAWPIC.

PRICE .. $29.95 cassette $33.95 diskette

T: ATEXT DISPLAY DEVICE: by Joseph Wrobel
- : (Atari 16K)
T: is an auto-loading, co-resident assembly lan-
guage routine which greatly expands the display
capabilities of the Atari, It allows you to freely inter-
mix both text and graphics without the use of modi-
fied display lists, PEEKS or POKES. This is done by
defining a new device (“T:""); printing to that device
puts text onto the screen. The size of the text is
determined by the graphics mode used.
PRICE. ... .. $17.95 cassette $17.95 diskette

ORDERING INFORMATION

Call ARTWORX toll-free number to order
direct:

800-828-6573

'n New York, Alaska, Hawaii call:

(716) 425-2833

All orders are processed and shipped
within 48 hours.

Shipping and handling charges:

Within North America: Add $2.00

Outside North America: Add 10% (Air Mail)
New York State residents add 7% sales tax
Quantity Discounts:

Deduct 10% when ordering 3 or more
programs

Ask for ARTWORX at your local computer
store.

Write for FREE Catalogue listing more
information about these and other quality
ARTWORX programs.

150 North Main Street Fairport, NY 14450




ISSUE 6

A.N.A.L.O.G.

PAGE 21

The Program Doctor

SOFTWARE REVIEW:
MATCH RACER

by Gebelli Software

1771 Tribute Rd., Suite A
Sacramento, CA 95815

Requires 16K with disk drive
Disk $29.95

Review By The Program Doctor

Many of you have seen the Indy 500 race game for
the VCS or the Mattel Intellivision Auto Racing Car-
tridge, and wondered when there would be a car
game that utilized all of the ATARI’s capabilities.
Well, race fans, here it is!!!

Picture yourself driving on a two-lane blacktop
with your best friend or enemy, attempting to navi-
gate a vertically scrolling, randomly changing course
with oil slicks, ice patches, rocks, tunnels, barricades
and curves, constantly battling for position.

This 16K machine language program, only avail-
able at this time on disk, has been developed by Bill
Hooper of Gebelli Software. The graphics and sound
depict a realistic car race. When you bump a car on
the oil slicks the cars slide from side to side, and you
hear a whoosh simulating the sound of cars traveling
over oil. On theice patches if you are hit you can lose
control of your car. You can even lock wheels and
force your opponent into a wall. Some of the sec-
tions are bordered by bricks, and when driving over
them the cars bounce up and down, and you hear the
effect of your spinning wheels traveling over them.
‘This is one of the nicest effects of this game.

Upon loading the game you are greeted by a very
snappy tune. Odometers keep track of the mileage,

which is important to watch because of the speed. At
5 miles you increase to Novice level, at 15 miles to
Expert level and at 45 miles the speed reaches Free-
way level. You may also use the Option key to select-
one of these speeds to begin. It is a 1 or 2 player
game, but the 1 player version is not very challeng-
ing. Every 10 miles you receive a bonus car.

It is hard to find anything wrong with this program
without sounding really picky, but here goes. There
is no announcement of who wins — you can only tell
by looking at the odometers, and you cannot restart
a race in the middle. You must either play through or
crash out your cars.

This is a great game for taking out your frustra-
tions on each other. Gebelli has two other releases,
Andromeda and Pathfinder. These will also be on
disk and possibly cartridges, but no cassettes. The
realism of Match Racer, along with its vertically
scrolling screen, hi-res graphics and sounds make
this game an excellent addition to your program li-
brary, and at $29.95 it is well worth the money. O

Match Racer Ratings Chart
(1 Unsatisfactory - 10 Ideal)

L ©@70] o] o] =i LR S SOtk SRR 8
Originality s .o o b % lihrate 8
Challenge:: « o » &% dribotimizn g s 7
SKILl & 0006 505 51808 55 5508 5550 0,5 o Sontabains 304 6
Graphics/Sound ................ 9
Overall Rating................ 7.6

SOFTWARE REVIEW:
SOFTPORN ADVENTURE

by On-Line Systems
36575 Mudge Road
Coarsegold, CA 93644

Requires 40K and disk drive
Disk $29.95

What red-blooded American computer freak
would not jump at the chance to go to “Lost Vague-
ness’’ with the sole purpose of seducing three girls?
This is your task as you make your way through
Softporn Adventure, the first of several adven-
tures to be released for the ATARI by On-Line.
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You travel through the city in the year 2020,
visiting sleazy bars, hookers, pimps, casinos and
much, much more. Although the program is written
in Basic, response time is fast, and descriptions are
full paragraphs. The addition of clever graphics in
what is basically a text adventure adds to the fun.
However, the casino graphics could have been done.
with more pizazz. Also, if the prompt questions were
in inverse, it would make for easier reading.

The major criticism is that, once again, we are

forced to translate Apple instructions. WHEN,

WILL THEY LEARN?? To save a game in progress,
ignore the Apple directions and simply type “SAVE
GAME”. You will be prompted by the program on
how to continue.

This is a good party adventure, which has proven
to be entertaining and funny. Many hours of enjoy-
ment will be spent solving this delightful fantasy, to
which a sequel is already in the works. O

Softporn Adventure Ratings Chart
(1 Unsatisfactory - 10 Ideal)

Concept . v s ki s Fonit s s e 8
(6] (o [1aY=1 1157 AEI R TR & Sy s 6
ChallenGe civmb e o wsish b sl s 5
SIS s a BN o e e s g s 5
Graphics/S0UNd ; « v.wiseslin sy eolsis 1
Overall Ratingi: s « oo 4558w tig o 5

K-Razy Shoot-Out

from K-Byte A Division of Kay Enterprises
P.O. Box 456
1705 Austin Street
Troy, Michigan 48099

Cartridge $49.95

The sign of a good fix for a true video game junkie
is a game so addictive that he is totally obsessed with
it. He doesn’t eat, doesn’t talk, doesn’t sleep and
plays and plays until his hands hurt and even then he
does not stop. And so I sit here, bleary-eyed, with my
left hand so sore that I cannot hold a joystick, relax-
ing for the first time in four days after a massive binge
with K-Razy Shout-Out.

The object of the game is to advance your Space
Commander into the Alien Control Sectors, elim-
inate the Alien forces and escape from the sector.

The sectors are created at random with millions of-

combinations of barriers and escape routes, so no
two games or game levels are identical. There are
seven sectors, each one more challenging. You must
destroy all Alien Droids in a sector before advancing
to the next sector. The Droids can be destroyed by
being shot by you or by each other, or by colliding
into a barrier or each other. The first sector is

manned by simple unarmed Droids. As you advance
to sector 2 they become more numerous and sophis-
ticated, and return your laser fire. By the time you
reach sector 5 the Droids move and shoot very fast.

You have three Space Commanders as you begin.
You can lose a commander several ways; if you run
into a barrier, if you are hit by Alien fire, if you come
in contact with a Droid or with the radioactive debris
that follows the elimination of an Alien Droid.

To complicate matters, there is a sector count-
down bar at the top of the screen. At the start of each
sector this bar is green. It moves left, as the game
proceeds, and turns yellow then red. If you can
eliminate all Droids and escape while in the green,
you receive 1000 bonus points and in the yellow,
300 bonus points. If the bar is red you receive no
bonus points for that sector. If you leave the sector
before all Droids are eliminated, you may be forced
to replay the sector gaining no additional points
before you can advance. The penalty for running is
severe.

You receive points for each Droid destroyed - 10
points if a Droid collides with a barrier or another
Droid, 50 points if shot by another Droid and 100
points if shot by you in sector 1-3 and 200 points in
sector 4-7. For each 10,000 points you receive an
additional Space Commander, with a maximum of 4

in reserve at any one time.

Atter you lose all your Commanders, your final
score is shown, along with your time, number of
casings (1 casing = 50 bullets) and your ranking.
There are six classifications: Goon, Rookie, Novice,

.Gunner, Blaster and Marksman, each with 5 levels.

(1-high/5-low) Rank is determined by number of
points, number of casings and speed.

The graphics and sounds are terrific!!! There are
also lots of nice little touches. When you fire (you
may fire in each of the eight major joystick positions)
your Space Commander kneels and points in that
direction. The Droids turn to the direction they are
moving as they advance towards you, simple but
effective. When there are six Droids left in a sector,
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you turn green. This is helpful, because only 3
Droids are in sight at any given time and as 1 is
destroyed another pops up at random around the
edges of the sector. g
The game comes as a ROM cartridge, the only
third party software to be sold this way. No cassettes
that won’t load,no disks with bad sectors or missing
parts, just pop the cartridge in and it works first time,
every time. The game comes from a newcomer into
the ATARI market, K-Byte, a division of Kay Enter-
prises. K-Byte has told this reviewer that they will
totally support that ATARI, and at least for now,
only the ATARI. Hooray!!! They have four more
programs scheduled for release within the next 30 to
60 days, 3 more ROM cartridges and 1 disk, and I for
one am anxiously awaiting them. The only criticism
of this program is its price, $49.95, which I feel is a

FILEMANAGER 800

THE ATARI 800 DISK-BASED
FILE MANAGEMENT SYSTEM

At last... Make your ATARI a powerful

personal as well as professional tool.
FILEMANAGER 800 is exclusively designed for
the ATARI, using all the graphics and sound
teatures, to provide the easiest to use data
base yet.

Use FILEMANAGER 800 to create mailing

lists, inventory and business records,
customer lists, all tailored to your own needs!

FILEMANAGER 800 provides:

* USER DEFINED FORMATS

* INDEX ON ANY FIELD AT ANY TIME
* ULTRA-FAST SORT

* WILD CARD SEARCH

little steep, even for so much fun. Hopefully, as their * UP TO 9 PAGES PER RECORD

volume of sales increases, which I guarantee it will, » FULL SCREEN EDIT

the prices will come down. * SEARCH ON ANY COMBINATION OF
All'in all, this is a great game and I highly and with FIELDS

no reservations recommend it to you all.C] * FORMAT REPORTS AND MAILING LABELS

* SELF-PROMPTING SINGLE KEYSTROKE
COMMANDS

* AUTOMATIC DATA COMPACTION
* COMBINE AND CONVERT FILES

K-Razy Shoot-Out Rating Scale
(1 Unsatisfactory - 10 ldeal)

CONCEPts: v it o i BPEEE 10 * CHANGE FORMAT ON EXISTING FILES
OriginalilyE, St 2 o p ek 7 * ELEGANT HUMAN ENGINEERING
Chall i 10 + EXCLUSIVE DATALOCK * ELECTRONIC
EULIICI Sl o I s RaE Lo DAt :
S 10 e one
graf;"c,:/astﬁ%nd """""""" 9 g REQUIRES 40K AND A DISK DRIVE,
verallRating................ :

DODGERACER

Drive your race car through the maze
trying to escape the car bent on destroying

you!
The better you get the faster the action..
And when you're ready, challenge two cars

at the same time!
There are 12 game options for up to 4
players in this split-second game of reflex. ;

REQUIRES 16K AND JOYSTICKS.

TO
SUBSCRIBE?

CALL
TOLL FREE

1-800-345-8112
In Penna. 1-800-662-2444

. SYNAPSE SOFTWARE
IRY ROAD  KENSINGTON, CA 94707

K OF ATARI INC
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Using ADLI ToTwinkle A Starfield

by Joseph T. Trem
Amulet Enterprises

For many years there have been powerful com-
puters on the market which performed multi-tasking
functions. Not until a few years ago did the home
computer acquire this capability. At last!! ATARI!!!

Having a 6502 microprocessor for its brain, your
ATARI computer has the capability of using inter-
rupts. An interrupt is a tricky way of freezing the
state of the microprocessor while performing some
other function, then moving on when completed.
Here is an example. On a raster scan TV the picture
you see is drawn sixty times a second. The beam
starts in the upper lefthand corner and eventually
ends up in the lower righthand corner. Remember,
this is done sixty times a second. The time taken for
the beam to travel from the bottom of the screen
back to the top is called vertical blank. During ver-
tical blank, there is

single frame on your TV, all done sixty times a sec-
ond. In other words, there are 262 scan lines avail-
able on your TV.

ATARI designed their computer to evolve around
the architecture of your TV set. Even better, the dis-
play list uses all combinations of the scan line from
graphics O to graphics 8 and allows you to set up a
DLI on any line. For example, one could draw a scan
line, change the background color, and so on. The
final picture will appear to have a different color on
each line. To set up a DLI, there are a few steps which
have to be taken. First, we have to create a DLI rou-
tine in machine language that will do what we want.
This is called a service routine. Then we must let the
microprocessor know where to find that routine by

vectoring through $200 (low byte) and $201 (high

plenty of time for other
processing. Using an
interrupt, one could
check for vertical blank.
When vertical blank
occurs, perform some
other function, then
continue on. Some of
the more common func-
tions would be moving
player/missiles, updat-
ing score counters,
changing colors ... all
between Vblank, as itis
more commonly called.

dventur€ ...

INTERNATIONAL scoTT ADAMS, INC.

DO YOU WRITE
MICROCOMPUTER SOFTWARE?

WELL, IF YOU DO, WE WANT TO PUBLISH YOUR PROGRAM

JOIN THE RANKS

If these functions are
performed during Vblank
there is no unsightly
flicker on the screen.
Besides, Vblank is pro-
cessing time to kill,
right? ATARI goes a
step further by imple-

menting a display list’
interrupt or DLI. On a -

raster scan TV the beam
sweeps across the screen,
from left to right, moves
down one line, then
does it again. One sweep
of the beam is one scan
line. It takes 262 sweeps
of that beam to create a

IMAGINE HOW
YOUR PROGRAM
WOULD LOOK IN
OUR PACKAGE!

WE'RE LOOKING FOR

OUTSTANDING SOFTWARE

Original Arcade Games
Business Applications
Utilities

War Games
Adventures
Simulations

OF LEADING
AUTHORS IN THE
INDUSTRY BY
BECOMING AN
A.l. AUTHOR.

FOR ALL MAJOR

MICROCOMPUTERS
e APPLE ¢ ATARI
e TRS-80 « COMMODORE
e TEXAS INSTRUMENTS
e CP/IM = IBM
e XEROX  NEC

MOREW
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Sta“g‘::glg"?‘?shtics 7 Ne{'(iraP?lfcsDZIDSisplay Display List Interrupt Instruction Chart
ist wi et
Graphics Mode DLI Instruction
70 8 Blank lines 70 8 Blank lines
70 8 Blank lines 70 8 Blank lines Basic Antic Hex Decimal
70 8 Blank lines 70 8 Blank lines 0 $02 $82 130
4D Antic Mode 13 4D Antic Mode 13
(Basic mode 7) (Basic mode 7) None $03 $83 131
?8 38 None $04 . $84 132
oD 8D Antic Mode 13 MpHE 802 #85 g
with DLI set 1 $06 $86° 134
8‘8 S 2 $07 $87 135
oD 8D 3 $08 $88 136
0D 8D 4 $09 $89 137
FIG.-1 5 $0A $8A 138
6 $0B $8B 139
byte). That's 512 and 513 decimal. Next we set the Tape $0C 80 ot
display list lines that we want the service routine to 7 $0D $8D 141

occur after with a DLI instruction. Finally, we must

enable the DLI. Because the concept of the DLI is a Nong 40E JBE 5
hard one to follow and needs some understanding of 8 $OF $8F 143
assembly language, I have presented an example. . .a FIG.-2

picture is worth a thousand words. This program,
written in BASIC, twin-

" kles a starfield while
running player/missiles
... both appearing in-

dVCﬂtUIé, dependent of one ano-

A DIVISION OF ther. The program is

INTERNATIONAL scoTT ADAMS, INC.

well documented. In

CONTINUED FROM OTHER SIDE the example, the service

routine is located at

] $600. Every displfiy list
HERE'S WHAT WE OFFER YOU! L
DLl instruction (Fig.-1).

This was determined by
COMPETITIVE ; using the chartin Fig.-2.

ROYALTIES The DLI instruction for

PROFESSIONAL graphics 7 is 141 deci-
PACKAGING & mal. Included with the

ADVERTISING ‘ basic program is the as-
sembled listing of the

g‘:gE’Sgﬁ?l%r:]AL service routine which
simply stuffs colors in

FIRST-RATE SEND YOUR the color register. Hope-
EDITORIAL HELP PROGRAM & fully this program will
(IF YOU NEED IT) DOCUMENTATION help you gain a better
TO: understanding of the

! DLI. It is among the

WRITE FOR OUR A?VE;IT#HE IN;ER_NATIBONAt most po“ierful program-

c /0 Software Review Boar ming tools you can use.

AUTHOR INFORMATION BOX 3435 Take some time to un-
PACK 907 EAST STREET derstand the concept

OR... LONGWOOD, FL 32750 and you will greatly in-

We will give it personal attention.

crease your program-
ming expertise. O
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16 REM FLYICKERING STARFIELD

15 REM BY JOE TREM (¢} 1982

16 REM

19 REHM SETS GRAPHICS 7 FULL SCREEN, DR
AMWS SURFACE WITH SOUND

20 GRAPHICS 23:POKE 788,136:COLOR 1:F0
R H=8 T0 159:50UND B,10,X,4:PLOT K,95:

DRAWTO M, BO01RND (BYX5IHEKT X

29 REM CALCULATES DISPLAY LIST, SETS 5

PEED OF PLAYER TO B

38 SP=B:DLST=PEEK(S568)+PEEK(561) %256

39 REM SETS UP DLI FOR EACH GRAPHICS 7
SCAaN LINE

40 FOR L=6 TO B4:POHE DLSTHL,141:NEKT

49 REM READS MACHINE LANGUAGE ROLUTINE

INTO PAGE &

S8 FOR J=8 TO 3:READ A:POKE 1536%J,a:N

EXRT J

60 COLOR I:REM SETS COLODR TO FLICKER

69 REM PLOTS STARS WITH SOUND

?0 FOR H=i 71O S58:50UND O0,H,X,4:PLOT RN

D(BYX159,RND (B) 75 NEKT H

79 REM SETS STARTING ADDRESS FOR DLI (
PAGE 6) AND ENABLES DLI

80 POKE 512,8:POKE 513,6:POKE 54286,19
Y 4

99 REM SETS UP PLAYER/MISSILE 8

108 YP=#:POKE 559,62:PMBAS=PEEK(186)-3
2:POKE 54279,PMBAS:POKE 53277 ,3:PMB=PM
BASH256+16824

268 GOSUB 368

209 REM PLAYER/WISSILE COLOR, MOVE RIG
HT

218 POKE 764,INTI(RND(0)#15)%16+8:FOR X
=30 TO 238 STEP SP:POKE 53248,HK:50UND
0,X,8,4:NEXT K

228 GOSUB 3806

229 REM PLAYER/MISSILE COLOR, MDVE LEF
T

236 POKE 764,INT(RND(B)¥15)%16+8:FOR X
=236 TO 38 STEP -SP:POKE 53248,H:50UND
0,K,8,8:NEXT H:GOTO 288

299 REM ROUTINE ERASES OLD PLAYER, DET
ERMINES SPEED, AWD VERTICAL LOCATION O
F PLAYER @

368 SP=SP+1:FOR H=YP TO YP+4:POKE PMB+
H,0:NEXKT H:IF 5P>15 THEN SP=1

318 YP=IO+RND (8)#*150:POKE PMO+YP,24:P0
KE PMB8+YP+1,255:POKE PMB+YP+2,255:POKE
PMO+YP+3 , 24 :RETURN

399 REM MACHINE LANGUAGE DATA

408 DATA 142,24 ,.268,64

4186 REM NOTE TO ASSEMBLY PROGRAMMERS. .
WSYHC WAS NOT USED FOR MORE ERRATIC FL
ICKERING

®

0180 ; FLICKERING STARFIELD
#1i@ : DLI SERVICE ROUTINE

8128 ;

0138 : ADDRESS 50818 IS5 THE
9148 : COLOR/LUMINANCE REGISTER
8158 ; OF PLAYFIELD 2

8166 ;

8178 COLPF2=5D618

ai886 ;

8198 ¥-5688

8288 ;

6218 : SAUF WHATEVER IS5 IW THE
8228 : X-REGISTER IRTO PLAYFIELD
8238 : COLORZ HARDWARE REGISTER
8z48 ;

0258 STH COLPFZ ; STORE COLOR
8268 RTI ; RETURN FROM INTERRUPT
8278 ;

8288 .END

Atari is a reg. ™ of Atari, Inc.

(408) 446-3099

BASIC A+

BASIC A+ will rate an A+ from any Atari user! Upward compatible
with Atari Basic, it adds statements and features that enhance the Atari
800’s real power, flexibility, and ease of use: Superior |/0 features
for business and other applications. Additional file manipulation
commands. Significant help in program development and debug.
Structured programming aids. And MORE! A partial list of the en-
hancements of BASIC A+ includes:

RPUT/RGET (record 1/0) BPUT/BGET (binary 1/0) ERASE
PRINT USING SET TAB INPUT*...” DIR PROTECT RENAME
TRACE WHILE...ENDWHILE IF...ELSE...ENDIF
SUPERB PLAYER/MISSILE GRAPHICS
BASIC A+ requires a disk and 32K bytes of RAM. Since no cartridge is

used, BASIC A+ will take advantage of all the RAM (48K bytes) in a
maximum Atari 800 system (recommended) .............. $80

0S/A+
Completely compatible with Atari’'s DOS (version 2), but with an
advanced, command-driven console processor. Simple. Flexible.
Powerful. With an easy-to-use BATCH capability. 0S/A+ INCLUDES
all the following utilities (and more):
EASMD (Editor/ASseMbler/Debug) is our upgraded all-in-one
assembly language development package for the 6502 micropro-
cessor. The editor — with such features as FIND and REPLACE —
can even edit BASIC A+ programs. The assembler can include
multiple source files in a single assembly.
DUPDSK and FORMAT create master or slave disks. Make sector by
sector copies of any 0S/A+ disk.
COPY a simple, single file copy utility.
All of this power is included in our 0S/A+ package
For the utmost in capability and flexibility, our combination system
— BASIC A+ and 0S/A+ — is available ................. $150

SOFTWARE IN A CLASS BY ITSELF
AVAILABLE NOW THROUGH LOCAL DEALERS

Optimized Systems Software, Inc.
10379 C Lansdale Ave., Cupertino, CA 95014,

ISSUE 6
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INTRODUCING . . .

A 4 8 KMEMORY EXPANSION KIT * FOR THE

8K OR 16K
ATARI® 400

124

DEALER INQUIRIES INVITED

# COMPLETE WITH EASY TO FOLLOW INSTRUCTIONS AND ALL PARTS (SOLDERING IRON AND
PEN KNIFE NOT INCLUDED)
ATARI IS A REGISTERED TM OF ATARI, INC.

PLEASE SEND ME _____ 48K MEMORY EXPANSION KIT(S) FOR MY [ ] 8K AR 400
@ $124.9 PER KIT. TEXAS RESDENTS ADD 4% TAX. [] ek
[C] PLEASE SEND MORE INFORMATION. SEND CHECK OR MONEY ORDER TO:
SHIP TO: NAME Dynamic  TECHNOLOQES
ADDRESS RO. BOX 35l
CITY AND STATE ALLEN, TEXAS

Z|P CODE 75002
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TYPING TRAINER

by Regena

“Typing Trainer’’ is a program written in BASIC
for the ATARI 800 computer (16K) and utilizes color
graphics and sound to help a typing student practice
typing sentences for accuracy. There are 40 different
30-stroke sentences that are chosen randomly for
the drills. Each drill consists of ten different
sentences.

A sentence is shown on the screen. The student
types and enters it. If it is incorrect, an “‘uh-oh”
sounds and a “wrong’’ score is posted. The student
has time to review the sentence before continuing. If
the typed sentence is correct, a “‘right” score is
posted, the train whistle sounds, and there are two
blasts of steam from the engine’s smokestack.

The running total score is displayed on the screen
after each sentence. After ten sentences, the final
score is displayed and a tune is played.

After each drill of ten sentences the student may
choose whether to try again or not. If “N”’ for “no”’
is entered, the program ends. If “Y”" for ‘“‘yes” is
entered, the drill is repeated with ten different
sentences. Each drill chooses the sentences
randomly, and the drill may be performed four times
without sentences being repeated. After that, the
sentences are all available for four more drills. The
drills will be different each time because the
sentences are chosen randomly. This process
continues as long as the student wishes to continue.

Programming Techniques

ATARI does not allow arrays of string variables, so
an array of sentence numbers is used. The sentences
are numbered 1 through 40, where ] is the number.
Initially all A(J) are set to zero. After a sentence is
used, A(J)=1.

To print a sentence, first a number ] is chosen as a
random integer from 1 through 40 (Line 220). If
A(J)=1 the sentence has been used before and may
not be chosen again so another ] is chosen (Line
230). If A(J)=0, SENS$ is set equal to the Jth sentence
and the program branches to the drill (Lines 232-
250, 4000-4390).

After the drill has been performed four times
(using FLAG as a counter), all A(J) are reset to zero
so the sentences are all available for use in the next
drill (Line 180). ; '

To avoid the possibility of the student “crashing”
the program during responses, an INPUT procedure
is avoided. Instead, the program looks at what key is
pressed by using B=PEEK(764). Yes or no responses
are received by the student pressing “Y” or “N”’.
Any other key pressed is ignored.

When sentences are typed, the characters are
printed as each key is pressed until “RETURN" is
pressed (which indicates the student is finished
typing the sentence). The control keys or SHIFTing
are not allowed since a typist practicing sentences
should not backspace and type over letters nor type
capital letters in the middle of the sentence (actually
the student types all capital letters in the standard
computer mode but does not SHIFT). If a control
key or SHIFT is pressed, an asterisk is printed in that
character position of the student’s sentence.

To avoid scrolling, the student is permitted to type
only 34 characters in the sentence (Line 2005). The
student’s sentence is compared with the given
sentence either after “‘RETURN”’ is pressed or after
34 characters have been pressed.

To print the characters, the ASCII code of the
character is necessary. However, the B value returned
in B=PEEK(764) is NOT the ASCII code. By exper-
imentation, the B value for each key pressed on the
keyboard and for each key pressed with SHIFT
depressed was determined. All of the SHIFTed keys
had a B value greater than 63. The following table
was used to relate the ASCII code to each key
pressed and the corresponding B value. These ASCIL
values for L(B) are read in as data in Lines 1000-
1050. The zero values are used for B values that do
not appear or control keys that won’t print. An
asterisk is printed for any B value greater than 63.

Explanation of the Program
Variables Used
J Sentence number.
A(J) =0 for available sentence, =1 if
sentence has been used.

FLAG Counter for number of times drill
is performed.

WS Wrong score.

RS Right score.

PROB Counter for number of sentences

R =1 if sentence is typed correctly;
=0 if sentence is typed in-
correctly.

D Counter in delay loop for
SOUND.

B Value in PEEK(764) for key
pressed.

BB =1 for “yes” response; =0 for “no”
response.

I Counter in loop.

C, L ASCII value
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SEN$ Typing sentence. 999 End.
oLDB Holding variable for B value. Subroutines
K Counter for number of charac- y
ters printed in student's sentence 1000-1060 S.ubr_outme reads DATA for as-
c$ Character for key pressed. ;Ir%ag'sr:a% f:rst?slel incg?iitir:g key
;Sm Y,Y1,1 student's typed SBRICIEES 1900-2500 Su(tj)routinet prtinés t?e senttence
s A : : . and accepts student’s sentence.
X2,Y2,X3,Y3 Coordinates for graphics. 1905 Priris thie SE0lEnEs.
Line Numbers Procedure 1910-1930 Sounds a “beep” to indicate the
10 Prints title screen and plays student’s turn to type.
music. 2000 Initializes variables.
30 Prints instruction screen. 2005 Allows student to input up to 34
100 Dimensions variables. characters.
120 Reads in data for ASCII codes 2010-2400 Prints each character as the stu-
related to key pressed. dent types it. If the student tries
180-200 Initializes variables. to press a control or SHIFTed
202 Draws train. character, “*” is printed. The stu-
205 Initializes score to be zero. dent presses “RETURN” to end
210 Performs the drill for 10 sen- the sentence.
tences. 2410-2500 Sets R=1 if the sentence typed
220-230 Randomly chooses a sentence; if matches the given sentence,
the sentence has been used pre- otherwise R=0, then returns.
viously, chooses another one. 4000-4390 The given 30-stroke typing sen-
232-250 Depending on the J chosen, tences.
prints the corresponding sen- 5000-6840 Subroutine draws the train and
tence and prints the student’s coal car.
sentence; compares sentences. 7000-7490 Subroutine prints title screen
255-280 If sentence is incorrect, sounds and plays music.
“uh-oh” and increments wrong 8000-8160 Subroutine prints instructions
score. and waits for student to press
300-310 If sentence is correct, train toots “RETURN?" to continue.
whistle and blows steam; in- 9000-9080 Subroutine prints score and
crements right score. plays music. O
320 Prints running score.
330-345 Short delay for correct sentence,
longer delay for incorrect sen- 10 GRAPHICS 18:GOSUB 7000
tence. 30 GOSUR 8000
350 A(J)=1 indicates sentence J has 100 DIM A(40),L (63),SEN$ (30),T$(35) ,Cs
been used and will not be avail- ;;A,ggéag oo
able to use again.
355-360 Clears text screen and goes to e s e S e b
next sentence. 202 GOSUB S000
370 After ten sentences prints total 205 WS=0:RS=0
score on full screen and plays 210 FOR PROB=1 TO 10
music. 220 J=INT(40%XRND(1))+1
400-495 Asks the student “try again?” and 230 IF A(J)=1 THEN 220
wa‘i‘ts’for the student to press “Y” gg:‘; ii g:gg 135: gzi’
or *N", , 236 IF J>10 THEN 240
496 If the student pressed “N”, ends 238 ON J GOSUB 4000,4010,4020,4030,404
program. 0, 4050, 4060, 4070, 4080, 4090
510-530 If the student pressed “Y”, in- 239 GOTO 255
crements the number of times 240 JJ=J-10
the drill was performed. If the 242 ON JJ GOSUB 4100,4110,4120,4130,41
drill has been performed 4 times, 32:,54é50,4160,4170,4180,4190
: 0TO 255
resets all sentences to be avail- 244 J3J=J—20
able; branches to beginning of 245 ON JJ GOSUBR 4200, 4210,4220,4230,42

drill.

40,4250,4260,4270, 4280 s 4290
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246 GOTO 255

248 JJ=J-30

250 ON JJ GOSUR 4300,4310,4320,4330,43
40,4350, 4350, 4370, 4380, 4390

255 IF R=1 THEN 300

260 SOUND 0,84,10,14

264 FOR D=1 TO 40:NEXT D

268 SOUND 0,101,10,14

270 FOR D=1 TO 40:NEXT D

275 SOUND 0,0,10,0

280 WS=WS+1:60TO 320

300 GOSUR 3000

310 RS=RS+1

320 PRINT :PRINT RS:" RIGHT",WS;" WRON
Gll

330 IF R=1 THEN 345

340 FOR D=1 TO S00:NEXT D

345 FOR D=1 TO SO00:NEXT D

350 AGI) =1

355 PRINT :PRINT :PRINT

360 NEXT PROR

370 GOSUB 9000

400 GRAPHICS © ,

410 PRINT :PRINT :PRINT

420 PRINT "DO YOU WANT TO TRY AGAIN?"
430 PRINT :PRINT "PRESS Y’ FOR YES"
440 PRINT N’ FOR NO“

450 B=PEEK (764)

460 IF B=43 THEN BB=1:GOTO 490

470 IF B=35 THEN BRB=0:GOTO 490

480 GOTO 450

490 SOUND ©,23,10,8

492 FOR D=1 TO 10:NEXT D

494 SOUND 0,0,10,8

495 POKE 764, 255:B=255

496 IF BB=0 THEN 999

500 PRINT *

S10 FLAG=FLAG+1: IF FLAG=3 THEN 180
530 GOTO 202

999 END

1000 FOR I=0 TO 63

1010 READ C:L(I)=C:NEXT I

1040 DATA 76,74,59,0,0,75,43,42,79,0,8
0,85,0,7%3,45,61,86,0,67,0,0,66,88,90,5
2,0,51,54, 0, 53.50

1050 DATA 49,44 ,32,46,78,0,77,47,0,82,
0,69,89,0,84,87,81,57,0, 48,55, 0,56, 60,
62,70,72,68,0,0,71,83,65

1060 RETURN

1900 POKE 764,255:BR=255

1905 PRINT SEN$

1910 SOUND ©,47,10,14

1920 FOR D=1 TO 60:NEXT D

1930 SOUND 0,0,10,0

2000 OLDB=—1:T$=""

2005 FOR K=1 TO 34

2010 B=PEEK (764):IF B=255 THEN 2010
2020 IF B=0OLDR THEN 2100

2030 OLDB=R

2040 IF B=12 THEN 2400

2050 IF B>63 THEN C$="%":GOTO 2065
2060 C$=CHR$ (L (B))

2065 PRINT C%;

2070 T$(LEN(T$)+1)=C%

2080 NEXT K

2090 GOTO 2400

2100 I=INT(PEEK(S3775)/4):IF (I/2)=INT
(I/2) THEN 2010

2110 POKE 7&4,255:0LDR=—1
2120 GOTO 2010

2400 POKE 764,255:R=255

2410 IF T$=SEN$ THEN R=1:G60T0O 2500
2420 R=0

2500 RETURN

3000 FOR II=1 TO 2

3010 SDUND ©,50,10,14:SOUND 1,63,10,14
3025 COLOR 2

3030 GOSUBR 3500

3040 FOR D=1 TO 100:NEXT D

3050 SOUND 0,0,10,0:SOUND 1,0,10,0
3070 COLOR 0:GOSUB 3500

3090 NEXT II:RETURN

3500 PLOT 121,3

3510 PLOT 125,14:DRAWTO 126,10

3530 PLOT 124,14:DRAWTO 125,0

3550 PLOT 123, 14:DRAWTO 123,0

3570 PLOT 122,11:DRAWTO 121,4

3590 RETURN

4000 SEN$="HE FEELS SHE HAS A SAFE LEA
SE.":G0TO 1900

4010 SEN$="ANDY MUST GIVE MY BAND A HA
ND. ":GOTO 1900

4020 SEN$="SHE IS STILL AT THE LAKE SI
TE.":60TO 1900

4030 SEN$="THERE IS A QUICK QUIZ FOR H
IM. ":60T0 1900

4040 SEN$="JUST SOME OF US HAVE TO DO
IT.":60T0 1900
4030 SEN$="TWO OF THE GIRLS ARE HERE N
OW. ":60TO 1200
4060 SEN$="JANE STARTS HER TALK AT THR
EE.":607T0 1900
4070 SEN$="TRY NOT TO LOOK AT YDUR HAN
DS. ":60T0 1200
4080 SEN$="HE DID SEEK AID FOR THE TRU
Ck.":60T0 1200
4090 SEN$="CHECK THE PAPER FOR ANY MAR
ES.":60T0 1900
4100 SEN%="IT IS THIS DESK FILE HE SEE
KS.":60T0 1200
4110 SEN$="HE KNOWS HE MUST KEEP WORK I
NG.":60TO 1900
4120 SEN$="WE WOULD GIVE HIM A GOOD WA
GE.":60T0 1900
4130 SEN$="BRING ALL ROOKS TO THE TABL
ES.":60T0 1900
4140 SEN$="1 HOPE THAT TAX DDES NOT PA
-":60T0O 1200
4ISU SEN$="GREG BROUGHT IN A LARGE CHE
CE.":60T0 1200
4160 SEN$="IT IS UP TO THEM TO WORK HA
RD. ":GOTO 1900
4170 SEN$="PUT A LITTLE MORE EFFORT HE
RE.":60T0O 1900
4180 SEN$="HAVE A GOAL; WORK TO REACH
- ":607T0O 1200
4190 SEN$="ALL GLAD DADS HAD A GLASS J
AR. ":60TO 1900
4200 SEN$="IT IS HOW WE WORK THAT COunN
TS.":607T0 1200
4210 SEN$="TOM WAS QUICK TO SEND THE R
0X.":60T0 1200
4220 SEN$="REX WILL HAVE MUCH MORE TO
DO. ":60T0 1200

4230 SEN$="1 WILL GO TQ TOWN TO GET TH
EM.":60T0O 1200
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4240 SEN$="HE CAN LEND A HAND TO THE R
ay. ":GOTOD 1900

4250 SEN$="1 PAID THE MEN FOR THEIR WO
RK.":G0TO 1900

4260 SEN$="THE WORKER SAID HE STRUCK O
IL.":60OTO 1900

4270 SEN$="SHE SAID WE NEED A NEW CAMP
ER. ":G0TO 1900

4280 SEN$="1 BOUGHT THE RIG BROX OF BOO
KS.":GOTO 1900

4290 SEN$="WE SHOULD SET A GOAL FOR TH
EM.":GOTO 1900

4300 SEN$="TRY TO TYPE ALL THE BIG WOR
DS.":G0OTO 1900

4310 SEN$="WE MAY QUIT THIS WORK AT FI
VE. ":60TD 1900

4320 SEN$="YOU HAVE TO WORK FOR TWO DA
YS. ":60TO 1900

4330 SEN$="TRY TO GET ONE OR TWO OF TH
EM. ":G0TO 1900

4340 SEN$="YDUR BEST MEN WILL HELP DO
IT.":G0TO 1900

4350 SEN$="HAVE THE BROYS DO THE WORK N
OW. ":G0TO 1900

4360 SEN$="LET HIM PROVE THE RIGHT THI
NG. ":G0TO 1900

4370 SEN$=“THEY SHOULD READ MY GOOD BO
OK.":60TO 1900

4380 SEN$="SHE CAN DO A BIG JOR THE BE
ST.":G0TO 1900

4390 SEN$="DAVE MADE A CAGE FOR HIS PE
TS.":G0TO 1900

S000 GRAPHICS 7:COLOR 1

S00S COLOR 1

5010 FOR Y=20 TO 25

5020 PLOT S5,Y:DRAWTO 88,Y

S040 NEXT Y

5050 FOR Y=26 TO 37

5060 PLOT 60,Y:DRAWTD 65,Y

5080 PLOT 83,Y:DRAWTO 88,Y

5100 NEXT Y

5110 FOR Y=38 TO S8

S120 PLOT &0,Y:DRAWTO 130,Y

5140 NEXT Y

5150 FOR Y=34 TO 37
5160 PLOT 97, Y:DRAWTO 1
S180 NEXT Y

5190 PLOT 98,33:DRAWTO 102,33
5210 PLOT 100,32:PLOT 122,38
5230 DRAWTO 118,18

5240 DRAWTO 122,15

5250 DRAWTO 126,15

5260 DRAWTO 130,18

5270 DRAWTO 126,38

5280 COLOR 2

S290 PLOT S59.58:DRAWTO S0,58
5310 FOR X=49 TO 19 STEP -1
5320 PLOT X,40:DRAWTO X,S8
5340 NEXT X

5350 COLOR 3

S360 X1=120:Y1=56&

5370 GOSUR &000

5380 X2=80:Y2=48

5390 GOSUR &S00

5392 X3I=37:Y3=59:GOSUR 6200
5395 X3I=27:Y3=59:GOSUR &200
5400 FOR II=2 TO 4

ol
el

Y

S410
S420
5430
5440
S450
5460
5470
S480
5490
&000
AHQ1O
LHOZ20
&LHOZO
&040
HOD0
AHOLO
HO70
&£080
L0920
£200
L2205
6210
6220
6230
6240
LH250
&L&260
&270
&280
6290
£Z00
&£300
6510
&520
6530
LS540
6550
&560
6570
&£580
&£590
L6000
6610
620
HL30
6640
LHESO
L6600
6670
&680
6690
&700
&710
&720
LH7E0
&740
&H730
L7460
&770
6780
&790
&£800
6810
&820
6830
&840
7000

PLOT IIX10,39
DRAWTD T1I1%10+8,39
PLOT II%10+2,3
DRAWTD IIX10+7,38
PLOT IIX10+3,37
DRAWTO TIX10+7,37
PLOT IIX10+5,36&
NEXT II

RETURN

FLOT X1,Y1

DRAWTO X1+4,Y1
DRAWTO X1+47,Y1+3

DRAWTO X1+7,.Y1+7
DRAWTO X1+4,Y1+10

DRAWTO X1,Y1+10
DRAWTO X1-3,Y1+7
DRAWTO X1-3,Y1+3
DRAWTOQ X1,Y1
RETURN

COLOR 3

PLOT X3,Y3
DRAWTO X3+4,Y3
DRAWTO X3+6,Y3+2
DRAWTO X3+6&, Y3I+6
DRAWTO X3+4,Y3+8
DRAWTO X3, Y3+8
DRAWTO X3-2, Y346
DRAWTD X3-2, Y342
DRAWTO X3,Y3
PLOT X3+2,Y3+4
RETURN

PLOT X2,Y2
DRAWTD X2+6,Y2
PLOT X2+7,Y2+1
PLOT X2+8,Y2+1
PLOT X2+9,Y2+2
PLOT X2+10,Y2+X
PLOT X2+11,Y2+4
PLOT X2+11,Y2+5
PLOT X2+12,Y2+6
DRAWTO X2+12,Y2+12
PLOT X2+11,Y2+13
PLOT X2+11,Y2+14
PLOT X2+10,Y2+15
PLOT X2+9,Y2+16
PLOT X2+8,Y2+17
PLOT X2+7,Y2+17
PLOT X2+6&,Y2+18
DRAWTO X2,Y2+18
PLOT X2-1,Y2+17
PLOT X2-2,Y2+17
PLOT X2-3,Y2+16
PLOT X2-4,Y2+15S
PLOT X2-5,Y2+14
PLOT X2-5,Y2+13
PLOT X2-6,Y2+12
DRAWTO X2-6,Y2+6
PLOT X2-5,Y2+5
PLOT X2-5,Y2+4
PLOT X2-4,Y2+3
PLOT X2-3,Y2+2
PLOT X2-2,Y2+1
PLOT X2-1,Y2+1
PLOT X2+3,Y2+9
DRAWTO X1+2,Y1+5
RETURN

POSITION 3,3:PRINT #6; "TYPING"



7020 POSITION 3,5:PRINT #6; "TRAINER"
7040 SOUND 0,50,10,8

7060 FOR D=1 TO SO:NEXT D Fantasy for your ATARI
7090 SOUND 0,0, 10,8
7100 SOUND ©,50,10,8

P
7120 FOR D=1 TO 2S:NEXT D A]‘ BAbA
7130 SOUND 0,0, 10,8:S0UND 0,50,10,8 4
7140 FOR D=1 TO 25:NEXT D ]1 {7 ‘4
7150 SOUND ©,42,10,8 A”b t ¢ Ort\" t 1eVes
7170 FOR D=1 TO SO:NEXT D By Stuart Smith
7200 SOUND 0,0,10,0
7210 SOUND 0,42,10,8
7230 FOR D=1 TO 25:NEXT D
7240 SOUND 0,50,10,8
7260 FOR D=1 TO 25:NEXT D
7270 SOUND 0,6%,10,8
7290 FOR D=1 TO 25:NEXT D
7300 SOUND 0,0,10,8:S0UND 0,63,10,8
7310 FOR D=1 TO 25:NEXT D
7320 SOUND 0,56,10,8
7340 FOR D=1 TO 25:NEXT D
7350 SOUND 0,0,10,8:S0UND 0,56,10,8
7360 FOR D=1 TO 25:NEXT D
7370 SOUND 0,50,10,8

7410 FOR D=1 TO SO0:NEXT D w2 »

7420 SOUND 0,63F,10.8 Guide your alter ego, Ali Baba, through the thieves' mountain

7430 SOUND 1,127,10,2 den in an attempt to rescue the 'l):)autiful princsss. Tre‘asure,

5 : magic, and great danger await you! One or more human players

7440 SOUND 2,101,10,2 can guide up to seventeen friendly characters through the many

7430 FOR D=1 TO 100:NEXT D rooms, halls, and caves. Some characters wander around

7460 SOUND ©0,0,10,0 randomly, making each adventure a little different.

7470 SOUND 1.0.10.0 ALI BABA AND THE FORTY THIEVES is written in high
= 2 3 resolution color graphics and includes music and sound effects.

7480 SOUND 2,0,10,0 Adventures can be saved to disk and resumed at a later time.

7490 RETURN Requires 32K.

8000 GRAPHICS O On Diskette Only — $32.95
8010 PRINT :PRINT .
8020 PRINT "YOU WILL SEE A SENTENCE" Graphics for your ATARI
8030 PRINT "ON THE SCREEN. " ®
8040 PRINT :PRINT “TYPE AND ENTER IT." Cha a t May
8050 PRINT :PRINT "IF IT IS CORRECT." r c er lc
8060 PRINT "THE TRAIN WHISTLE WILL BLO
w. n

8065 PRINT :PRINT "IF IT IS INCORRECT,
YOU WILL®

8046 PRINT "HAVE TIME TO CHECK YOUR TY
PING. "

8070 PRINT :PRINT "YOU WILL RE SHOWN Y
OUR SCORE"

8080 PRINT "AFTER EACH SENTENCE."

8090 PRINT :PRINT "AFTER TEN SENTENCES

8100 PRINT "YOUR FINMAL SCORE IS SHOWN. E
" It's easy to create your own character sets and save them to

diskette or cassette with CHARACTER MAGIC. But this is not just
8120 PRINT :PRINT another character editor. CHARACTER MAGIC helps you use all the
8130 PRINT "PRESS “RETURN’ TO CONTINUE character types that the Atari is capable of, including descending

L characters (8 x 10 dots) and two types of five-color character

- ics not rti Atari’'s Operatin stem. Documenta-
8140 B=PEEK (764):IF B<{>12 THEN 8140 géc:\‘?:cludeos ;:gra(;leesdo?éisploy Iisfs%hcn‘ Ie?ysgu use fhgcseu“seecr;?“
8145 SOUND 0,2%,10,.8 graphics modes. Requires 32K.

8146 FOR D=1 TO 10:NEXT D Cassette or Diskette - $29.95
8147 SOUND 0.0,10,0
8150 FOKE 76&4,255:R=255

FOR OUR COMPLETE LINE OF ATARI SOFTWARE

PLEASE WRITE FOR OUR CATALOG
8160 RETURN ASK FOR QUALITY SOFTWARE products at your favorite computer store. If neces-
000 BRAPHICS 1R sary you may order directly from us. MasterCard and Visa cardholders may place
- orders by calling us at (213) 344-6599. Or mail your check or bankcard number to the
2010 POSITION 2,3 address above. California residents add 6% sales tax. Shipping Charges: Within
020 PRINT #6:;"RIGHT",RS North America orders must include $1.50 for shipping and handling. Outside North

9030 POSITION 2 .5 America the charge for airmail shipping and handling is $5.00. Pay in U.S. currency.
9040 PRINT #&: "WRONG", WS
Q070 GOSUR 7040

2080 RETURN

®

6660 Reseda Blvd., Suite 105, Reseda, Ca. 91335 (213) 344-6599

*Indicates trademarks of Atari
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Run BASIC Automatically

Indy ATARI Club
Indianapolis, Indiana

Have you ever wanted to load and run a BASIC
program automatically when the disk is turned on?
We do this for some games which display a menu and
instructions. The user never speaks ‘“computer
talk.” This is also a nice feature if you display your
computer to ‘“‘non-experts.”” Here is a 100 byte
AUTORUN.SYS to boot and run a BASIC program
of your choice. Some commercial programs do this
but the ones we have seen seem unnecessarily long.
Our idea is very simple. In fact, so simple you may
want to use it for other functions as well. BASIC
reads the screen and stores the ASCII in RAM before
it is acted upon. You just load the proper RAM with
a statement and jump to BASIC.

The catch with an AUTORUN.SYS program is
that you have to set some of BASIC's pointers since
you jump in cold. We describe these with comments
in the program. We can explain the pointers to
anyone who asks since there seems to be no
documentation on ATARI BASIC. If you use the
idea in some other application where BASIC has
been run once, you can skip all this preparation.

You have several options. SYS/RST will call a
subroutine pointed to by [$C,$D]. We change this
to point to our AUTORUN.SYS to reboot the
BASIC program but not DOS. If you don’t have
DOS 2.0S, get it. In the meantime, check these
locations and change JSR $1540 to call the
Subroutine pointed to by your version of DOS. If
you just leave $C,$D alone, SYS/RST will return to
the cartridge. Typing DOS will reset $C,$D in any
case.

LINE 510-600 loads the statement you wish into
the buffer at $580. Change it as desired but load the
proper length plus 1 at LINE 550. [J

03920 STY $80 s BASIC MEMLO
0400 INC 488 sFrodram storade
0410 INC $8A sDIRECT storade
0420 INC $91 $BASIC MEMTOFP

0430 LDY #01

0440 LDA #%$80

0450 STA ($8A)»Y slIndicates DIRECT
04560 INY

0470 LDA #%$03

0480 STA ($8A)»Y ¥ butes

0490 JSR $DAS1 $Set C[$F31=%580
0500 $RASIC is harry now!READ SCREEN
0510 LDY #400

0520 LF LDA ASCyY sFake reading

0530
0540
0350
0560
0570
0580
0590
0600
0610
0620

STA $580yY # the Screen
INY
CFY #18
BCC LP
JMF $A076
ASC +BYTE °"RUN * inote $22="
+BYTE $22y°"DIFROG.BAS"»$22
+BYTE $9B SEOFILE
y
]

(K) AUTORUN.SYS»60096639600

RAM

For ATARI
48K RAM BOARD FOR THE 400

e |[ncreases memory capacity
e Reduces power consumption
e Reduces heat

48K Board (s00) $299
32K Board soo) $150

INTEC

PERIPHERALS

Corp
3389 Del. Rosa Avenue
San Bernardino, CA 92404

(714) 864-5269

ATARI, 400, 800 are Trademarks of ATARI, Inc.
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Assembler Code Subroutine Adder

by Sol Guber

Having just purchased the ATARI Assembler, I
was very eager to start machine language subrou-
tines that would speed up my BASIC programs.
However, there is a serious bug in the assembler
manual when the assembler is used with a cassette
recorder. The program is loaded onto the cassette
with no problems, but it is difficult to get the pro-
gram back and to put it into a BASIC program. The
assembler manual states that to put the assembled
program on tape, you just type ASM,, “C:” and to
get it off, you put the BASIC cartridge into the sys-
tem and just type CLOAD. This does not work.
Having checked the tape, it is loaded properly, but
there is no way to load it into memory properly. This
error is known to ATARI, and there is a simple pro-
gram to put an assembler subroutine into memory
from the cassette tape.

This program uses several of the features of the
ATARI that have not yet been fully documented. It
reads the assembled code off the tape, determines the
memory locations of the code, and puts the program
into data statements that can be used permanently.
The data statements are now part of the program and
can be saved or stored as part of the program. This
way, the program does not have to be loaded
manually every time it is run. Thus, a BASIC
program writes another BASIC program which is a
part of itand then runs itself. The addition is putinto
lines 100-200 and becomes a permanent part of the
program.

One of the difficulties with the use of long sub-
routines written using the Assembler Cartridge and
stored on a cassette is the necessity of loadingit every
time it is used. However, loading the subroutine into
memory is time consuming. The alternate possibility
is to put the subroutine into DATA statements and
poking it into the proper memory. This will make it a
permanent part of a program and make the
subroutine easy to load. This involves a translation
from hexadecimal into decimal and putting it
properly into DATA. However, there is an easier way
to do this.

The following program assures that you have an
assembled subroutine on tape and you wish to put it
into an existing program. The program is written to
reside at the end of a program and an IF / GO SUB
statement is needed before line 100 to ask if the sub-
routine needs loadjng. If the answer is no, then the
program just continues. If yes, then the subroutine
is put into DATA statements and added to the pro-

gram. It is assumed that lines 100-200 are empty and
that the program is no more than 320 memory units
long.

Lines 20000-20020 just ask if the system is ready.
Line 20030 prevents read errors. Lines 20040-
20060 read the first four bits of the tape, throws
away the first two bytes, and translates the high and
low bytes of the start location of the subroutine.
Lines 20070-20080 get the bytes of the end of the
subroutine. Lines 20090-20120 clear the screen, put
the cursor at location 2,4, and then writes a line of
code on the screen. Another line is written, then the
word “CONT”, before the cursor is put back at the
top of the screen. Location 842 signals the system if
return is pressed, and a 13 in that location is a signal
that return has been pressed. A 12 turns off the
signal. Thus, a 13 is packed into 842 and the system
thinks that a line of code has been written. The
system will then stop and read the continue line and
then continues onto the next line of the program
which turns off the return signal by pokinga 12 842.
This is again repeated in lines 20130-20160.

The next part of the program starts writing data
statements which contain the information on the
cassette. Lines 20180-20260 take line numbers, add
the word data to the line, read a byte of the cassette,
print the byte, and separate the bytes by commas.
After eight bytes are read, the last comma is deleted,
and the line is printed and stored in the program.
This is done until all of the cassette has been read.
Then another line is read and the cassette is closed.
Lines 21000-21080 then write a for-next loop that
will read the numbers in the data statements and
poke them into the right locations. When the
program returns from the subroutine, the data state-
ments are in place, and the for/next loop loads the
data statements into memory and the subroutine is

ready to be run with a USR statement starting at
location substart. O

20000 PRINT “THIS WILL ADD YOUR SUBROU

TINE TO LINES 100-200. PLEASE BE SURE

THAT THERE IS NOTHING THERE."

20020 FRINT "POSITION THE TAPE TO THE

START OF YOUR PROGRAM AND PRESS PLAY A

ND RETURN WHEN NEEDED. "

20030 TRAP 21000

20040 OPEN #1,4,0,"C:":GET #1,X:GET #1
X

3

20050 GET #1,X:GET #1,Y

20060 SUBSTART=X+256KY
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20070 GET #1,X:GET #1,Y

20080 SUBEND=X+256R%Y

20090 PRINT CHR$ (125):POSITION 2,4

20100 PRINT "105 SUBSTART=";SUBSTART

20140 PRINT "108 SUBEND="j;SUBEND:PRINT
:PRINT "CONT":POSITION 2,0

20150 POKE 842, 13:STOP

20160 POKE 842,12

20170 A=INT ( (SUBEND-SUBSTART) /8+1)

20180 FOR LINE=110 TO 110+2%A STEP 2

20190 PRINT CHR$(125):POSITION 2,4

20200 PRINT LINE;" DATA "3

20210 FOR J=1 TO 8

20220 GET #1,X:PRINT X3",";:NEXT J

20230 PRINT CHR$ (158):PRINT :PRINT "CO

NT":POSITION 2,0

20240 POKE 842,13:STOP

20250 POKE 842,12

20260 NEXT LINE

21000 PRINT :PRINT "CONT":POSITION 2,0

:POKE 842,13:STOP

21003 POKE 842,12

21005 CLOSE #1:PRINT CHR$ (125):POSITIO

N 2,4

21010 PRINT "190 FOR X=SUBSTART TO SUB

END"

21030 PRINT "193 READ Y:POKE X,Y:NEXT
X"zPRINT :PRINT "CONT":POSITION 2,0
21060 POKE 842,1Z:5STOP

21070 POKE 842,12

21080 RETURN

ABOUT THE COVER...

The design for the cover was created as follows: 35mm slides were
taken of various large-format circuit negatives which were illuminated
from behind on a light table. The slides were developed and projected
onto "“The Face;™ a piece of sculpture prepared from a styrofoam wig
stand. The wig stand head was sliced down the middle and then mounted
on a white sheet of plastic. A glaze was applied to both the head and the
plastic board, then both were painted flat whire, to enhance the reflect-
ivity for the projection of the circuitry pattern. Thin pieces of plexiglas
were then painted black, leaving clear patterns in the shape of small
ATARI logos. These plexiglas pieces were mounted in the eyes of the
head and were back-lit to reveal the ATARI logo. As with the last cover,
the exposures of the elements were “piled up’ on the same frame of film
(the background and face exposed as one element, then the eyes as a
second exposure). These elements were shot with different color filters
for the final effect — the cover to issue #6 of A.N.A.L.O.G.

7 ATARI PRODUCTS

MAE (Macro Assembler Editor)

MAE contains the most powerful 6502 assembler and test editor currently on the market. If you are
looking for a professional development tool that can greatly increase the productivity of your pro-
gramming staff, then MAE may be the answer. The following are just some of MAE's features — Write
for detailed spec sheet:

THE
MONKEY
WRENCH

The Monkey Wrench is a machine language ROM cartridge which extends the operating capability of
the ATARI 800 computer. The Monkey Wrench provides 9 new BASIC commands. They are.

Auto Line Numbering — Provides new line numbers when entering BASIC program lines.
Delete Line Numbers — Removes a range of BASIC line numbers.

Renumber — Renumbers BASIC's line numbers including internal references.
Cursor Exchange — Allows usage of the cursor keys without holding down the CTRL key.
Change Margins — Provides the capability to easily change the screen margins.

Memory Test — Provides the capability to test RAM memory.

Hex Conversion — Converts a hexidecimal number to a decimal number.

Decimal Conversion — Converts a decimal number to a hexidecimal number.

Monitor — Enter the machine language monitor. In addition to the BASIC com-

mands, the Monkey Wrench also contains a machine language monitor with 16 commands used to
interact with the powerful features of the 6502 microprocessor
Cartridge and Manual — $49.95

MAE was written entirely in machine language — not in Basic like some assemblers we know of.

Thus you get very fast and accurate assemblies,

Contains a machine language monitor with numerous commands for debugging machine code.

38 error codes, 27 commands, 26 pseudo ops, and 5 conditional assembly operators.

Contains a word processor, example files, and learning aid.

Requires at least 32K of memory.

All commands oriented for disk operation with ATARI 810 disk drive.

Macro, Conditional Assembly, and Interactive Asembly capability.

Sorted Symbol Table.

Optionally creates executable object code in memory or relocatable object code on disk.

50 page manual. 810 Diskette and Manual — $169.95
(requires license agreement)

ASSM/TED is a high powered Macro assembler and text editor for use with ATARI 800 computers
with at least 40K of memory.

MACRO ASSEMBLER AND TEXT EDITOR (ASSM/TED)

Written entirely in Machine Language — Not in Basic like some we know of. Thus you get very

fast and accurate assemblies.

36 Error Codes, 26 Commands, 22 Pseudo ops.

Macro and Conditional Assembly Capability.

Input/Output of source files to cassette deck.

Multiple source files on cassette may be assembled.

Built-in machine language MONITOr.. . . . . . . v v v v v v o oo Cassette and Manual — $49.95
810 Diskette and Manual — $53.95

The Machine Language Monitor for ATARI provides 21 commands which allows the user the ability to
interact with the 6502 microprocessor. It is compatible with ATARI BASIC and (once loaded) is
ready for your use at anytime. The monitor comes on cassette or on diskette for the ATARI 810 disk.

MACHINE LANGUAGE MONITOR FOR ATARI

Cassette version — $24.95  Diskette version — $29.95

When you purchase a new ATARI or add on new RAM modules, you need to be sure that the memory
is working properly. Remember, you only have a short guarantee on your memory. Memory Test
performs the most extensive memory check available. . . . . ... .... Cassette and Manual — $6.95

MEMORY TEST FOR ATARI

TYPING EXERCISE FOR ATARI

Typing Exercise is a great educational program for those who wish to improve their typing skills.
Typing Exercise consits of two programs. TYPING 1 contains 13 typing drills; 9 drills progress thru
alphabet and 4 thru numerics. TYPING 2 is a timed typing test. Time and words per minute are
calculated fOr you. . . . . . . . e 810 Diskette — $12.95

EPROM CARTRIDGE

The EPROM cartridge is a specially designed printed circuit board which will allow the user to install
his or her own EPROM software. Uses 2716, 2532, 2732, type EPROMs
Cartridge and Manual — $19.95

OTHER NICE STUFF

Commodore UIC-20 COMPULET . . . o v v vt e v e oo oo e e e e e it e e e e e e e e e w $265.00
Syncom or Memorex 5% disks. . . ... ... oo o . 10 for $30.00
Mini-Flex disk File Case (holds 50 6% disks). . . . . .. .. ... ooy $24.95
Ribbon Cartridge For Starwriter, Diablo, etc Mylar —$5.00, Cloth — $6.00
Starwriter 25 cps printer with tractors Parallel Interface. . . .. .. ... ... ... $1645.00
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EASTERN HOUSE SOFTWARE
3239 Linda Drive
Winston-Salem, N.C. 27106 U.S.A.

Call Orders: (919) 924-2889 VISA®

We Pay Postage on Prepaid
USA/Canada Orders. Add

$7.50 to Cover Shipment Elsewhere MasterCard

£




48 — w/disk
THE FINEST IN

FANTASY GAME SOFTWARE
APPLE

48K — w/disk

¥ r ¥

48K — w/disk

At Crystal we are doing our best to provide the finest state-of-the-art graphic adventure software in the world. Our list of credits include the first indoor-
outdoor graphic adventure, the first multi-disk graphic adventure, and now for the Atari, the first graphic adventure in the world which includes screen
scrolling and animation. The era of the text adventure and games which are simplexcombinations of static graphics and text is rapidly drawing to a close. We
attempt to utilize the full potential of your computer. True, many of our games use up to 48K and we only deal in disk products, but there are a lot of users out
there who have worked hard to upgrade their systems to the max and we think they deserve games that will give their computer system a run for its money.

FANTASYLAND $59.95
“IMAGINE”

Congoland—In the deep heart of Africa at the turn of the 19th century; supply yourself at the village and lead a group of
explorers into the treacherous jungle to find the lost mines of King Solomon.

Arabian Adventure—Embark for Cathay from ancient Baghdad. You are the leader of a caravan and must overcome the
perils of the desert and . . .

King Arthur—You are Sir Lancelot in the days of King Arthur. You have been called to find and rescue Guinevere from an evil
sorcerer who has stolent her away. You must buy armor and supplies and find the bottomless cave in the Emerald Mountain.
Olympus—Prepare to embark on a great sea odyssey as the captain of the Argos. With a group of brave warriors you seek the
golden fleece. ;
Captain Nemo—You lead an expedition to find the lost city of Atlantis. You are the captain of a new experimental diving
apparatus . . . with a few bugs to be checked out.

Dante’s Inferno—You stand at the gate of Hades. A wise old magus approaches you and offers help and advice. He spreads
out 8 tarot cards and warns of hideous demons and bottomless pits . . . Dante’s Inferno awaits you!

%«

TREASURE ISLAND $39.95 You must navigate the treacherous seas using an old treasure map and seek out which island
the pirates have buried their treasure on. There are over 21 islands and 128 hires screens. This is not a screen scrolling game
but also uses static graphics and understands more than 100 input commands.

¢

BERMUDA EXPERIENCE $39.95 Off the coast of Florida near the Carribean the icy blue waters of the Atlantic are
‘particularly menacing. It is within this area that many aircraft and ships have mysteriously disappeared, never to be heard from
again! Some credit these phenomena to tricky currents, strange weather changes, and even to unexplainable magnetic fields
which change with little or no warning. Many fishing boats have been found floating in undisturbed waters, half eaten food,
unfinished beers, and no evidence of struggle—totally deserted. In this action-packed game, we try to capture some of the
flavor of this mysterious area. It features our scrolling techniques and some fine hires graphics and sound.

x

HAUNTED PALACE $49.95 There has been a murder. It all started with the grisly discovery of a charred body in the
furnace. The corpse was so badly burned that the mortician couldn’t even tell which sex it was. You can choose to become any
one of the six characters in this game. Your role is to find out who is responsible for the murder. There are over 640 views in the

mansion. All views are in 3-D perspective and movement is controlled by joystick in the Atari 800. There is a $500 prize for the
first to solve the mystery!
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Recgntly Crystalware released some promotional material which contained a review attributed to Analog magazine. This
;redlt was in error as that review was actually done by another party. Crystalware regrets the mistake and apologizes for any
inconvenience caused because of it.

ZARDON $49.95 In the far reaches of space is an asteroid called Zardon. It is held by a fierce race of Cybords—highly
sophisticated androids. This space rock is honeycombed with countless caves. In the center is the rare Simian Jewel from the &
place of the Meshim on Mars. The passage ways are guarded by banks of lasar gunners, scrambe fields, high energy voeres. To

win, you must safely navigate your vessel to the center of Zardon and figure out to get the jewel.

THUMPER $39.95 This little rabbit is stranded 10 miles from his burrow and must cross several roads, a treacherous stream,
avoid lethal traps, and avoid the wily fix to find his way home. Features vertical scrolling and a 4-way sound.

WATERLOO $49.95 This is a two-player game with your opponent commanding the opposition and you taking the part of
Napoleon. As you approach this final battle, you are equipped with the same forces, face the same enemies, and survey the X
same terrain as Napoleon did. The game includes a high resolution scrolling map.

CLONUS 11 $39.95 You wander into a city of the future in the year 2086. You have no money or belongings, but you have the
task of somehow manufacturing a clone of yourself. You may sell any parts of your body except for your head and you may
gamble in one of the craziest casinos you will ever encounter in this lifetime. The object is to build a clone but the city is more

extensive.

Crystalware has many other fine fantasy and space games. For a copy of CRYSTAL VISION, which includes complete

catalog, please send $3.00 to the address below.

P4
2% %

Our order lines are open 24 hours a day, 7 days a week.

(408) 778-2507 @ 17120 Monterey Street ® Morgan Hill, CA 95037

T Dealers outside California call (800) 538-2155 toll free
Az A AT, 4. 3
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® the Dattle for the moons of Jupiter @

Blast your way through the alien BEYOND SOFTWARE's arcade-
mine fields! Defend the moonbases from an adventures are the next generation in
attacking alien armada! It won’t be easy. computer games for the ATARI® computer.
To win you will need to mount A voice-activated program will
a heroic assault on the alien help you meet ang overcome the
mother ship. challenge —it may be an alien
Moonbase Io combines three invasion, a fiendish murderer
exciting arcade adventures i preying on a country village or
one exciting game. The machine a treasure trove buried deep in
language program by John Konopa [ ¢ { the shark-infested sea.
uses advanced graphics and KA, Moonbase Io is available at fine
sound effects. Action is fast and exciting — computer dealers. Or, directly from PDI
varying levels of skill required to go from for $29.95 plus $2.00 shipping and
one part of the game to the next. handling.

Requires 24K ATARI®™ computer with disk and cassette.
Cassette version available soon.

Program Design, Inc., 11 Idar Court, Greenwich, CT. 06830 203-661-8799

ATARI™ is a registered trademark of Atari, Inc.
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Pirating!!!

This is your captain B.B. ROBERTS speaking.
Those of you who are crew (pirates or would be
pirates) and those of you who are passengers (the
‘good’ guys who wouldn’t ‘dream’ of being a soft-
ware pirate), hear me and hear me well. If ye have the
common sense God gave a barnacle, ye shall heed the
lesson I’'m about to give.

If not, make ready for your personal damnation! It
is coming!

Those of you who have heard the name B.B.
Roberts are aware that I am the infamous software
pirate who advertised software by ATARI and
others for sale at ridiculously low prices. Those of you
who had a chance but didn’t order ‘know’ thatlama
fradulent thief who was going to take your money
and run without delivering as advertised.

Come join me, ye knowledgeable ones, as we
journey through the world of underground
blasphemy. Let us sail the waters of a troubled
industry, troubled mostly because of the ‘good’
people. Accept, if you dare, with the closed minds
being what they are, the admission of responsibility
and the awareness of reality as told through a channel
of an unfamiliar media — the truth! For what you are
about to read is just that — the total truth! With the
enclosed bitterness, fears, justifications, hypocrisies,
and all — it is the truth!

Let’s begin with some history.

I am a relatively decent person — family, middle
class home and neighborhood, etc. Being human, I
suffer the same maladies that are inherent in ALL
humans. One of them is the presence of larceny in
my soul. Some let this larceny control their lives
(you see their pictures on post office walls). Some
allow it to surface upon opportunity (some legiti-
mate professions, find a wallet, income tax time,
etc.) and some slip once or twice in their lifetime (ala
B.B. Roberts). I choose to accept that only one
person has ever existed who didn’t have this
characteristic.

About a year ago, I slipped. At the time I belonged
to a very small group of men who were into a joint
venture called ‘buy one piece of software and dupe a
few for the group’. You, of course, have barely heard
of the existence of these little sub-organizations, but
you don’t personally know of any. Well, they do
exist. And they all have the same primary hypo-
critical justification we had — we weren’t hurting the

software people ‘that much’. Just a few copies for us
guys. Besides they sure were charginga lotand 75%
of what we bought was rotten software, etc.

At the time our duping capabilities were limited.
We could only dupe what DOS would handle. This
was before the dupe disks available today were so
prevalent (Mirror Image, Superdup, etc.)

Then, all of a sudden, we had access toa duper that
made short work of Visicalc! Slammed it out as if it
were melted butter! How about that — Visicalc for
the price of a disk!

That's where I slipped! I then began to formulate
my brilliant master-plan! It didn’t matter that the
duper would ONLY dupe Visicalc and nothing else.
There was a decent market out there for that one.

Sure, I had my own perfect justifications for the
slip! | made the mistake of listening to the

‘complaints of non-support from ATARI, over

priced items from everyone and the software
companies shipping bad merchandise. Hell, the
whole world would be on my side and everyone
would buy from me. Brilliant idea!

I then set up the operation. I started getting a P.O.
Box outside of my area with a forwarding address
that wasn’t even mine and a few other ‘intelligent’
tricks to prevent my being caught. Boy, was I one
sharp cookie!

[ sent out one small mailer on Visicalc alone of
about 50 pieces. It was a crude photocopied piece,
one page. | received a smattering response for a
freebie I offered and one order for two Visicalc —
CHECK enclosed. The only problem was that the
order came from an area 500 miles away from where
[ sent the 50 pieces and it was from a person I didn’t
even mail an offering to!!!

Tricky devils! Personal Software (producers of
Visicalc) had an employee send in the order with her
personal check. Easy enough to see through. Boy,
was I smart! [ tore the check up and threw it away. I
had a system to cash the checks without being traced,
but this one probably had to stop paymentand bank
alert on it anyway. Why bother with it?

 let the master plan slide for awhile while I waited
to obtain a master duper for everything and to see
what developed from the first mailer. Aha! Just as 1
thought — not too much heat. Didn’t stir up the
waters too much. This would be a piece of cake!
(Little did I know!)
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Here’s where I went pro! I expanded to include
other items — ATARI, Basic A+, Forth and Text
Wizard. I even developed a logo with a cartooned
pirate. I had letterheads and envelopes printed up. I
really went pro!

I then created World War II1.

[ sent out exactly 200 mailers throughout the
country. I had been building my mailing list over the
last few months through magazines, user’s groups
newsletters, etc. My list was far from compre-
hensive. I didn’t even know if they had disk drives
and disks were the only things 1 offered — no
cassettes.

At this point something happened. Something
that is important to me regardless of whether anyone
else accepts it. About three days after 1 mailed out
the 200 pieces, it dawned on me. Good old smart me
wasn’t so smart! In fact, I was downright stupid!

“I could see where
the available GOOD
programs weren’t
overpriced at all.”

First, I didn’t need to stoop to such a low level to
make bucks. Secondly, I had started to do some
serious programming and 1 could see where the
available GOOD programs weren't over priced at all.
[ now KNOW that Visicalc is a steal at anything it’s
retailing for — not just for what it took to developit,
but also and mostly for what it does for the user.
What power!

Basic A+, Forth, and Text Wizard are bargains at
any price.

Thirdly, ATARI released Scram for $19.95 (the
instruction manual alone is worth that — it’s a
damned good book!) and their ATARI Exchange not
only is issuing programs at unbelievably low prices,
it is even pointing out the good and bad points of
each. This kind of marketing and pricing is as fair as
you can get.

So — with this revelation or return to the norm —
MY norm — the B.B. Roberts project died a natural
death. The response to my last mailer remained in
the P.O. Box in Las Vegas via my instructions to hold
onto them until I had a new forwarding address. I
have no idea who ordered what — never did
personally receive a one. Never did open an envelope
or cash a check. Never made a dime!

This is why I started earlier in this statement that
those of you who ordered from me *know’ | don’t
exist. Forall I know, your orders and checks may still
be in the box in Las Vegas. This [ do know — not a
one of you has a cancelled check in your hands!

I don’t know how long dead letter situations take,
but if you haven’t received your letter back, have
patience — it’s coming someday.

For whatever this is worth, I lost more money on
this venture than meets the eye. I'd tell you how
much, but you wouldn’t believe me; you'd insist on
details, and the details don’t matter.

I lost a bundle!

But I had to accept that because I created that. I
also accepted it because the trade-off was in my
favor; I'd lost a crummy thing called money but I'd
found a more important thing — ME!

And if this sounds schmaltzy and melodramatic to
you, that's okay. Because I have one over one most of
you — [ KNOW where I'm coming from. After you
read the rest of this, you'll have trouble saying the
same thing!

If this is beginning to sound as if I'm burned at
you, please forgive me. I'm not! I don’t even know
you. What I am bitter about is the hypocritical
attitude of some people I do know and with the way
reaction has gone towards this thing, it’s becoming
evident to me that this attitude isn’t too uncommon!

Anyway, back to the main theme.

Enter World War II1.

At first just a couple of sneak attacks — a small
notice in a San Diego user’s group and Michigan
Users group newsletters. There were undoubtedly
other notices in other newsletters, but those were the
only two I saw.

Then the major attacks — a couple of LARGE
articles in a couple of major computer magazines.
Info World was one and I don’t know the name of
the other. I had just heard in passing about a second
and I, of course, didn’t want to sound too interested
so I didn’t push it. (I would like to commend Paul
Freiberger on his writing of the article in Info World
— great piece of OBJECTIVE coverage. I'd like to

meet him someday.)

My God! What had I created? A lousy 200 piece
mailer with no sales had turned into major coverage.
[ began to become a little concerned.

Then the major invasion hit!

I received a phone call from one of the two un-
foreseens who represented the other unforeseen. A
private investigator hired by ATARI!

Let this be Lesson No. 1 for those of you who are
paying attention! And this is not a new lesson for me
learned through this incident. Anyone with any
intelligence has to know this: You definitely cannot
hide for long if TWO factors are involved. (1) Ifyou
have to depend on response to your activity and 2)
if there is a dedicated effort to find you. With only
one of these factors taking place, it is possible to
hide, if you’re sharp enough. Both together — not a
chance!

With my awareness of Lesson No. 1, had I known
anyone would concentrate on finding me, I'd have
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never started it. I had assumed it would just be
‘another’ case of piracy and be put in the book with
the others. ‘

Oh, well, we’ll see if we can trip him, her, or them
up by tracing a cashed check or something. Sure!

If you get nothing else from this statement, get this
— ATAR], at least, will stop you! They will throw the
Howitzers at you, unleash the Vikings, roll out the
tanks, spring the mad dogs, spare NO expense! Take
it from me, ] KNOW!

And they’ll do most of this with one simple phone
call! They’ll call Dennis!

If you ever have anyone after your body, pray it
isn’t Dennis. If it is, just sit down and light up. He’ll
be there before you snuff it out.

Maybe you’re one of the people who goes to work
each day because, what the hell, it is a job and it does
feed you. If you're lucky, you go to an enjoyable job!
If you’re really lucky, you look forward to going to
work.

Dennis is none of the above. His work isn’t work!
It’s his fix! I honest to God think he would do it for
free! But he doesn’t. He’s very expensive and very
much in demand because he’s very effective. Put
those arguments in your ATARI and they only come
out one way — RESULTS!

When Dennis breaks loose, from minute one, it’s

a challenge to him as to who’s smarter, you or him.
Believe me, he is!

Here are a few tidbits to consider:

(1) He’s far more experienced at finding people
than they are at hiding. The normal hider tries to
hide once, Dennis has found hundreds!

(2) He has the freedom to utilize any service or
method in existence on his end. He can even turn to
the underground for help. The hider can turn to no
one. The minute the hider trusts one person, he’s put
up a billboard about his activities. I know! I trusted
G.S. and it’s the biggest price ’'m paying! (G.S. is not
his real initials — that stands for Girl Scout which is
what G.S. turned out to be — at MY expense.)

(3) Dennis is a network! No <~ I don’t mean the
police, FBI, postal authorities or the other formal
agencies.They're good and Dennis can use their
services just by a phone call, but they’re just not fast
enough for him. I'm talking about THE
‘NETWORK'! The select few HUNDRED other
Dennis’s throughout the country. They're the
tightest knit family in the world. Take one of
them on and you take them all on! The hider can only
work alone. He has to go to Pittsburgh to hide in
Pittsburgh. (How profound) Dennis has to just
spend $1.20 on a phone call and the Pittsburgh
division of Mad Dogs of America is unleashed to see
who gets to you first! Try to visualize 37 angry,
egotistical Dobermans after you at the same time ina
small bathroom. That’s exactly what it’s like and
exactly what your odds are!

(4) And Dennis — all 200 of him (or whatever the
number is) — is GOOD! He doesn’t work cheap,
because he’s good! He’s very good!

Combine Dennis’s ability, experience, and
contracts with ATARD’s vindictiveness and money
and bang! You’re dead!

It took Dennis less than 48 hours to find me. By
his own admission, I was one of the sharper ones. ]
only made 9 or 10 little mistakes.

When Dennis called me, he claimed I wasn’t under
suspicion and that he was calling me because the trail
had led to my area and I was ‘just’ one of the
computer fellas in the area. Right!

He told me he was at the airport and he was
catching a plane into my area in a few minutes and
asked if he could call on me the next day. If you want
a small idea of his joy, he was calling from Las Vegas
and it was night time when he called. He is not an
eight to fiver!

] knew it was only a
matter of time,

a short process of
elimination before he
had me. ..ATARI
hadn’t been messing
around.”

I told him I would expect his call the next day.

I then called the airport to check on the flights
coming into the area from Las Vegas. When it was
time for his arrival, I went to the airport to meet him.
I knew it was only a matter of time, ashort process of
elimination before he had me. I had a pretty good
feeling he already had me. Might as well get it over
with. And after all, I really hadn’t done anything
wrong, had I? Hadn’t sold one piece or accepted one
dime.

When I finally tracked him down at the airport, |
was a bit surprised to find he didn’t look like Jim
Rockford. In fact, my first impulse was to ask where
his bear was. He’s a mountain man! At least in
appearance. Full beard, rope for a beltand all. It took
about three minutes to see behind that image. This
guy was an investigator!

I told him I was B.B. Roberts before we were even
in the car. His response was, “Yes, I know.” And
those three words were not stated in a tone of trying
to impress. If anything, there was a touch of sadness
in his voice. I'm not sure if it was because he’d met a
fellow man who had done a stupid thing or because
my admission had deprived him of the final kill!
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He went right to the house. He met my family. He
began to hear the total story of B.B. Roberts.

We then spent the next hours in a coffee shop
while he asked me questions and I answered them.

He told me about the various formal agencies
looking for me and some of the methods used to
track me down (network, etc.). The only agency not
involved was the Daughters of the American
Revolution! Everyone else was into the act! And as
I’m writing this right now, I know he didn’t tell me
any more than was safe to tell. I'm sure he didn’t
disclose any of the fancy methods used in his work.
Why tell me. I may just open a new office next week
and he might as well save the good stuff for then.

Was he telling the truth about all the people
involved in this? Or was he just trying to scare me?
Well, 1 stood by the phone while he made no less
than eight phone calls THROUGHOUT THE
COUNTRY to call off the dogs! And he was hauling
some of them out of a night’s sleep to tell them. It
was that important!

ATARI hadn’t been messing around. 1 was
beginning to feel lucky I hadn’t been shotgunned!

I asked him not to divulge my name since it would
accomplish nothing. He stated he was under
contractual obligation to tell ATARI but, after having
met me and my family, he would recommend non-
disclosure. To my knowledge, he’s kept his word.

The only good thing for me that has come out of
this was to meet Dennis. Helluva man!

A few days later I received a call from ATARI’s
attorneys about the situation. They weren’t too
thrilled about what 1 had done and their initial
impulse was to publicly crucify me. Can’t say that [
blame them. About the only thing that MAY prevent
that is the fact thatI didn’t sell anything or accept any
money. Hopefully, what plea bargaining has taken
place will hold.

And did you catch that key word ‘MAY’? ATARI
could blow the whistle and they, of course, have the
right to do so. If they do, I can hold no vindictiveness,
because I created the situation, they didn’t.

There is one point [ would like to get across before
I conclude the history section and get into the lesson
section.

I’'m not writing this statement out of my fear of
consequences because it is not any kind of guarantee
that I’'m safe from anything. I’ve been told that I
broke a few laws by just writing the letter and I'm
going to accept that without any research because I
don’t care to convince anyone or even feel that what [
did was okay. Or even remotely justified!

I’m not saying I don’t fear any consequences, I’'m
saying that is NOT why I’'m writing this statement.

I’m writing it because I did a stupid, wrong thing! I
cost some people some expense and I had no reason
to do that. 'm also writing it in the hopes that
anybody reading it might think twice about trying it!

If you are, the entire point of this statement, which
can be summarized in six words, will have been lost!
You'll lose! No one will win!

The price to pay at this point of writing is having to
live with what my escapade cost ATARI. (Not to
mention the dollars it cost me) I don’t know the
exact figure they’ve spent but I’d hate to have to pay
it back. I feel bad enough about their expending
those monies. Needless to say, I'd feel even worse if
they decided to come after me for it. And they CAN
come after me for those monies.

More price — the disclosure! It’s already had it’s
effect. Remember G.S.? Well, he knew about the
B.B. Roberts thing at its conception and when
Dennis talked to him on the phone (Dennis called a
few people in this area), good old G.S. panicked and
decided he didn’t want anything to do with a low-
lifer like me! That part’s okay because there was no
loss on my part. What did matter to me is that in his
panic he decided to tell a few other ‘good’ people
about the inquiry about me. He, of course, didn’t
bother to disclose that he knew about B.B. a year ago.
That would be self-incriminating.

“I cost some people
some expense and I
had no reason to do
that.”

The price? Not one of the ‘good’ people had
whatever it takes to call me and ask me if G.S.’s
‘opinions’ were correct! You see, G.S. couldn’t tell
them he ‘knew’, he could only express an opinion. If
he told them he knew, they’d wonder how he knew
and then his half-truth would be no truth and so on.
So, he just told them about Dennis’s call and that I
was under suspicion. (I know for a fact Dennis didn’t
tell him that — he just threw that in to make a good

story). So the rest of the ‘good’ guys bought it!
INSTANT leprosy. Real fun to live with. I don’t
know about you, but I consider that one enormous
price to pay!

Shall we throw in the price of hypocrisy? Back to
good old G.S. He’s a real technical genius when it
comes to the ATARI and it seems he’s spending his
time developing an even better duper than the last
duper he developed. He had plans to market this one
until he found out someone has already beat him to
1t.

Now that, of course, is okay! Putting a duper out
to market. It's LEGAL! Morality? What the hell’s
that? Everyone else is doing it, so why shouldn’t I?
(Justification #132)

Piracy? How dastardly? How low-life can you get?
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Now wait a minute there! Of course it’s okay to
dupe a few for our friends (we will hide our head in
the sand about the five friends duping for five friends
duping for five friends, ad infinitum). But it’s NOT
okay to sell them.

Your honor, I only held up an erphanage with a
knife, NOT a bank with a gun! That’s criminal! I
wouldn’t do that!

Do yourself a favor, reader. DON'T, for one
minute, think your ‘friends’ won’t crack under the
slightest pressure for the slightest reason. They’d
rather kiss you off than sink with you if they think
you're being shot down by the authorities. It’s a
bitter lesson to learn.

The price is just too high!

In the same issue of Info World that had the article
on B.B. Roberts there also appeared an article by the
company that produces Basic A+. The gentleman
who wrote that article took great care in outlining the
profit structure on a $150 Basic A+ package. I have
to concur with the entire article. The one major
point he stated and I have to endorse — if you were
one of the people who ordered from B.B. Roberts,
you could count on a no-service situation. When
your $50 disc (the price I was charging) went south
on you — you’d have nowhere to turn for service or
update. It isn’t that I wouldn’t do it out of policy. It’s
because I wouldn’t be around to help you. I would
have either been caught by then or made my million
and gone south myself cause us smart criminal minds
know the longer we stick around the higher the odds
of getting nailed. (Anything over 48 hours is
trouble).

You do get what you pay for in this life.

Well, that’s the B.B. Roberts thing. Dug up from
the grave, told from the source, and buried one final
time at sea — for good! B.B. Roberts is no more!

By the way, 'm asked where I got the name. Ever
hear of Black Bear? Know who he is? Well, it seems
there was a Bartholemew Roberts a while back who
used to cavort on English waters in his little boat
with a few buddies — guys like Henry Morgan,
Blackbeard, etc. ..

Do something! Sit down right now and write a
sincere thank you letter to your favorite software
company for the uphill running they’re doing.

Because, you see, the B.B. Roberts are NOT the
problem the software companies have to deal with.
Not even remotely!

Go ahead. Find a place right now where you can
‘buy’ a pirated copy of software. Not too easy to do.

About the only reason I created World War III
was because I charged a price and I advertised it.

No — the hundreds or maybe even thousands of
‘good’ people out there are the major problem. And
they are spawned by the greed of the companies who
buy (or steal) the dupe programs from the ‘moles’.

The sequence goes something like this:

First the moles — these are the little guys who are
technical geniuses and rarely, if ever, touch their
computers until a new and more effective protect
system come out. Then they remove the moth balls
and go to work digging away at pokes and bytes until
they find a way to crack the new product system.
That in itself is okay in a way if they just used it for
themselves but a thing called ego or ‘I need strokes’
enters the picture.

“See how smart I am Fred! I built a new duper to
dupe the new ‘non-duper’.”

“Wow, John, you're sure smart! Can I have adupe
of the duper?”’

“Sure. If you promise not to dupe the duper.”

“Sure. | promise.”

Sure!

Enter the greed. Normally the company who
markets the duper hasn’t, collectively, the brains to
create it. The mind that creates it is not a marketing
mind. The marketing entities either steal it or pay a
royalty for it. The ‘who did what’ doesn’t matter.

It is marketed. A few ‘good’ people buy dupers
and dupe the dupers for their friends — other ‘good’
people. Now all the ‘good’ people have dupers.

The cycle goes on! And where does it end? It
doesn’t! The moles, the greed and the ‘good’ people
will always be there.

There is only one small consolation to this
problem. The ‘collectors’? More ego! These are the
ones who ‘collect’ everything to show how neat their
library is.

I know a number of people who own some good
software and the ratio goes something like this: 1 out
of 12 of each program, on the average, is an original
issued by the producing companies. About 1 out of
20 of each program is being utilized by the owner!

The consolation — those ‘collectors’ wouldn’t
have bought those programs anyway!

But then — there are the games!

I am sincerely pleased that you are not guilty of
this type of activity. I am even seriously pleased that
you are offended that I might even remotely begin to
think that you might be.

Tell you what.

Since I’'m so cool and since I have such a neat
library and since I have a duper that will dupe all
these good things (see how cool I am), send me your
address and I'll come over. In a few minutes, you'll
have Visicalc, Fantasy 2041, Jawbreakers and a few
more.

Well, hell yes, I have ‘Missile Command’. I told
you | was good, didn’t I?

Golly, Ralph. Since you’re my friend, it’ll cost you
a beer.

HOW ARE YOU GOING TO HANDLE THAT
ONE ‘GOOD’ PEOPLE! YOU JUST SAVED
OVER $200!!!!!

Yes, I’m sure you’ll pass! [J
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Speeding Up BASIC

by Robert Rochon

The ATARI is a very powerful computer with
many hidden features not available on other
micros. If you're like me you want to use the ATARI
to its limits in every program. The limiting factor,
however, always seems to be the execution time
(speed) of the program. What a pity you can’t use
STATIC RAM on the ATARI

There are however many tricks to dramatically
increase the speed of the program. Although some of
the savings seem small (eg.1/120 sec.) they are
frequently used often enough to bring noticable
changes. One real time routine of mine has been sped
up 3X faster by using simple tricks. Here are some of
my tricks I use to speed up my programs.

-1- Avoid using simple exponents (eg.64 2). Use
64*64 instead. This is my biggest saver. It saves 4
second every time it is used. Also avoid SIN and
COS if possible.

-2- My favorite speed up is eliminating FOR
NEXT loops. The FOR NEXT part of the loop
requires about .003 to .006 (1/350 to 1/175)
seconds to execute. If you eliminate 10 or more
loops the savings will be enormous.

-3- Put your critical routines at the beginning of
the program. Loops and Branches execute faster
there. This is because the computer searches each
line starting from the lowest to find the FOR TO
command or the line # the computer will GOTO.

-4- Using 30 * RND(O) rather than the more
common RND(0) * 30 saves about .008 (1/250) of
a second. Since it uses no extra memory it should be
used always.

-5 When doing animation in GR.O wuse

CHR$(29) rather than the command GR.O to clear

the screen. This saves .009 (1/110) seconds.

-6- When using GR.0 to display changing data
note that it takes %5 as long as print on the top line of
the screen rather than the bottom line. This is also
true for drawing in the graphics modes.

-7- Using a GOSUB and a RETURN rather than
two GOTO’s saves about .0015(1/700) seconds.

-8- Using a lower resolution mode will save time in
program execution. Every line in the program will
run faster. GRAPHICS1 and GRAPHICS2 run
about 15% faster than GRAPHICSO. GRAPHICS3
and GRAPHICS5 run about 10% faster than
GRAPHICSY7.

-9- When using all 9 positions in a joystick routine
use

100 GOTO STICK (0) + 100
105 X = 5: GOTO 120
106 X = 6: GOTO 120
107 X = 7: GOTO 120
109 X = 9: GOTO 120
110 X = 10: GOTO 120
111 X = 11: GOTO 120
113 X = 13: GOTO 120

100 ST = STICK (0)
105IFST=5THEN X =5
106 IF ST = 6 THEN X = 6
107 IF ST =7 THEN X =
109 I[F ST=9 THEN X =9
110 IF ST = 10 THEN.X.= 10
111 IF ST = 11 THEN X;=11
113IFST=13THENX =13
114 X = 14: GOTO 120 114 IF ST = 14 THEN X = 14
115 X = 15: GOTO 120 115IFST=15THEN X = 15

This routine saves about .016(1/70) seconds
every time it is executed. It also uses a lot less
memory by avoiding 9 IF THEN statements.

-10- Using PLAYER - MISSILES for animation is
typically 3 - 10 X faster than using PLOT and
DRAWTO.O
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MISSLES AND MIXED GRAPHICS MODES.

GALAXY DEFENDER. . c.ocivvionvanononnosoonsansosossssnins bey MARK DUTTON

INCREDIBLY FAST PACED GALACTIC GAML. YOUR GAIAXY IS UNDLR ATTACK! CAN
YOU SAVE THE FINAL QUTPOST? USES IMAGINATIVE CHARACTLR REDEITNTITION.

BOTH GAMLS TNCORPORATL LXCITING SOUND AND GRAIHICS wITH COLORTUH
ACTTON PACKED DISPLAYS, USING ATARI'S* CAPABILITILS T0 THE MAX!
TWO IN ONE PACK CASSETTE..... 19.95 16K

DISK. .. v vrmencs 24.95 23K

7
TO ORDER SEND CHECK OR MCNEY ORDER TC: ‘ A&
\ AMULET ENTERPRISES
@ P.0. BOX 25612
®  GARFIELD HEIGHTS, OH 44125
ORDERS MUST INCLUDE $1.50 SHIPPING AND HANDLING
=

STURCARD 5 VISA CALL:
o REGISTERED TRADEHARK N\ AT RO s,
1-216-175-7166
ATART TNC.
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UTILITY##1 ¢ VARIABLE LISTER

By Tony Messina -

Have you ever written a program and then tried to
go back and document all of the variables that were
used? If you’re one of the elite 10% who are or-
ganized, you probably wrote down all of your vari-
ables and their meanings as you wrote the program.
If you're like the other 90% of us who write a pro-
gram and then spend several agonizing hours docu-
menting it, then help has arrived. The following
utility was written to help me keep track of my
variables. It doesn’t tell me what I used them for, but
it does tell me what [ used. This utility is just the start
of another utility 'm working on (a cross-reference
program). You can run out and spend anywhere
from $9.00 to $45.00 for any of a multitude of utili-
ties, but I don’t have much money — and writing the
things myself has taught me more about the inner
workings of the ATARI than any listing could. Let
me explain how your ATARI stores variable names.
It will help you to understand how and why the pro-
gram works.

BEHIND THE SCENES

Within the heart of your ATARI lurks the VARI-
ABLE NAME TABLE. This table contains all of the
variables used (and sometimes not used) by a pro-
gram. How do they get there? Good question. When
you type in < A=10> for example, the interpreter
(the ATARI BASIC cartridge) takes the “A” and
puts it in the first available slot of the VARIABLE
NAME TABLE. It also stores the value of our “A”
into the VARIABLE VALUE TABLE. (I won’t get
into the value table in this article, but look for itin an
upcoming utility article.) SOUNDS SIMPLE so far
...now enters THE CURVE. In ATARI BASIC,
variable names can be up to 128 characters long.
How does the interpreter know where one variable
name ends and the next one begins? What about
string variables and dimensioned variables?? I’m glad
you asked. Here’s the scoop. The very last character
of each variable name is stored into the table as an
inverse character. Our “A” character would actually
be stored in the name table as an inverse A, since the
beginning and ending character for the variable is A.
If the variable name were “TEST”, then “TES”
would be stored as normal characters and the last
“T” would be stored as an inverse “T”. TEST$, a
string variable, would be stored as “TEST”’ (normal)
and “$” (inverse). If a variable has dimensions [i.e.
DIM A (26)] then the variable is stored as “A”’ (nor-
mal) and “(”’ (inverse). I know some of you out there
are saying, “AWWW, Messina’s full of donkey

dust!! There ain’t no characters stored out there
nowhere!!” Yes folks, that’s true. What is actually
stored in the VARIABLE NAME TABLE is the
ASCII numbers of the characters I was speaking of.
So for all of the technical folks reading this article, I
would like to say EXCUUUUSE ME!!! Anyway. . .
knowing what we do and knowing where the VARI-
ABLE NAME TABLE starts, we should be able to go
in and pick outall the variables in any given program.

How do we stop? Ooops. The end of the table is
denoted by a blank byte following the last character
of the last variable name. For the purpose of our
utility, however, we want to stop picking off vari-
ables when we encounter the first variable of the
utility program. Armed with this information, let’s
try our first experiment.

EXPERIMENT #1

5 REM TYPE o CONTROL COMMO BEVHEEH THE
MaTES gﬂ LINE 78 T0 PRODUCE & HFEART.
18 7 CHRSE129% 1NREM % CLEAR SCREEH =

26 T "asSCUTY, CHARY, “ADDRESSY I RIEM % HE

ADIHGS *

38 AZ1BITESTI=10:DTIM BS (1Y ,YES(S,S) 1 8E
M ¥ SAMPLE UARIABILES ®

48 STARTVZ-PEEK (130 tPEFK (1313 %956 REM =
GET DECIMAL START ADDRESS OF VAR WAME
TABLE *

98 7 " U PEEK{STARTY , " *;CHRS(PEFK(5TA
RT33,'" “;START:REM # PRINT oSCIL, LETT

ER AND ADDRESS #

68 STARTZSTARTHL:REM % GET NEHT ONE

78 IF PEEKU{STARTIZASC (U¥U'Y THEM FND :R
EM ¥ IF BLANK THEW END ¥

22 gOTD SHIREM # GO PRINT NEXT CHARACT

As you can see, the variables for the program itself
were printed to your screen. This was just a sample
for the non-believers out there. The variables pre-
sented are representative of all types used by the
ATARI: Regular, String and Dimensioned. Another
thing you will notice is that the variables follow the
order in which they were typed. Line 30 is the first
place variables were typed in. If we look at the output
of our program, we see that the variables follow the
same order as line 30: A,TESTI,B$,YES and
START. The address of each letter is also printed in
the last column. This will be helpful when we
conduct our other experiments, so type in this pro-
gram. I also hope this little demo illustrated the
points I made in the BEHIND THE SCENES section.
Here is an explanation of how the utility operates.

THE PROGRAM
Listing 2 is the utility program. Program flow is as
follows:



ISSUE 6

A.N.A.L.O.G.

PAGE 47

32500 clears the decks and'initializes the utility
variables. 32502 clears the screen and outputs a mes-
sage to the printer. 32504 takes the contents of the
current address and stores it in TEMP. A check is
then made to see if TEMPisaninverse character (i.e.
>=128) or if it is a blank. If one of the conditions is
true, the program goes to the subroutine at line
32514 to find out what the character is. If neither
condition is true, we drop through and store the
value from TEMP and store it into the appropriate
location in VAR$. We are building our variable
name in VAR$ for output to the printer. A check is
made of the error flag ERRER. If set, an asterisk is
appended to our variable name in VARS$. If clear,
then SKIP is checked. If it is set (set meaning it is
equal to 1), then it’s time to print our variable name.
If clear (clear meaning it’s equal to zero), we incre-
ment the current address CURADD, the character
count CHARCNT and then go back for the next
byte.

32514-32522 are the subroutine lines used to
determine the type of variable. We get here if the
value in TEMP was an inverse character or a blank. If
the contents of TEMP is an ASCII Blank, then the
program goes to line 32512, prints out some infor-
mation and stops. If TEMP contains an inverse $,
then we change it to a normal $ (TEMP-128) and
Goto 32522. If TEMP containsan inverse (, thenitis
changed to a normal ( and we go to 32522. If all of
the above fail, then we assume an ASCII number or
letter. It is changed to a normal character and a check
is made to see if the new number falls between 48 and
90. If you look in APPENDIX C of the ATARI
manual, you see that ASCII 48-90 contains the
numbers, some other characters and then the letters
A-Z. If the value in TEMP does not fall between any
of these values, we have an error and the error flag is
set. If everything is OK, line 32522 increments the
number of variables VACNT, sets the skip flag SKIP
to 1 and‘returns.

32524 appends an asterisk to our variable if an
error occurred, sets ERRER back to O and returns.

32526-32528 check what is in the string VAR$. If
the actual name VARS is there, then the program
ends. If not, then the variable name and its address in
RAM is printed. The character count CHARCNT is
cleared (set to zero), SKIP is cleared, VARS$ is
cleared and we return to build the next variable
name.

32512 prints the start and end address of the name
table. It also prints out the number of variables in the
target program.

HOW TO USE IT
Type the program in exactly as shown in the list-
ing. When you've finished, check everything and
then save it using the LIST*D:VARLST"’ for disk or

LIST“C:" for cassette commands. The reason we use

LIST rather than CSAVE or SAVE"D:filename” is
so that we can merge the utility with your target
programs without disturbing anything. Once the
program is saved you can load in any BASIC target
program. By target program I don’t mean a program
that has targets in it, [ mean any program you want to
obtain a variable listing from, utilizing the utility.
Once the target program is loaded, use the following
commands to merge the utility. If you have a cassette,
cue up the utility and type ENTER“C:” and hit
RETURN. After the beeps, hit RETURN again and
the program will load. For disk users, type in
ENTER“D:VARLST". The program will then load
from disk. Once the utility is loaded, type in (using
direct mode), GOTO 32500 and the utility will do
its thing. This utility is set up to output to the printer.
If you don’t have one, simply replace all LPRINT’S
with PRINT’S. Be prepared to hit CONTROL 1 to
stop the screen listing so you can copy the variable
names. Hit CONTROL 1 again to resume output.

DIGGING DEEPER

You are probably wondering why I have the
address printed out. If you don’t want it printed,
REPLACE line 32528 with the following:

32528 LPRINT VAR$: CHARCNT=0:
SKIP=0: VAR$="":RETURN

This will prevent the address from being printed and
leave you with a clean piece of paper to document
your program. There is a method to my madness in
printing the address.

THE METHOD TO MY MADNESS

Consider this. . .if we know the address locations
of our variable names, it would follow that if we
POKE different characters into the table, we could
change our variable names. This is not only true but
offers other potential benefits and (if the reader is
not careful) problems. BEWARE!! The following
experiments should be tried after reading the follow-
ing paragraph.

The interpreter does not care about variable
names other than when they are initially defined.
After that, it doesn’t care. WHY? Well, once you
define a variable, it is assigned a number from 128-
255. The first variable is assigned 128, the second
variable is assigned 129, etc....up to 255. In the
tokenized version of your program these variable
NUMBER assignments become important, not the
names. When you list your program the interpreter
scans the tokenized form of your program in
memory, and matches all the numbers with KEY-
WORDS such as GOTO, REM, COLOR, etc.
When he hits a variable number, 128 for example, it
says “OH. . . Thisisa variable; its number is 128, but
to me that’s variable number 1. Let me go into the
Variable Name Table and get the name. Since it’s
number 1, it is the first name in the table.” Once the
name is retrieved, it is put up on the display. All of
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this happens in mere micro-seconds, but that’s what
your interpreter does. If we happen to change the
names in the table, the interpreter vl blindly go in
<nd grab whatever is or isn’t there. He grabs the vari-
able name based on the NUMBER not the NAME.
Remember the inverse character at the end of each
variable name? Joe Interpreter uses this as a signal to
tell him when he has gotten the whole thing. Enough
theory, next experiment.

EXPERIMENT #2

Let’s try changing some names. If you haven’t
done so, type in the short little example program at
the beginning of thisarticle. If you did type itin, then
load it. RUN the program and follow along with me.
On the screen you should see the variable A in
inverse. Let’s change it to Z. In direct mode type the
following:

POKE ADDRESS,ASC(“Z")

Make sure the Z isan inverse Z. The address will vary
with the amount of RAM you have and the configu-
ration, so use the address that is on the screen (i.e.
the address given for variable A). Hit RETURN and
when READY appears, LIST the program. The
former statement A=10 will magically be replaced
by Z=10...TRY IT!!! Let’s try one more. Let’s
change TEST1 to BLAHI. First re-run the program,
then in direct mode type the following:
POKE ADDRESS,ASC(‘B”):POKE ADDRESS+1,
ASC(“L”):POKE ADDRESS+2,ASC(**A’"):POKE
ADDRESS+3,ASC(“H”)
Again, we have the starting address of TEST1. Since
each letter occupies one byte, then T begins at the
address listed in your output, E is located at the
address+1, etc. Since the 1 is already there and in
inverse, we don’t have to use inverse letters in our
POKE statements above. Use the regular old every-
day non-inverse letters between the quotes. Hit RE-
TURN and list the program. If you did everything
right TEST1 will no longer be there, but is replaced
by BLAHI1. Of course, we only replaced variable
names with those that had the same length. For ex-
perimenting use the same length name because you
can really make a mess out of things. If you are ad-
venturous, try anything!! Just remember that the
variable names must end in an inverse character.

've seen a program out there that does what we just
did (and a little more) selling for $15.00!! YES,
$15.00!!! Knowing what we know now, we should be
able to write our own and use the $15.00 for some-
thing else. OK, you adventurous souls, here are the
last experiments.

EXPERIMENT #3
Run the program again, then in direct mode type
the following:
FOR Z=FIRSTADDR TO LASTADDR:
POKE Z,155: NEXT Z

Substitute the appropriate addresses on the screen

for FIRSTADDR and LASTADDR. When READY
appears, LIST the program. SURPRISE!!! All you
see now is KEYWORDS. Not a variable in sight!!
Now ya believe me when I say the interpreter doesn’t
care!! Run the program — yes, just type RUN!!
SURPRISE II. It works just like normal. Except
where the variables once were is now filled with
empty space. WAHAPPENED?? The 155 poked into
the NAME TABLE is a non-printing character. The
interpreter picked up the name and even printed it
on the screen. . . we just couldn’t see it. You could do
this to that SECRET program of yours and let your
friend borrow it to test. When he lists it to learn all of
your secrets, BOY. . . will he geta surprise! TRY IT!!!
I have, and what a ruckus it caused. Be sure to save a
copy of the original for yourself or YOU may be the
one who is surprised!

THE LAST EXPERIMENT
For our last trick, try this. First load the program,
or if youdidn’tsave it, type it in again (SAVE it THIS
TIME). Now RUN it. In direct mode, type the
following:

FOR A=FIRSTADDR TO LASTADDR:
POKE A, ASC(“CNTRL COMMA”'):NEXT A
Again use the addresses thatare on the screen. When
READY appears, LIST the program. Check out all of
the GARBAGE!! I'll let you figure it out for your-
self. (HINT — The interpreter searches for inverse

characters.)

FINAL NOTES »

VARLST will interfere if your target program has
the same line numbers as the utility. I started at
32500 as all of my program line numbers fall way
below that figure. If necessary, change the line
numbers higher or lower, but remember to change all
of the GOSUBS and GOTO'S. Also, if your target
has more than 119 variables in it, VARLST will not
load. I've never seen a program with that many vari-
ables, but it is possible. If you have any variable
names longer than 30 characters, VARLST will not
work™*. I hope I have aroused some interest out there
without scaring you off. There is a lot more coming if
you want it. Tell LEE PAPPAS how you feel. If I
bored you to death, let him know (he’ll let me know
for sure). If you have any ideas for utilities you
would like to see, let him know. If you have ques-
tions, comments, curses, etc....let him know.
Other things I hope to present are a Cross Reference
Utility, a little program ‘that will change your
variable names automatically (I won’t charge you 15
buck, either), a make-your-own character set utility,
and a line renumbering utility. If you have something -
you would like to present, submit it. DON'T WAIT
...DO IT!! Have fun experimenting. O]

*Dimension VARS$ larger this case.
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32588 CLR :DIM UVaRS(30) : TABLESTART=PEE
K{i3@)+PEEK (131 %256 :CURADD=TABLESTART
PCHARCHT=1:VACNT=0:ERRER=0: INV=128
32582 SKIP=0:? “"R":LPRINT "THE FOLLOWI
NG UARIABLES ARE IN THIS PROGRAM':FOR
H=1 TO SO:NEXT X

32504 TEMP=PEEK(CURADDY :IF TEMP>=INV O
R TEMP=ASC(''¥'") THEN GOSUB I2514

32506 UARSCCHARCNT,CHARCNTY=CHRS (TEMPY
‘IF ERRER THEN GOSUB 3Z524

32508 IF SKIP THEWN GOSLB 32526

32518 CURADD=CURADD+1:CHARCNT=CHARCNT+
1:607T0 325084

32512 LPRINT :LPRINY "TABLESTART= “;:TA
BLESTART:LPRINT “TABLE END = ';CURADD-
4:LPRINT "8 OF YaRIABLES= ";VACNHNT-1
XI7513 END

¥§2:; IF TEMP=ASC (9"} THEN POP :GOVO
32516 IF TEMP=OSCC(H'") YHEH YEMPZTEMP-
17286070 32522

32518 IF TEMPzASC{“[I"3 THEH TEMP=TEWMP-
128:60T0 32522

37520 YEMP-TEMP-128:IF TEMP{48 OR TEHP
>930 THEN ERRER:=1

372522 VACHT=VACNTH+L SKAIP-L:RETURE
32524 UARS(CHARCNTHL,CHORCNTHIIZUE 1FR
RER=B:RETURN

32526 XF UARSZUUARS THEWR POP :150TO 32
iz

32528 LPRINT VARS,.,' ADDRESS= *;CHRA
DO-CHARCNT+1:CHARCNT =8 SKIP=@ VARG

RETURN

UNLOCK
YOUR ATARI

WHAT IF YOU COULD...

» sample every sound your ATARI makes!
» see the sound command and note (if any) while you

listen!
e sample every color combination in each Graphics

mode!

e see the color register command while you watched
e do all this with your joystick - IN MINUTES!!
e get both of these programs for only $19.95! (cass)

YOU CAN!!

COLORTRACK & SOUNDTRACK

“ATARI HAS THE CAPABILITY—
ACE GIVES YOU THE KEY”

ORDER NOW-CASH, CHARGE OR C.O.D.

ADVANCED COMPUTING ENTERPRISES
s 5516 ROSEHIKL
(@] SHAWNEE MSN. 66216
N5 (913)262-2875 + (913)631-4180 "=

ATAR IS A REGISTERED TRADEMARK OF ATAR! INC

VCS UPDATE...

by Lee Pappas

April 3, 1982 was officially touted as PacMan
Day. The ATARI PacMan & The Ghost made public
appearances that weekend in Worcester,
Massachusetts, then proceeded to Boston to make
visits at a local orphans home and walk the historic
Freedom Trail.

A new VCS game from Imagic, Star Voyager,
puts you in a space ship armed with lasers and
photon torpedos, and the ability to hyperspace.
Your mission: to clear a free path through space.
Another game, Trick Shot, is the first pool game for
the VCS.

From Parker Brothers this summer comes The
Empire Strikes Back and Frogger. The latter based
on the arcade game of the same title. Later this year
look for Spiderman and other releases.

From Coleco (are you ready for this!) comes:

Donkey Kong
Turbo

Venture

Lady Bug
Mousetrap

Carnival

Zaxxon

Cosmic Venger
Smurf Action Game

Mattel Electronics has announced that it, too,
will make available cartridges for the ATARIVCS.O

Pac-Man and The Ghost visit The Home Show in
Worcester, Mass on April 2.
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NON-TUTORIAL V
by Charles Bachand

PROGRAM PROTECTION

A DOS option known as a MEM.SAY file allows
your BASIC program and the Disk Operation Sys-
tem to share the same memory space. Itisin asense a
form of Time-Sharing as practiced on large com-
puter systems. This new Disk Operating System,
DOS 11, loads into the computer’s memory in two
parts. The first file, DOS.SYS, is loaded and initial-
ized, and control is then transferred to the cartridge if
one is inserted; otherwise DOS proceeds to load in

_part two, file DUP.SYS into memory. DOS.SYS
allows your BASIC program to do 1/O (Input/Out-
put) to disk files, but if you need to copy a disk or an
individual file, write DOS files to a disk, get a di-
rectory listing, or do anything that cannot be done
“from BASIC, then you will have to go into the DOS
menu. This is accomplished by typing the word
‘DOS’ followed by a [return].

DOS 1 came up in the menu mode almost instant-
ly after the user typed ‘DOS’ [return] because the
menu part of the program was always resident in the
computer’s memory. This used up a lot of the com-
puter’s memory space, which meant that you had
less room left for your program. Since DOS 1 also
had a few bugs in it, like not being able to use random
“access files or not being able to boot up the ATARI
850 Interface Module, the programmers at ATARI
decided to rewrite the software, fixing any bugs and
incorporating a few enhancements.

Normally, when one is using DOS II and needs
access to the DOS menu options, you type ‘DOS’
[return], do what you have to do, type the ‘B’ [re-
turn] (Run Cartridge option), and re-enter BASIC.
But something nasty has happened to your program.
It’s GONE!!

Now, you are probably wondering, “What the
%#$& did this computer do with my program?’’ It
was wiped from memory by the DOS. The Disk
Operating System loaded its menu program right
on top of your BASIC program. Too bad for you.
You should have enabled the MEM.SAV feature.

Yes, now even you can stop your programs from
being clobbered by DOS. Just think, no one will
ever again ask, “What happened to your program?’’
Just send $29.95 plus $2.00 shipping and handling
to “Clobbered for the Last Time,” P.O. Box 123,
Ripoff City...

Actually, it is not going to cost you anything to
save your programs, except for an increase in disk
access time. It works almost like magic! All you need
is a file, 45 sectors long, on your system disk named
‘MEM.SAV’. The computer does the rest. The DOS
menu has the option to create such a ‘MEM.SAV’
file for you. Once enabled, the operating system
automatically makes use of it.

Now, every time you call up DOS, the system
checks for a ‘MEM.SAV" file. If there is one on the
disk, the computer will save a part of your BASIC
program (the part that would normally be over-
written by DOS) to the ‘MEM.SAV’ file. The DOS
menu program is then loaded and executed. When
you want to get back into BASIC, the system first
reads the part of your program stored in the
‘MEM.SAV’ file, back to where it first found it. Your
BASIC program is now in its original state and can
be edited or executed. And this feature is not limited
to the BASIC cartridge. You can use it with the As-
sembler/Editor, the Music Composer or the Pilot
cartridge.

HUNGRY FOR A BIG MACRO

There are certain types of utility software that can
get an assembly language programmer really excited.
It’s akin to buyinga new car, and discovering what all
the little buttons do. This is how I feel about two new
machine language programs, the ATARI Macro
Assembler and Program-Text Editor™. These two
programs brought back all the fun of Christmas, and
they are not even games!

Programs of this nature do what they were de-
signed to do, but they are still loaded with extra ‘Bells
and Whistles’. These are not really needed but are
certainly welcome, and are a sight for these sore eyes.
The preliminary documentation that I received for
the Macro Assembler ran just over sixty pages.
When you consider that this documentation was on
the skimpy side, you have an idea as to the size of the
final manual. The same holds true for the text editor

-manual.

PROGRAM-TEXT EDITOR

Programmers whose source files tended to
become very lengthy (yeah, like six thousand lines is
a lot, eh!), ran into problems with the ATARI
Assembler Editor cartridge. In order to edit a file
with this cartridge, the entire file must be able to
reside in the computer’s memory. Even with all the
comments removed, two thousand lines of code tend
to fill the memory. Progress past this point can be
made with the enhanced Assembler/Editor package
by ‘Optimized Systems Software, Inc.’, in that you
can now use many small files and have the Assembler
sequentially access them during the assembly
process. This surely works, but turns out to be a pain
to edit.

Having the graphics routines on ‘D:FILE1’, the
variable assignments on ‘D:FILE2", system equates
on ‘D:FILE3’, etc. sometimes becomes confusing.
After a while, it is hard to keep ‘“What goes where?’
straight in your mind. And let’s not forget those so
called ‘necessary’ line numbers! In a six thousand
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line program, these numbers can use up at least
24K of disk space! What a waste.

ATARI’s new ‘Program-Text Editor’ gets around
the above mentioned problems. Line numbers are
optional. BASIC seems to be the only language that
really needs line numbers. This conserves both disk
and memory space. Another place to conserve is in
the implementation of the TAB key. Every program
that [ have seen that uses the TAB key has merely
added extra spaces into the program. The Assembler
cartridge does not need all these extra spaces, but
programmers tend to include them to make the
source code more readable. It was up to you whether
to waste memory space, or get eye strain! The new
‘Program-Text Editor’ package can insert an actual
TAB instruction in the code that when listed will tell
the Editor to expand to the next defined tab column,
thus saving even more memory space. Plus, as an
added feature, your programs can now exceed the
memory limits of your machine. You will now be
able to edit a 200K-300K program, letting the editor
swap the text into and out of the computer’s
memory. The program will also automatically
update the files and maintain a backup copy of your
last editing session.

Next time, I will discuss ATARD’s ‘Program-Text
Editor’ in greater depth along with talking about
some of the many features of ATARI’s new ‘Macro
Assembler’. O

\\\\\\\\”////
—a

SUNRISE SOFTWARE®

BUDGETMASTER

Home Budgeting Program
for Atari* 400 or 800

BUDGETMASTER™
e takes you, the first time budgeter, step by step
through the task of setting up a home budget.

e allows for quick and easy manipulation of
budget catagories, names, budget amounts, ex-
pense items, etc., always displaying all
catagory names while making changes.

e allows for manipulation of figures for a whole
year at a time without the need to save to tape or
diskette.

@ includes option for hard copy printout of the 39
different displays.

® with check balancer

e analyzes your budget and spending patterns to
assist you with setting future budget amounts.

@ requires 24K ram (32K ram with disk drive)

$34.95(cassette) ©$39.95(disk) + $1.50 shipping
Ohio Residents Add Sales Tax
(DEALER INQUIRIES WELCOME)
SUNRISE SOFTWARE®+ 12800 Eastwood Blvd. « Cleveland, Ohio 44125
(216) 581-9359

*Atari is a Trademark of Atari, Inc.

HARDWARE REVIEW:

The INTEC 48K RAM Board
For the ATARI 400

by Tom Hudson

You may recall that in AN.ALL.O.G. #2, 1
reviewed a memory upgrade kit for the ATARI 400
computer that would increase the standard 8K
memory to 16K. Since that time Iiave made two
additional memory increments, to 32K and finally to
48K. Only a year ago this operation would have been
impossible, but several companies are now mar-
keting high-capacity memory boards. These boards
are nothing less than a godsend to us ‘400’ owners
involved in software development, word processing
and other memory-gobbling applications. In this
article, I will review the INTEC 48K RAM board,
one of the higher capacity boards available.

The INTEC 48K RAM board is a fully-assembled
unit. It comes with a small printed Circuit ‘jumper’
board and full instructions. The jumper board is a
flexible plastic piece which must be soldered to the
underside of the 400’s motherboard. If you’re not
experienced with a soldering iron, it may be a good

. idea to have your local computer store repair center

do the job. Since it only takes a few minutes, the cost
will be minimal, and having an experienced tech-
nician do the soldering will prevent any problems
with poor connections. Also, remember that
regardless of who does the modification, your
warranty will be rendered void. Of course, after the
90-day warranty period has expired, the modifi-
cation will have no effect. If you choose to do the
installation yourself, just remember to take your
time with the disassembly of the comput.
particularly the removal of the keyboard connector.

I have had an INTEC 48K memory board in my
ATARI 400 for roughly six months now, without a
single problem. The board is nicely constructed,
with gold-plated contacts. INTEC’s first version of
the 48K RAM board had the ‘vertical line’ problem
common in many non-ATARI memory boards, but I
recently tested their new version, and it showed little
evidence of screen interference. The new boards use
fewer components, resulting. in lower power
consumption. High power demands of the new large-
capacity memory boards has been blamed for the
screen interference.

In summary, for those ATARI owners who
require more memory than standard ATARI boards
can provide, I can heartily recommend the INTEC
48K RAM board.O]
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The Ultimate Personal Finance Management System
This new, comprehensive system enables you to determine how much you can
afford to spend and what can be saved or invested. |t graphically illustrates
the answers to: “Where does the money go?” It also does a great deal more

. nothing else even comes close!

Budget Projections

Check Entry

You are given 21 categories for which
you enter a monthly plan and your
anticipated income. The categories can
be modified by name or amount at any
time by you. The program prompts you
every step of the way.
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Software Review
“Assem./ ted”

NAME: Assem/Ted
PRICE: $53.95 DISK - $49.95 Cass.
PUBLISHER: Eastern House Software

3239 Linda Drive

Winston-Salem, N.C. 27106
APPLICATION: Macro Assembler/Editor
SYSTEM REQUIREMENTS: ATARI 400/800
40K Cass./DISK. Printer optional

by Tony Messina

Assem/Ted or Assembler and Text Editor came
to my attention, amidst many similar items, during
my last visit to the A.N.A.L.O.G. offices. Ithad one
major difference which separated it from the other
software assemblers available. ..Macro capability.
There was a rumor running around the
A.N.A.L.O.G. shop that Charlie was going to doan
in depth article on Macros and their usefulness. I
won’t steal his thunder, but I will digress long enough
to say that Macros allow the assignment of a
keyboard to a series of source code. Let me give a
brief example. The 6502 processor doesn’t have a
neat move instruction like the Z80. Moving a block
of data with the 6502 requires you to know (1)
where the date to be moved starts, (2) where it will
be moved and (3) how many bytes will be moved.
The Z80 assembly language instruction for this
would be LDIR. YES!! one instruction!! Of course
you must set up the Z80 registers prior to
implementing this instruction where the HL pair
points to the source, the DE pair points to the
destination and the BC pair contains the number of
bytes to move. We could develop a Macro which
does the same thing for the 6502. Our instruction
could be called MOVE (ST,LOC,BYTES) where
ST=start of data to move, LOC=beginning address
of where we are moving it to and BYTES =number of
BYTES to move. ST,LOC and BYTES are known as
parameters which are passed to the Macro similar to
those you could pass on a USR call from BASIC.
Once the Macro is written and defined as MOVE, it
can be stored away in a Macro library file. This file
could contain many different Macros for various
purposes. An example of source code utilizing this
Macro could be as follows:

0010 BEGIN RJ INIT; GO INITIALIZE

0020 LDX #10; GET 10 LETTERS

0030 R] TITLE; PUT UP TITLE

0040 DOIT MOVE (ST,LOC,BYTES); MOVE
GRAPHICS (MACRO)

0050 MAIN LDY #COUNT; START PROGRAM

........

Notice we used MOVE in the operation field.
Upon assembly, MOVE will expand to the proper
6502 instructions that will do the move. The
instructions will be expanded based on the values
assigned to ST,LOC and BYTES prior to executing
the instruction MOVE.

This brief explanation is only a scratching of the
surface on Macros but [ hope I gave you some feeling
of what they are capable of doing. (SORRY
CHARLIE!!) Waith that digression out of the
way. ..l picked up a disk version of Assem/Ted
and for the past three months have thoroughly used,
tested and reviewed this software. The results
follow.

DOCUMENTATION

A 39 page document accompanies the
Assem/Ted package. In this authors opinion it is
not written in a clear, logical order. Some sections
are incomplete, and some items are not clearly ex-
plained but assume the reader will know the con-
sequences. It is not written with a beginner in mind.
[ believe even an expert would have some difficiulty
in understanding the power of this program if he
only read the documentation. The user must doalot
of experimentation with the software in order to
understand how to do a particular item or the results
of a particular command. I read the manual five
times. The sixth time I executed all commands
within the editor and still found myself flipping
through pages trying to find additional information
and explanations. Overall, I believe the documen-
tation leaves much to be desired. .. This does not
mean the software is not good even though I believe
a program is only as good as its documentation.
After experimenting on my own, I did find the soft-
ware to be quite powerful in most areas while in
other areas I found it cumbersome.

Some documentation errors I found or items
which were not clear follow to support my
evaluation. I have the disk version of Assem/Ted.
The Machine Language Monitor (MLM) section
states to enter the MLM from Basic type X=USR
(38804) and hit Return or to run from DOS use Run
at Address and type $9794. Using the Run at
Address feature I got a console speaker beep
informing me to load from cassette!! After re-
reading the book I was stumped. Upon looking at the
screen I saw item O of the DOS menu which said
Monitor. Nothing in the manual said anything about
selecting the O option from DOS. The manual states
there is a manuscript function which allows you o
compose letters and documents but fails to give a
clear example of how to do it.
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THE SOFTWARE

Assem/Ted consists of basically three parts. A
Machine Language Monitor, a Text Editor and an
Assembler. Not wishing to be a bearer of constant
bad tidings, I'll discuss the very good parts of the
software first as it is really not that bad in most areas.

NICE THINGS

The Machine Language Monitor is nice. There are
basically 9 commands to aid in the assembly and de-
bug of machine code. One can Display Memory,
Display Registers, Alter Registers, Alter Memory,
Change Memory, Exit the Monitor to Basic, Save
Memory to Casette, Load Memory from Cassette or
Goto an address and start program execution. The
Alter Memory differs from the Change Memory
command in that you can alter several locations at
once. The Change Memory allows you to change
memory locations one at a time. All commands are
entered by pushing a single letter. There are other
items which would improve the Monitor but those
are covered under the WISH-LIST section of this
review.

The Text Editor and Assembler have some very
good points. The Assembler is very quick and allows
an option to continue assembly even if certain error
conditions are encountered. There is a format
feature which automatically adjusts the fields of the
source code. You don’t have to worry about spacing
when entering your source code, just leave at least
one space between each field. When output to the
printer, the code will be neatly printed (well, almost-
see BUGS section). The Macro feature is extremely
nice and works like a champ without problems. This
could save much development time with the proper
Macros stashed away in a Macro library file. The
Assembler allows conditional assembly for both
source and Macros. This is both nice and extremely
powerful. Charlie wrote about Conditional
Assembly in issue #3 so I won’t go into it again. Long
label names are allowed with this Assembler. A label
can be up to 31 characters in length with a default
option of 10 characters. This makes it nice to assign
meaningful labels to your code. Another nice feature
is that numbers can be expressed in Binary as well as
Hex and Decimal. It makes it nice when setting up
some strange mask words. Instead of converting
your mask to Hex, just type it in Binary. Another
really neat ASSEM feature is the ability to
immediately load or store the high or low part
address of a label. Assuming we have a label call
DATA whose address was equated to
3E4F, executing LDA #H,DATA would load the A
register with 3E. This is nice when text display data
needs to be addressed. No more need to strip off low
or high nibbles or shift things to get the upper or
lower part of an address. In the same vein, the ASCII
addressing mode is another convenience. To load the
ASCII value of the letter P into the A register, simply

type LDA #‘P.Comparisons etc. are also handled

through this addressing mode and it really cuts down

on having to either look up the Hex codes for a letter

or having unnecessary equates such as

ASCIP+$0050. Without too much fanfare, the

other features of the Assem/Ted I thought to be

quite nice include Auto line numbering, Renumber

source file, Delete one or more lines command, Load

and save source files, Append source files to the

current file, and a status summary after each source -
file load. This summary tells you in length (in Bytes)

of the file just loaded plus the range of addresses -
where it was loaded.

The editing features of the Ted are very good and
extremely powerful. There are basically two forms of
the EDIT command. Form 1 allows string
search/replace capability. This form also allows
many options within the command. One can search
and replace a particular item by issuing a command
such as: EDIT/THIS/THAT/10-50. This
command would replace all occurrences of THIS
with the string THAT between lines 10-50. All lines
which are affected will be displayed to the screen or
dumped to the printer if that function is operational.
At the end of the operation the number of
replacements is output in the form //XXXX where
XXXX is a decimal number. Selective replacement
can also be accomplished where some occurrences of
a string can be changed while others will not be. The
entire Form 1 method is extremely powerful and
takes some experimentation to get used to all of its
power. The Form 2 edit capability is used for line
editing. EDIT 10 will display line 10 of the text file.
Changing text is a simple matter of utilizing the
ATARI screen edit features and hitting RETURN.

Now thatI've discussed the good points, I'd like to
give my Wish-List and explain why the items therein
are needed or wanted.

WISH-LIST

I'll start with the wishes for the Monitor. I'd like a
set and clear breakpoints capability, a disassembler
to screen and/or printer aid, an op-step and trace
function. These additions would add considerably to
the de-bug capability of the MLM. Items for
improvements in the Editor and Assembler follow.

I'd like a Rep card containing the pseudo-ops
error codes and commands peculiar to this
assembler. All pseudo-ops are non-standard. They
take getting used to, and it’s time-consuming having to
flip through the manual to track them down. I have
the disk version of this program but it does not
support the saving or loading of object or source
code to the disk. Everything is tied down to cassette.
Needless to say, this causes extreme heartburn.
There is a feature to Assemble multiple files, iden-
tical to the Include function Charlie mentioned in his
article in issue #4. With cassette format, however,
this is a pain, especially if you have a string of files,
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assemble them and then find a bug in, let’s say, the
third file. First you have to load the third file (if you
can find it), fix the bug, then resave it to the same
place. If you have to make significant changes, you
risk wiping out any files which follow. You can patch
the object code and save it but your source listing
‘would then be virtually meaningless unless you
comment it. . . but then it will be a mess!! You could
also do the cassette shuffle. Save each module on a
separate cassette then copy all modules on one
cassette. If you find a bug, fix it, resave the module
on the separate cassette then copy all modules back
to one cassette. This whole mess is not practical if
your development schedule is tight. Needless to say,
Disk I/0 is a must for a good assembler to handle
multiple file assemblies. Moving right along, we need
a true-cross-reference at the end of the assembly
listing. Assem/Ted provides a list label table (i.e.
prints out the address locations or values if they are
variables of the labels) but does not give a cross-
reference that identifies where all these labels are
used. Admittedly, for short programs it’s not a
necessity, but for 3000 line source code assemblies
from multiple files, it is needed. Now that I've
presented my wishes it’s time for the Program Bugs.
BUGS

There were only two Bugs which I caught. Of
these, one was repeatable while one occurs now and
then. Both of them deal with the functioning of the
following commands: Asm and Format.

Assem — This command causes the text file to be
Assembled and printed to the screen and/or printer.
The printer routine occasionally hangs up the
system. Pushing break recovers from this but your
listing gets messy. This is the once in awhile bug I
mentioned.

Format — The Format statement has the form of
Format W N where W can equal set or clear and N
specifies the number of characters per label. N is
usually set to the largest label name and has a default
of 10. The purpose of the command is to format the
output of your assembly listing in order to line up all
of the fields for a neat appearance. Everything works
fine except for the comment fields of one byte op-
codes I.E. TAY,TXS, TAX,INX,INY,etc...
Comments for these op-codes always appear two
spaces after the op-code regardless of the spacing in
the source code. The listings produced appear erratic
and messy. The simple solutions are (1) Don’t
comment your one byte op-codes or (2) fix the
format function. Considering the complexity of the
functions, and the power of this program, two small
bugs aren’t bad at all.

THE VERDICT
Assem/Ted has a variety of very good functions
especially the Macro feature, the EDIT commands
and some nice addressing modes. It is usable once
you experiment and learn its little quirks and

5o

drawbacks. The package is not aimed at the
beginning assembly language programmer but rather
the intermediate to advanced wizards. Using this
package in the development of any large modules is
counter productive due to its cassette limitation. I've
tried. . .and wiped out many modules following the
ones ['ve fixed on the tape. The package would be
good to develop small assembly language routines to
interface with Basic and it is really nice to play
around with Macros and develop a Macro library for
use with your small routines. I wouldn’t recommend
this package for anything other than experimenting
with the afore-mentioned items. I do believe that if
the minor bugs were erradicated, Disk [/O was
added and the manual were drastically overhauled,
Assem/Ted would be a super value. I give it a B,
since there is no other Macro-Assembler for the
ATARI with all the features of Assem/Ted that
even comes close to the price of $53.95.00
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Software Review: Caverns of Mars

Caverns of Mars

$39.95 diskette

Requires 16K & 810 disk drive
ATARI, Inc.

by Shimane Oderkirk

Caverns of Mars, \by Greg Christensen,
combines all the elements needed for an exciting and
challenging game. There are four skill levels, ala Star
Raiders; Novice, Pilot, Warrior, and Commander.
Each achieve different levels of difficulty through the
adding of additional caverns.

The premise of the game: You are the only ship to
escape Terra IV after the Martian Fleet surrounds the
planet. The Martians demand unconditional
surrender! You escape in your fighter and go off to
Mars singlehandedly. Yours is the only fighter
equipped to go deep into the Caverns of Mars”,
sabotaging the Martian’s defenses as you fly through
“laser gates”, then “‘space mines”’, and mazes.

The above mentioned dangers appear only when
you select the higher levels of play. Commander
includes all of these while novice merely has the
upper caverns & enemy fighters. IF you make it
through the aforementioned obstacles, you must
land on the giant Martian bomb (which will then
automatically arm itself), and escape up to the
surface by winding your way through the previously
negotiated caverns. Not much time is given to
accomplish this; you have a time & fuel limit.

For each escape, you must move into another
cavern (five in the Commander level) and attempt to
destroy the Martian bases, fuel depots, fighters &
communication posts. The cavern display
continually ‘scrolls’ upwards, however you have
some control as to whether your fighter is in the
center, or near the top or bottom of the screen. The
display moves faster & faster as you progress,
increasing the challenge of maneuvering your ship.
After five “lives” your mission comes to an end.
After each crash, your new ship begins at the starting
point of the cavern you were previously in.

The manual/instructions for Caverns is unclear
in some areas. For instance, the directions say to
“stop immediately in front of the laser gate and wait
for it to complete its cycle.”” This is impossible to do.
You cannot “stop’”’ in Caverns of Mars; the screen
is always scrolling. The best you can do is hover near
the bottom, and as you are pushed towards the top of
the screen, you have a few seconds of “paused time”’.
To progress through the gates, you must wait for the
laser beams to disappear or move away. When this
happens you must race through the gate as quickly as
possible. On several of the gates, you move through
them by pausing your ship at several key points, then
proceeding.

One other helpful hint. Push the joystick forward all
the way when fighting your way amidst the Martian
fighters. This enables you to stay at the top of the
screen and have a greater lead time for firing &
dodging the enemy ships. Also, shoot as many of the
fuels depots and fuel ships as possible, as the fuel
residue is drawn into your fighter and adds to
whatever fuel you already have.

THE RATINGS

The concept of Caverns earns a ten. This game
works very well on the home computer. Originality
gets a seven. It’s a wonderful idea (though based ona
few arcade games) with many features. This game is
something new and different for the ATARI
computers and has a lot to offer. The challenge is a
definite ten. Caverns of Mars pulls every fiber of
your brain towards your mission. Skill received a
nine. The player can easily adapt to the game after 4
or 5 tries; plus the added difficulty levels let you
proceed to more exasperating times after you master
the easier levels. The graphics were colorful,
however, I felt the sounds could have been expanded
upon somewhat. I gave graphics/sound an eight.

This is by far the most frustrating game I have ever
played on the computer. It’s an addictive game; more
than most. Playing, it is very hard not to get angry
and frustrated (hitting the computer is quite
possible; venting your anguish on a nearby pillow
would be a much better idea.)

Caverns of Mars is a delightful game requiring a
lot of skill to play the more advanced levels (the space
mines hold ME back!) However it’s quite possible to
play the level of Commander and survive!
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Caverns of Mars Rating Scale
(1 Unsatisfactory - 10 ldeal)

Concepls. il . biges, 1l 10
Onigwnality ... .. caaido. g 7
Challenge .:.... %M. .. ..., 10
Skilb 13050 2110 u3 Bl RO B8 9
Graphics/Sound rf, subi ags. 8
Overall Rating ............. 8.8

Cheat Note: On the more difficult levels (try
Commander) press the SHIFT & CONTROL &
TAB keys on the left hand side of the keyboard
simultaneously. This will “skip” you to the next
level. Try it!

Software Review
“Dodge Racer”

NAME: Dodge Racer
PRICE: $21.00
PUBLISHER: Synapse Software

820 Conventry Road

Kensington, CA 94707
APPLICATION: Arcade Crash Game
SYSTEM REQUIREMENTS: ATARI 400/800
16K with Disk Drive and 1-4 Joysticks

By Tony Messina

Dodge Racer is the first Arcade entry into the
software markec by Synapse Software. 1 was
impressed with their other program FILE
MANAGER 800, which I reviewed in issue #5, so I
grabbed Dodge Racer. I've seen the arcade version
and even played it once. I found myself being
smashed just as quickly with the SYNAPSE version.
Let’s take a look at this devil.

DOCUMENTATION

The documentation is clear and concise.
Everything you need to know is in the five page
manual. (Everything except how to beat this game
that is.) There are some hints included which may or
may not help you, but the game requires skill and
quick reflexes.

THE PROGRAM

Booting up the disk is very easy. Insert the BASIC
cartridge, insert the disk and turn on the computer.
The program will auto-boot with a fanfare, an
introduction and then the screen display appears.
Your car is on the right, the computer car on the left.
Touch the joystick and the race is on. If your car is too
slow, push the red fire button to increase your speed.
At low speed your car will change only one lane at a
time. Two lanes can be negotiated in the fast speed

mode. The computer car moves at a constant speed
(see variations) and can change only one lane at a
time. Even in this basic, simple, uncomplicated
version, play becomes intense. Even the slow speed
seems fast!! If you avoid being hit and scoop up the
96 dots, you receive 50 bonus points, a fanfare with
flashing screen, and the opportunity to do it all over
again. This time, however, the computer car
becomes more aggressive. Don’t worry. . . after all,
you do have five cars to demolish before ending the
game.
PROGRAM VARIATIONS

One would think there would be enough
problems associated with trying to avoid one crunch
crazy car. Our friends at SYNAPSE had to throw
more wrenches into the gearbox. There are four
more variations to the basic game. Restore, One-
Two Car, Two-Car, and Speedup. The basic game has
the non-restore variation. That is, upon crashing, no
dots are restored until you have cleared the screen.
With the restore mode, all dots are restored upon
crashing with the computer car. The opportunity
exists for accumulating more points this way, but
OOOHHHH.. . . the frustration of crashing with just
one dot remaining!! One saving grace of this option
is that the aggressiveness of the computer car
remains constant rather than increasing with each
screen cleared. If you feel that is too easy, The One-
Two Car mode provides more challenging horizons.
In the first two screens of play, only one car is
attempting to crush you into oblivion. If you
survive, you are pursued by two cars for the next two
screens. Then back to one car etc. This cycle
continues to alternate until you have crashed 5

Two cars pursue you, making for very short games.
The cars become more aggressive with each screen
you clear (at least that’s what the documentation
claims.) I’'ve never made it to the second screen for
verification, but I trust their word. The last variation
is Speedup. If you don’t think the pursuit cars are
fast enough to avoid your quick reflexes and cunning
skill, try this jewel of a variation. The cars start out at
a normal speed but after eight seconds they blast off
at a frenzied pace. If you happen to select the Two-
Car, Speedup options, be prepared to meet your
doom rather quickly. The software folks at
SYNAPSE are not ALL cruel monsters and have
provided the game with Player options.
PLAYER OPTIONS

Up to four players can compete, each player
alternating after crashing. Players can also choose to
control the crash car in competing with each other.
This is the 2A option and is fun.

THE VERDICT

The game is frustratingly addictive!! The sound,
color and fast paced real-time action are all
combined very well. The Newport Software °
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Conglomerate has given this game a thumbs up.
They did prefer using the 2A option of competing
against each other. When I asked them why they told
me “It’s more fun killing each other than letting the
computer kill us!!”, Needless to say this game tests
your hand-eye coordination to the limitand is worth
the $21.00 price. If you'll excuse me now, I’ve got to
try my luck again...CRASH!!! Oh Well...

Dodge Racer Rating Scale
(1 Unsatisfactory - 10 Ideal)

CORCEPI RTINS e 7
@rigimality: 5 asls Te: cn 't ST S 6
Ghallenges il s ol i Tes 6
Skillld it el e e g L e 5
Graphics/SOUNG. i oo vs s oo oo 8
Overall Rating . Jc oot oosvans 6.4

Software Review
“Nuke Sub/Galaxy Defender”

NAME: Nuke Sub/Galaxy Defender
PRICE: $19.95 cassette, $24.95 disk
PUBLISHER: Amulet Enterprises

P.O. Box 25612

Garfield Heights, Ohio 44125
APPLICATION: Arcade Games
SYSTEM REQUIREMENTS: ATARI 400/800
24K with Disk Drive and 1 Joystick

By Tony Messina

The past six months has seen a variety of new
software houses springing up to march to the tune of
the ATARI drummer. Many have produced some of
the poorest software in existence, while others have
finally realized that an ATARI owner will NOT put
up with lack of sound, action, color and the use of
Player/Missile Graphics. Amulet Enterprises, ’'m
glad to say, has met the challenge very well with their
.premier package Nuke Sub/Galaxy Defender. 1

will not tell you that the graphics are ultra dazzling
and these are the greatest games in the world. That
would be stretching things a bit. What impresses me
though, are the clean, uncluttered graphics, clever
color with sound routine and the hassle free
challenging objectives of each game.
BOOTING-UP

Getting started is a simple matter of inserting the
BASIC cartridge in the computer, placing the
diskette in the drive and turning on the computer. A
menu and introductory fanfare will appear with a
prompt “MAKE SELECTION"". Pressing (1) will
load in Nuke Sub while (2) will load in Galaxy
Defender. Wait till the disk drive stops before
making a selection. If you fail to wait, an error 138
may appear. This is the only BUG I have seen and can
be avoided by simply waiting.

NUKE SUB

Selecting this option loads in...Nuke Sub of
course!! A clever tune segment introduces the game
and a prompt for directions appears. I'd suggest
getting directions first, even though they are quite
simple. While you are reading them, a little cruiser
made from PM Graphics goes chugging along at the
bottom of the screen. The plot is simple. You are a
Nuclear Submarine commander whose orders are to
sink anything in sight. (A little dramatic huh?)
Actually, you’ve got to get as many points as you can.
You are given ten torpedoes and will have ten ships
presented to sink. The ships come in three sizes.
Small (worth 40 pts), Medium (worth 20 pts) and
Large (worth 10 pts). The ships may travel at various
speeds and directions across the sight of your
periscope. If you get 100 points or better during the
initial round, you are given Bonus rounds. During
Bonus rounds you are given only five torpedoes and
only five ships will appear. Bonus rounds will
continue as long as you get 60 or more points per
bonus round. When you fail to do this, the game
ends and your score along with the high score is
displayed. The prompt Another game (Y/N)
appears and allows you to either try again or go back
to the initial menu. The play screen is very simple.
You see everything through your periscope complete
with range/speed lines. Ships travel either right or
left across the horizon line. At the appropriate
moment, you launch your torpedo. You can observe
the wake of the torpedo as it travels to its intended
target. Hitting the victim causes a flash, explosion
and mushroom cloud to appear. In the background
the hum of the nuclear power plant can be heard.
This game is challenging. Trying to hit a small fast
ship is very difficult. Other items which make this
game fun are the bonus round announcements. The
letters of the announcement are cycled through color
changes, accompanied by a little tune. Meanwhile, at
the bottom of the display, a torpedo chases a cruiser
across the screen with some interesting sound
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effects. After each bonus round, the ships increase
their speed and it becomes most difficult to hit them.
One last nice feature is the movement of the targets.
They seem to bob up and down on the horizon as
they travel across your periscope view. This game
gets a B+ overall rating.
GALAXY DEFENDER
Option (2), from the main menu, selects Galaxy
Defender. Upon initialization the title, with a little
tune, appears on the screen. The text window flashes
with different colors, accompanied by an unearthly
combination of sounds. After this, the instructions
appear. In the background a deep chord of music,
reminiscent of something from the CLOSE
ENCOUNTERS movie, drones. The instructions,
again, are simple. You have four starbases with which
to defend the galaxy from an onslaught of alien
invaders. Each invader hit gains you one point.
Having four starbases destroyed or reaching 500
points ends the game. Pushing the fire button, after
_reading the directions, blanks the screen. Your space
station appears in the center of the flashing red
display, the warning klaxons scream and the
onslaught begins. Enemy ships appear in only four
directions. (Left, Right, Top or Bottom of the
screen). Only one enemy ship will appear at a time.
Fortunately, your four laser cannons point in these
directions. To fire them, simply push the joystick in
the direction of the enemy. The laser cannon for that
direction will recoil back and forth as it spits out a
deadly ray. The fire button has no function. Enemy
ships will appear in waves, 20 ships for the first two
waves and then 40 ships each for subsequent waves.
Completing each wave earns you 10 bonus points.
Extra starbases are secured upon reaching 250 and
400 points, which is a difficult feat. This game can
become tense, especially during the higher waves
where enemy ships appear at random in any of the
four directions and their torpedoes get faster. After
the completion of each wave your current score is
displayed along with the number of starbases
remaining. The program will then wait till you push
the fire button to continue. At the higher levels this
is a welcome break. After all your bases have been
destroyed, your score and the high score are
displayed. To play again, hit the fire button. You
can’t go back to the main menu from this game
unless you power down and re-boot. This, however,
is only a minor inconvenience. As with Nuke Sub/
Galaxy Defender does not dazle you with the
ultimate in graphics. It is however, a challenging well
thought out game due to the clever use of colors,
sounds and screen action. I'm getting close to
reaching that 500 points!! My high score is 438 and
hopefully. . .soon. . .I'll reach my goal. The trick in
playing this game is to look at your starbase and
catch the aliens with your peripheral vision. Of
course having good hand-eye coordination helps.

One feature that really made me feel like I had
accomplished something was the message NICE
GAME at the end of my 438 point fiasco. The
starbase appeared, firing his laser cannon in all
directions, along with the little doodle. This game
also gets a B+.
THE VERDICT

I give this package a solid B+. It is worth the
$20.00 price. Both games are ‘challenging, clever,
simple and provide good clean fun for all ages. The
local Conglomerate had a ball with both games. . .so
did I as a matter of fact!! I'm looking forward to more
AMULET products in the future as they appear to
be heading in the right direction with their ATARI
software.[] 3

Nuke Sub/Galaxy
Rating €

(1 Unsatisfactc
Concept 50, 354
Originality .....
Challenge.....
Skill=z o, 3808
Graphics/Sou
Overall Ratin*
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Software Review
“Crush Crumble and Chomp”’

NAME: Crush, Crumble and Chomp
PRICE: $32.00
PUBLISHER: Automated Simulations
P.O. Box 4247
Mountain View, CA 07960
APPLICATION: Fantasy Game
SYSTEM REQUIREMENTS: ATARI 800 32K
cassette or disk

By Tony Messina

As 1 entered the Earth’s atmosphere and headed
towards my pre-programmed target, I readied my
battle circuits and aligned my internal navigation
registers with Terra’s magnetic field. My mission was
quite clear...Wreak havoc and destruction upon
the human forms populating the Terran city of New
York, destroy the economic exchange and level the
United Earth Federation building. I landed,
apparently unnoticed, at the desired coordinates. All
seemed still. . . the calm before the storm. Turning

West, I moved towards my first objective ALPHA 1:

Wall Street/New York Stock Exchange. It was too
easy. Travelling westwards, alternating blasts left and
right from any Annihilator Beam, objective ALPHA
1 was reduced to a pile of smoldering, twisted metal.
By this time the humans had noticed me. They fled in
all directions by any available means but alas. . . too
late. Blue death rays shot out, vaporizing these panic
stricken, disorganized life forms. Turning north, 1
moved towards my second objective BETA 1:
Vnited Nations Building. What better way to
alyze the Terran Worlds society than to annihilate
eading ambassadors before they could unite
't our invasion. ..
se of you who think I'm a little off my rocker
ly haven’t seen or played Crush Crumble
'mp by Automated Simulations.
BACK TO REALITY
'v simulation gives you the opportunity
* any of four pre-programmed cities
of six Feature Creatures. Cities
dossible destruction include New
> Bay Area, Washington D.C. or
lable are Mantra (The Flyer),
*), Arachnis (The Spider),
stopus), The Glob (no
our old friend Goshilla.
inherent capabilities and
sarticular attributes. As
nust have a script to
m of a scenario choice
srior to the beginning
ectives available for

1.)BALANCED: Get points for anything you do.

2.)KILLER: Get most points for killing humans,
some for buildings.

3.) COMBAT: Kill combat units, not civilians.

4)DESTRUCTION: Get most points for des-
troying buildings and bridges and some for
killing human units.

5.)SURVIVAL: Get points for remaining alive as
long as possible.

This gives you a total of 12Q configurations to
choose from if we include all city, monster and
objective combinations. That’s enough to keep you
gainfully employed for a long time. The Disk
version, however, allows you to create your own
monster from eight possible carcasses. Each carcass
is assigned a number of available Crunch Credits.
Available powers are presented along with their
Crunch Credit Cost. Select your powers and away
you go.

It's not all that easy to wreak havoc upon
mankind. . .they fight back. The human arsenal
includes Police, Infantry, Tanks, Artillery,
Helicopter Gun-Ships, and the dreaded Mad
Scientist. How does the game stack up? Let’s find
out.

DOCUMENTATION

The 47 page manual is complete, fun to read and
explains everything nicely. Included are charts, city
maps with landmarks and detailed explanations of all
powers available. Being clever fellows, these
Automated Simulations documentation bards,
there are quick-reference cards included for each
monster. These cards explain all powers and the
associated keys which enable the use of these
powers. Very Nice!!...Now that they all have big
heads in Mountain View, there is one slight item
(actually two) they forgot to mention. The manual
claims you can save a game in progress. Possibly the
APPLE and TRS-80 versions allow this but not the
ATARI version. I was ripping away and it was getting
late. Time to hit the sack. ..Save Game??? OH. ..
yes...hereitis...HIT Q AND ANSWER YES TO
ALL QUESTIONS. Let’s see. . .Q. .. Yes (click) —
YOV SHAVE 1320 POINTS. . . TIME 80
MINUTES. . . WHAT!!??? I immediately loaded the
Goshilla, Golden Gate, Killer scenario. There it was
(well I pretended). Automated Simulations
Headquarters. The programmers saw me coming and
ran. After atomizing the building, then jumping up
and down on it for extra measure, I turned towards
John Freeman, Documentation Chief, and slapped
him with my tail!!! GOT EM was my reward. The
rest of the group, trying to escape over the San
Francisco-Oakland Bay Bridge, was instantly turned
to Crispy Critters by my Atomizer. . .Seriously
though friends. . . the save feature needs to be either

(1) implemented or (2) explained as unavailable for
the ATARI version.
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THE GAME

I've already explained most of the details and
objectives. The monster you choose executes his
movement by pushing various keys on the keyboard.
As long as you keep your monster well fed and in
good health, he/she will execute the desired
maneuvers. Movement is somewhat slow, especially if
there are a lot of human units on the screen. This is
liveable and you must remember that your huge
carcass is not designed to be the swiftest of creatures.
The graphics of this game are appealing. Buildings,
Tanks, People etc. all look as they should. Altered
character sets are used to make the human units,
rubble etc. Monsters utilize Player Missile graphics.
The sounds are also very well done. Each unit has its
own particular sound effect. Only one-sixteenth of
the city appears on the screen at a time. When you
(The Monster) walk off the screen, a new portion of
the city appears. There are boundaries to the city and
attempting to leave across a boundary causes the

YOU CANNOT message to be displayed.

THE SCORE
This game is well written and very enjoyable. [ love
it, The Conglomerate loves it. ..even my Mother
loves it!! There are so many Monsters and scenarios
available you’re bound to have many hours of fun.
Needless to say I give this game an A for originality
and laughs. It is well worth the $32.00 price.
Meanwhile. . . The United Nations building was no
match for my Atomizer. Within seconds, it too was
burned out of existence. . .Slowly I turned to meeta
new nemesis, primitive as it was. . .

Crush, Crumble and Chomp
Rating Scale
(1 Unsatisfactory - 10 ldeal)

CONEEPTL & i s ssmsatdis i s M ks 8
@riginality: ...l 88 0 il ean Y 9
GRANENGE . cveiiminime v inars by 8
SKillE% idabism biltainr yunten o bl 8
Graphics/Sound ................ 8
Overall Rating................ 8.2

Software fbr

Personal Computers

A collection of 10 challenging programs created to provide a unique
entertainment value — and 2 personal/business programs with broad
functional value. In disk and/or cassette as indicated.

GAMES  ® HELICOPTER BATTLE Req.— 16K RAM/Cassette $ 9.95
— 16K RAM/Disk 14.95

® HORSE RACING Req. — 16K RAM/Cassette 9.95
— 16K RAM/Disk 14.95

® KENO Req. — 8K RAM/Cassette 9.95
— 16K RAM,/Disk 14.95

® LIGHTNING BOLTS Req. — 16K RAM/Cassette 9.95
and REACTION — 24K RAM/Disk 14.95

® THE MAD MARBLE Req. — 8K RAM/Cassette 9.95
— 16K RAM/Disk 14.95

® MUSIGAME (2 Games) Req. -~ 16K RAM/Cassette 9.95
— 24K RAM/Disk 14.95

® SUPERMASTER Req. — 8K RAM/Cassette 9.95
— 16K RAM/Disk 14.95

® TAG Req. — 16K RAM/Cassette 9.95
— 16K RAM/Disk 1495

® TRACTOR BEAM Req. — 8K RAM/Cassette 9.95
— 16K RAM/Disk 14.95

® WAR AT SEA Req. — 16K RAM/Cassette 14.95
— 24K RAM/Disk 19.95

BUSINESS @ CCA Data
Management System  Req. — 48K RAM /Disk 99.95
® LETTER WRITER Req. — 24K RAM/Disk 19.95
Mastercard & VISA Accepted

DIVISION OF CUSTOM ELECTRONICS, INC.

SOFTWARE ___

238 Exchange St., Chicopee, Massachusetts 01013
(413) 592-4761
® Dealer And Distributor Inquiries Invited
® Closed Mondays — Open Daily ‘Til 5:30 — Fridays ‘Til 8

DISK DRIVE WOES?
PRINTER INTERACTION?
MEMORY LOSS?
ERRATIC OPERATION?

Don’t
Blame The
Software!

Power Line Spikes, Surges &
Hash could be the culprit! Pat. #4,259,705

Floppies, printers, memory & processor often interact! Our
patented ISOLATORS eliminate equipment interaction AND curb
damaging Power Line Spikes, Surges and Hash. Guaranteed!

¢ [SOLATOR (ISO-1) 3 filter isolated 3-prong sockets; integral
Surge/Spike Suppression; 1875 W Maximum load, 1 KW load
any socket $69.95

¢ ISOLATOR (ISO-2) 2 filter isolated 3-prong socket banks; (6
sockets total); integral Spike/Surge Suppression; 1875 W Max
load, 1 KW either bank $69.95

o SUPER ISOLATOR (ISO-3) similar to 1ISO-1 except double
isolation & Suppression .. $104.95

e SUPER ISOLATOR (I1SO-11) similar to 1SO-2 except double
isolation & Suppression $104.95

* MAGNUM ISOEATOR (ISO-17) 4 Quad Isolated sockets; For
ULTRA-SENSITIVE Systems

e CIRCUIT BREAKER, any model (Add-CB)

e CKT BRKR/SWITCH/PILOT (-CBS)

MasterCard, Visa, American Express
ORDER TOLL FREE 1-800-225-4876
(except AK, Hl, PR & Canada)

(=% Electronic Specialists, Inc.
171 South Main Slreet. Natick. Mass. 01760
Technical & Non-800: 1-617-655-1532

AT YOUR
DEALERS
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Graphics Composer

by Versa Computing, Inc.
3541 Old Conejo Rd.
Newbury Park, CA 91320
(805) 498-1956

$39.95

Review by Phil Mork

Creating a display on the ATARI computers can
be done a number of ways. One way is to write a
BASIC program which does the necessary PLOTs,
DRAWTOs, and so on required to generate the
desired display. However, if the display contains
more than a few simple elements, this process can be
tedious for the programmer as well as slow during
execution.

One alternative is to generate the desired scene,
then save it on disk or tape, so it can be loaded back
when needed. Graphics Composer is a software tool
to help the programmer do this. It allows the user to
generate high resolution (GR.8) or medium
resolution (GR.7) pictures using a joystick or
paddles. It appears to be similar in many ways to the
software which comes with another Versa product,
the Versa Writer (see A.N.A.L.O.G. #4 for review),
except that no special hardware is required.

The normal drawing mode consists of a cursor dot
which can be moved about on the screen without
damaging any existing image. Pressing the trigger
button causes the dot to leave a trail behind as it is
moved. The space bar causes a straight line to be
drawn to the dot from the last plot position. A paint
option replaces the dot with a box of variable size to
allow drawing in broad strokes. The color of the dot
may be selected from four colors, and the colors
themselves may be changed (as in SETCOLOR). An
air brush mode causes the cursor dot to “twinkle’ as
it moves, thus leaving a randomly broken line. A fill
command provides semi-automatic color fill of a
closed figure. Three other programs on the disk
allow adding text to pictures (high resolution only),
automatic drawing of geometric shapes, and the
creation of player/missile graphics. This last
program is interesting in the way it works: a rectangle
representing a player is moved around the screen
until it encloses any desired image on the screen.
When the trigger is pressed, the image inside the
rectangle is copied to player. Now the player can be
moved elsewhere on the screen and a “‘clone” of the
original image copied back to the screen, or it can be
saved on disk or tape. Players may also be edited one
bit at a time on an enlarged view. Also included is a
routine which is to be merged into the user’s
program to load images from disk.

Believing that a picture is worth 1024 words, I
refer you to the diagram, which illustrates most of

Graphics Composer’s features. (Note: The illus-
tration was done with Graphics Composer in high
resolution mode and printed on an Epson MX-70).
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A-F Automatically generated geometric shapes.

A Triangle (specify vertices)

B Arcs (specify ends and any point on the arc).

C Polygon (specify # of sides, center, and 1
vertex).

D Parallelogram (specify 3 vertices).

E Rectangle (specify diagonal).

F Circle (specify center, any point on circle).

G  Drawn with a variety of techniques. Most
outline done with short line segments, hair
and star colored with fill, circles for eyes,
individual plotted points for detail.

H Drawn freehand with joystick. Note
“octagonal”’ look.

I Done with draw command (space bar).

] The 4 paintbrush sizes.

K Drawn with paintbrushes. Curve on rightisin
color.

i Ten horizontal passes of the air brush.

L Ten horizontal passes of the air brush, with
increasing density.

M Drawn with circles, arcs, and a triangle.

N Moire pattern. Automatically draws segments
between two points while one (or both) is
moved around by joystick.

O  Freehand image to be copied to a player.

P Clones of O, copied from a player. Note
loss of horizontal resolution.

Q  I-shaped figure after fill. Note missed areas.

R Text (ATARI font). Note fine wvertical
positioning.

S Other fonts included with Graphics
Composer.

One of the features [ enjoyed was the multi-speed
cursor. When you first start to move the CURSOR
with the joystick, it creeps along one dotata time. As
it continues to move, the speed quickly increases.
This allows rapid access to different portions of the
screen, while still allowing detailed work. The high-
resolution mode supports four colors, using the fact
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that points plotted in every other column take on a
color other than the foreground color. The
player/missile ‘‘clone” feature is useful for
repetitive designs and is fun to use, and the ability to
add text (in several fonts) makes labeling diagrams
easy. I found the manual clearly written and the
programs fairly user-proof.

On the negative side, the program sometimes
seems a bit on the slow side, being written in BASIC.
Freehand drawings tend to look “octagonal” owing
to the fact that the joystick has only 8 directions. The
fill command usually requires several tries in order
to completely color an area. Colored paintbrushes
tended to leave a ragged edge on diagonals. Shading
with the airbrush was somewhat tedious; there
should have been options to enlarge its size.
Information on using player-missile graphics is very
sketchy.

On the whole, the package does its job well. It does
most of the things the more expensive Versa Writer
package can do, plus a few more tricks (P/M
graphics), at a fraction of the cost. Anyone interested
in a convenient means of generating graphic displays
without spending a lot of money would do well to
give Graphics Composer a try.[]

Software Review:

House of Usher
System Requirements: ATARI 800, 40K
Disk $29.95
Manufacturer: Crystal Computer
17429 Bluejay Drive
Morgan Hill, California 95020

Review by David & Sandy Small

I've put off doing this review for quite some time
now, because it is a difficult review to do. This game
is “not so hot”, and yet, it has many interesting
features. If forces a reviewer to look back and ask if
he or she is not being too critical.

For instance, some of the people I have talked to
have said they rather enjoyed this game and its many
derivatives that Crystal computer sells. (Many of
their games use the coarse scrolling and animation
found in this game) therefore, Ishould point out that
in all fairness 'm reviewing this game from the
standpoint of a jaded view of ATARI games; after
seeing Star Raiders and Jawbreaker, I'm used to
extremely high speed, machine language games. This
one is neither. By this measure this review may be a
bit unfair, as not all of us demand extreme excellence
in computer programming. Those who have never
owned a computer or played Adventure previously
would probably like this game a lot. It has some neat
ideas. These people would not be concerned with its

HOUSE of USHER

relatively slow execution time and the known bugs. I
suspect Crystal sells to a lot of satisfied customers in
this category. On the other hand, there are a number
of really excellent, high speed games available for the
ATARI In the line of adventuring, there’s always
The Wizard and the Princess. For reflexes, Star
Raiders or Jawbreaker. If you’ve been spoiled by
those and by the awesome speed the ATARI is
capable of with its dual processors and such, then
you’d better not buy this game.

To begin with, Crystal has had a lot of problems
with quality control. A great number of their disks
(particularly Fantasyland 2041 and Sands of Mars)
simply will not load, no matter how hard you try. A
number of dealers in town have had such problems
with Crystal ATARI disks that they no longer will
stock them — the return rate is quite high.

I finally tracked down the problem (or what I
believe to be a fundamental problem) with a
Fantasyland 2041 disk that kept bombing on load
up. (ERROR 12 AT LINE 0). I ran the disk through
a sector copier and found that a number of disk
sectors just wouldn’t read. However, when I set the
program to continually retry a given bad sector, and
then varied the disk RPM while the read process was
occurring then I could read it. Apparently the
Crystal manufactured ATARI disks have RPM
fluctuation problems. (This is not an uncommon
problem with ATARI disks and has caused a large
amount of read problems.) Some sectors were
written at near 310 RPM, others lower than 270
RPM, well outside the range of what the ATARI
drive can read and compensate for.

[ finally made a fresh copy of Fantasyland with the
sector copier, with all sectors at a fixed RPM, and it
worked just fine. My first suggestion to Crystal is to
have their disks thoroughly checked out and
possibly replaced; from what I have seen, they are
not maintaining a stable, constant speed, and need to
be fixed. Perhaps they have worn out; I have heard
that disk drives last about six months under heavy
use, which I would think they are under the Crystal.

For those of you with bad Crystal disks, and the
know-how, I would suggest doing what I did — .



PAGE 64

AN.A.L.O.G.

ISSUE 6

sector copying and varying the RPM on sectors that
won't read. Then, write the whole thing toadisk ata
stable RPM so you can read it.

As a side note, when [ installed a PERCOM data
separator into the ATARI drive (yes, the same one as
for the TRS-80 Model 1 disks; it fits both ATARI and
TRS-80 disk drives) the Fantasyland original disk
would read fine. The data separator seemed to be
able to compensate for the bad sectors.

The House of Usher game comes with an
attractive booklet (all Crystalware game booklets
have really dynamite art in them; someone quite
good does the illustrations) that consists of nearly
zilch directions and a number of ads. *Sigh*. Figure
it out as you go, in other words. The trouble is, there
is much I haven't figured out. Part of the important
“clue” is written in French, which I don’t happen to
know.

The disk boots up, and it starts off with a display
of lightning flashing over a mansion. This is fine, but
it gets old after the fiftieth time — and you must sit
through it each time you die. Then you are moved to
the outside of the mansion.

The game from that point consists of a top-view
room plot, done with reprogrammed characters,
with various doors. If you go out the door, the room
changes to another room. There is coarse scrolling
implemented; i.e., if you near the edge of a room, the
screen will scroll the visible “window’ to let you see
more. No fine scrolling was used, which is a shame.

At the bottom of the screen, various stats, such as
time left (real time clock), vitality, etc, are plotted.
These update from time to time in a manner I have
yet to understand.

Every now and then something attacks you, or the
room becomes infested with critters. These are
plotted all over the room. You move a character (a
stick figure) through the room with a joystick, and
press the button to fire an arrow (or whatever)in the
direction last pressed. In the meantime, the attacking
figure is jumping around, moving your way.

The movement is quite slow, being implemented
in BASIC, so don’texpect tremendous speed. In fact,
it gets rather frustrating after awhile, but remember,
I'm spoiled by machine language games.

Well, first time [ played this game, I entered a
room infested with, uh, hamsters. No kidding. They
were deadly hamsters (or something). So, 1 attacked
with my joystick button, and hit them four times.
This was easy enough to do, they were all around me.
After the fourth attack the screen cleared and I was
told I had won through courage. (My courage had
been going up, 1 noticed, each time I attacked a
hamster). Big deal, I mean, I had WON this game
through attacking hamsters? Let’s be serious. It then
asked me if I would like to play again (‘*“YES’’), and
boom, execution error occurs.

In fact, no matter WHAT you type at the “Would
you like to play again’ question, you get an exec
error. Nor is this a problem just with my copy;
Crystal plays around with DOS with various POKE
commands, and managed to foul it up somewhere
else in the program such that it couldn’t te-RUN the
beginning program segment. All this managed to
prove to me is that no one at Crystal had sat through
the game to the “Would you like to play again”
question and tested it. Shoddy quality control
indeed. At this point, l removed the disk, put itaway,
and didn’t play the game again for a least a month.
finally had to force myself to sit down and give it a
longer reveiw.

[ found other bugs. When a treasure was plotted in
a room in an inaccessible place, I could exit the
room, and re-enter, and the treasure would be in a
different location. From what I could gather, the
program knows which rooms have treasure, but re-
sets the location randomly each time you enter. This
makes cheating quite easy. The same goes for
monsters or the randomly laid-out ‘‘secret
passages’’; just go out, then back in, if they’re too
close or you don’t get the layout you want.

From time to time you find treasures, and are
allowed to pick them up. They plot on an inventory
list. Now let’s say, I have a “VORPAL BLADE” as
treasure #1 (as plotted on the list). I then drop the
vorpal blade, and treasure #1 is now ARMOR. The
display reads: ARMORAL BLADE. (I can hear the
programmers out there moan). Yes, they use a fixed
length memory area for the treasure name, and yes
they forgot to blank-fill it, so any of the previous
entry not overwritten by the current entry shows
through. In all fairness, this is an easy mistake to
make — but again, as I said, poor quality control.
This one should have been caught.

Well, eventually I mapped all the rooms — sort of
a linked list, with each room going to different
rooms, and gathered clues more or less unwillingly.
There were a few very novel ideas — in one room,
the walls move in on you until you are crushed, and
they are difficult to outrun. And in another room
(the torture chamber) if you touch anything, the
doors disappear. Interesting. [ assume something can
be found somewhere which will “short circuit” all
these spells, but [ ran out of interest before going and
trying them all.

I was also attacked in a room infested with ticks
(which made me win again. . . big deal), several weird
monsters which had to be fought with the joystick as
they moved, and so on. The fight routines,
everything in the game as a matter of fact, are
agonizingly slow...the result of ATARI BASIC
being the implementation language and no assembly
subroutines.

I could go on about the misspellings and poor
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grammar (“Your Dead”, one message Teads,
informing me ['ve just been killed), but that’s being
too picky. This game needsa THOROUGH cleanup,
machine language subroutines, and someone to sit
through, play it, and debug it. Until then, in my
opinion, it shouldn’t be sold.

Sadly, some manufacturers rush out a product
before its time. I have heard an estimate that one
month of time is required to thoroughly debug 100
lines of computer code; from my experience, this is
true. The problem is, that while the manufacturer

cCoun e 192
may make the sale, they also get a very poor AR
reputation. Crystal now has to overcome all of the
users who have played House of Usher, found the
execution error, found the inventory table bug, the
slow speed, and so on.

My conclusion? After this game is debugged, it

might not be too bad. If it was speeded up, it would House of Usher Rating Scale
be a lot of fun. It has a lot of good ideas, interesting (1 Unsatisfactory - 10 Ideal)
scrolling, and someone obviously put in a lot of O ONEERL altiss sire s tbismgr o s b pys 7
work, yet they seemed to miss the “final cleanup” IR A s o sosm s sin sy sl 6
type of work that is needed. Challengs. .o w4 - s uadmws el s 6
Until then, I can see only those people who have SR e ol e st 5 A e 5
not been exposed to higher quality games enjoying Graphics/Sound ................ 8
and playing this game. At $29.95 — which will darn Overall Rating................ 6.4

near get you three Scott Adams adventures (text
only, sadly) or the Wizard and the Princess — this

game just can’t compete.[]
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PROTECTOR
A Different Kind of Review

Synapse Software

820 Coventry Road
Kensington, CA 94707
Disk $27.50, cassette $24.95

By Craig Patchett

Jason settled down in front of the control panel
and took a deep breath. He knew only too well that
the lives of eighteen people were depending on him,
and it bothered him that it was unlikely all would
survive. For ages the colony of Potera had resisted
attempts to move it away from the danger of the
nearby volcano, and as a result their numbers had
rapidly diminished. Now the survivors had agreed to
leave, but Jason knew it was only because of the new
danger from the Fraxullan intruders. Eager to make
the planet Kronos their own, the aliens had decided
to start with Potera, and had sent down a mothership
that was now in the process of disposing of the
Poterans before the volcano had a chance to do the
same. Jason had to move quickly.

Pulling himself closer to the console, Jason
reached forward and took hold of the black, padded
stick. Instantly the screen in front of him snapped to
life, showing him a view of the Omicron
Needlefighter base he had control of. Only three
fighters remained at this base, but at least there was
plenty of fuel. Still, he would have to be careful, as he
knew from experience how easily the fighter’s outer
skin could be pierced. Three maneuvering mistakes
on his part and the Poterans would lose their chance
for continued survival. Needless to say, Jason did not
plan on making three mistakes. He waited patiently
for the first needlefighter to fuel up, and then set the
stick into motion. As he flew the fighter over the two
.monitoring stations, and they signaled the main
computer to begin scrolling the screen image in order
to keep up with his fighter, he noticed that he had
already broken into a sweat. Flying towards the
entrance of the cave in which the base was hidden,
Jason came across his first “obstacle” and quickly
paused to wipe the sweat from his hands. Below the
hovering needlefighter were two arrays of side
gunners, designed to keep out intruders. Unfor-
tunately, they were also a danger to inexperienced
needlefighter pilots. The needlefighter was highly
maneuverable, and could make it past with a little
effort, but Jason did not want to take any chances.
He poised his thumb over the red button beside the
stick and gently began to lower the fighter. With
almost forgotten reflexes he swiveled his craft back
and forth, firing rapidly to destroy the gunners
before they had a chance to do the same to him. Only

with the last one gone did he dare to breathe again

and, after once more wiping the sweat from his

hands, Jason flew out into the open, past the pyramid

ruins, on to the colony of Potera.

SCORE: ©00100

NIGH SCORE :
. LEVEL: 1
PEOPLE LEFT: 17 PEOPLE AT BASE: e

As the first buildings came into sight, Jason could
see that he had arrived just in time. All the Poterans -
had assembled outside, on the buildings and on the
ground, with arms upraised in preparation for the
needlefighter. Jason maneuvered the fighter down
and delicately brought it within reach of the first
Poteran, who confidently grabbed hold of the rescue
bar at the rear. Swinging the fighter around, Jason
started toward the city of New Hope of Potera, long
since deserted because of the danger of lava flow.
Suddenly, he jolted the stick forward, signaling the
needlefighter to rise. It was not in time; he had
forgotten about the Poteran hanging below, and had
flown him right into another, killing the second.
Jason silently swore to himself — accidental deaths
were not to be tolerated. [] The unmistakable sound
of the alien mothership gave him little time for
feeling sorry, however, as it flew into view and picked
up a Poteran w.th its tractor beam. Jason could do
nothing at this point but watch, since the
mothership’s shields were too strong for the
needlefighter’s lasers to penetrate. He did have one
chance to prevent another wasted life though, and
was determined to make it work. With the original
Poteran still hanging on, Jason went into action, a
look of sheer determination on his face, his hand
moving the stick with a sense of control he had long
since forgotten. He watched the screen as the
needlefighter flew past the first city, under the
mothership, and past the volcano, until finally the
city of New Hope appeared. With one swift
movement he dropped down, safely deposited his
passenger on the ground, and started back toward
the volcano. As the lava-baked slopes came onto the
screen, Jason saw that he was just in time. The
mothership was hovering over the volcano, the
Poteran falling toward the fiery lava below. Jason
swooped in and caught the falling body just in time
with the rescue bar, a skill that had taken him years to
learn. He smiled, as the mothership methodically
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started back for another ‘“victim”, and turned the
needlefighter back for the city of New Hope again,
narrowly missing a Xytonic pulse-tracker on the
way. “Xyton slime,” he thought, “I’ll get you on the
way back.”

In what seemed like hours later, Jason watched
pensively as the needlefighter flew towards the
second city with the last survivor. It had been a long
struggle so far, and he had lost another four Poterans
in the process; three to the mothership, and the
fourth to his guns after the intruder he was firing at
dodged away at the last minute. He was now
controlling his second while trying to dock for more
fuel. All told though, Jason felt quite good about the
way things were going. He dropped the last Poteran
off and immediately cursed; the speaker beside the
screen had unexpectedly started emitting the
distinctive sound of a volcano erupting. A quick
flight back over the volcano confirmed his fears;
already lava was beginning to flow toward the second
city. Jason now had to get as many of the survivors as
possible to the pneumatic tubes (that would send
them safely to the base) before the lava engulfed the
city. Not feeling quite so good anymore, he flew back
to the first Poteran, picked him up, and started
toward the tubes. Suddenly, without warning, a
group of flaming meteorites started falling around
him, and Jason tried frantically to stay out of their
paths. It was to no avail, however, and he watched
helplessly as the needlefighter crashed to the ground,
taking its passenger with it. Jason felt his stomach
drop. “At least I'll know to expect them next time,”’
he muttered, to no-one in particular. But there
would be no next time. In his remorse he had
forgotten about the stick, which he was still pushing
forward. As the computer transferred control to the
last needlefighter, Jason heard, and swore he felt, the
sickening crunch as his last chance for success hit the
wall of the docking bay and fell, lifeless, to the
ground. He momentarily buried his face between his
palms, collected his thoughts, and looked up with
renewed vigor. “You've had it this time,” he
declared, apparently to the console before him.
“After all, I am the PROTECTOR.” Jason dwelled
on this for a moment, apparently not very
convinced, but then a new look of confidence
crossed his face and he reached eagerly for the
console button marked “START”.

By now you’re probably on the edge of your seat,
preparing to bound down to the nearest computer
store and buy your copy of PROTECTOR. Before
you do, let me fill you in on a few missing details.
First of all, notice the title of this review. It’s called a
“different kind of review.” What I attempted to do
here was give a feeling of what it’s like playing the
game, letting your imagination run wild. Unfor-

~ tunately, it doesn’t give a feel for the long run effect

of the game. PROTECTOR, when I first started
playing it, was the best game I’d seen for the ATARL
It still is one of the better ones, and you'll be dazzled
when you first see it. You probably won’t be after
you’ve played it for a while. With all that it has going
for it, PROTECTOR just doesn’t have that certain
something that makes you want to come back and
play it over and over again. To be perfectly honest, it
went from the front of my game collection to the
back in less than three months. It is, however,
something I still bring out and show to friends, who
all enjoy playing it. Those who have a chance to sit
down and play it for a while eventually become
bored with it, as I did. The question, then, comes
down to whether or not it’s worth the price for three
months of fun (your mileage may vary.) Your budget
will be the deciding factor for you.ll

Protector Rating Scale
(1 Unsatisfactory - 10 Ideal)
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ALTERNATE REALITY
SOFTWARE

Presents for the Atari

THE I CHING
THE ANCIENT CHINESE BOOK OF DIVINATION
© The complete text of the world’s oldest book on disk
e 40K program
e 73 disk files (155,000 bytes)
e Occupying 1211 disk sectors
e High Resolution Graphics
e Animation
® Music and Sound Effects
e [nstructional text material
e Calculates and Displays Hexagrams
e Displays Judgement, Image, Moving Lines for primary
& secondary Hexagrams
© $44.95
order from:

Alternate Reality Software

2111 W. Arapahoe Drive

Littleton, Colorado 80120

Dealer inquiries invited
Atariis a T.M. of Atari, Inc.
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A Low Bucks Memory Upgrade

by Robert Meyer

This article will allow you to upgrade your ATARI
400 with 8K of RAM, or ATARI 800 8K memory
modules to 16K for a little more than the cost of
eight 4116 200NS Dynamic Ram Chips.

If you have a soldering iron, solder, and some
strapping wire you will be able to complete the
upgrade for the cost of the 4116s. My total cost was
about twenty-three dollars.

It should not be necessary for me to inform you
that this will void your warranty. You should take
great care and proceed slowly and deliberately.

The ATARI 800 memory modules are easier to
remove for modification than the ATARI 400
memory board. You only need to open the access
door and remove the module. Having removed the
memory module you will need to gain access to the
circuit board inside the case.

Remove the two screws holding the case together.
Carefully pry the case apart just enough that the
memory board can be slipped out. You are now
ready to proceed with the modification.

There are several different versions of the memory
board. All versions will have the number C012987
on them. You will also find a revision number on the
board. Mine was a revision F1. I know of a revision
(3) board that was upgraded using this conversion

also. The basic difference between versions seems to
be in the strapping resistors on the memory board it-

self. Your version could be one of these or it could be
some other version. I believe this modification will
work on all versions.

This is what you will need to complete the mem-
ory upgrade:
A. 8 - 4116 200NS Dynamic Ram Chips.
B. 1 - Three-inch piece of fine insulated wire.
C. 4 - Short pieces of bare wire (26 ga., or leads
clipped from low wattage resistors or small
capacitors).
A phillips screwdriver.
A small wattage soldering iron.
Resincore solder.
A very sharp knife.
A large, well lit work area.

To upgrade your ATARI 400 you will have to gain
access to the memory board. You will find it deep
inside your computer. Unplug the power supply and
remove the plug from your power jack on your
computer. Remove any other connections to the TV
set or peripheral devices.

Place your computer in front of you with the
keyboard facing you. Now turn your computer over

so that it is laying on its top with the bottom of the
keyboard facing you.

TOmMmy

Remove the four screws holding on the bottom of
the case and remove it. Be sure to note the position
and routing of the RF lead. This is the lead that goes
to the TV switch. \

After you have removed the cover you will note
that there is a rather large metal plate held on with
phillips screws. Note that some of these screws are of
different sizes. After you have removed this plate and
the fiber board insulator beneath it you will have
exposed the mother board.

Before proceeding, let’s look at the mother board.
On the left side and to the front there is a ribbon
cable. A little further towards the back you will find
what appears to be a row of pins connecting the
mother board to the Personality board. These pins
are actually a male connector. You will have to
separate this connection by lifting the mother board.
As you lift the Mother up and out of the metal
container you will see two boards plugged into it.

The memory board will be the second one from
the end. Remove the memory board by rocking it
length-ways in its socket as you pull it out. Be sure
the number on the board is C012987.

If you have disconnected the mother board from
the ribbon cable just lay it aside, if you did not,return
the mother board to the position you found it inside
the metal case.

Lay the memory board on your work area com-
ponent side up with the pins towards you. Note the
row of Integrated Circuits at the top of the board.
These eight integrated circuits (IC’s) are the ones
you are going to replace with your 4116 200NS

.Dynamic Ram Chips (IC’s) you have purchased.

You will replace one IC at a time. This will prevent
you from installing them backwards. The key to
installing them correctly is the small notch in just
one end of the IC. The old IC’s contain these notches
also. As long as the new IC’s have their notches
facing the same direction as the old ones they will be
installed correctly. This notch is used to designate
the location of pin number one.

You may use a small screwdriver or pen knife to
remove the old IC’s. Slide the blade under the body
of the IC between the rows of pins. Lift slightly until
the IC starts to free itself. Now go to the opposite end
and repeat this procedure. Continue swapping ends
until the IC frees itself completely without bending
the pins.

Carefully insert one of your new IC’s into the

- empty socket. Be certain all of the pins are entering

the socket by sighting down its length inside and out.
Be sure the notch is on the correct end. Replace all of
the IC’s using this procedure. When you have them
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all inserted check them again to be sure they are all
properly seated.

The next step in the upgrade is very important, do
not omit it to save time. Insert the memory board
back into the Mother board (be sure it is facing the
correct direction) and re-assemble your computer
up to the point where you removed the four screws
from the plastic case.

Carefully power up your computer and connect
the RF lead to your television. Turn on your
computer and television and insert the BASIC
cartridge. Type PRINT FRE(0) and press the
ENTER key. If your computer responds with
anything but 5134, you will have to remove the
memory board and check your new 4116 200NS
Dynamic Ram Chips. If the response was 5134 you
can proceed.

Take your computer apart again and remove the
memory board. Lay it down in front of you,
component side down with the pins facing you.

If you are upgrading an ATARI 800 memory
module you should proceed as we did with the
memory board in the ATARI 400. You need not put
the memory module into its case to test it. If the
computer response is 5134 you are ready to proceed.

Place your tested memory board or module in
front of you component side down. Arrange it so
that the pins are facing you. Before proceeding study
figure one very carefully.

Using a very sharp knife make four double cuts.
Each double cut will consist of two separate cuts
about one sixteenth of an inch apart. You will then
remove the portion of the coppertrace between the
cuts. These double cuts are labeled one through four
on figure one.

After the four double cuts are completed we will
add four straps. These four straps are labeled A
through D on figure one. Just lay the bare wire across
the two pins and solder it in place.

The next step will be to solder wire E in place. This
is the insulated piece of wire on the list. It will run
from pin seven to the hole labeled F on the com-
ponent side of the board.

The last step in your memory upgrade will center
around the six strapping positions near the center of
the board. These six strapping positions will contain
two resistors, and you will have to remove one of
these. It is possible you will have to remove both
resistors and re-insert one. The important thing to
remember is that when you are done there should be
a resistor across position C. This should be the only
position containing a resistor.

Carefully check your work for errors. Hold your
board up to a bright light and look through it for
solder bridges. Be sure your cuts are completely
through the traces.

Your memory board, or memory module, is now
ready to be re-inserted and re-tested. It should now
respond with 13326.

Be sure all of the screws on the metal shield of your
400 are replaced and tightened well.

I would be interested in hearing from you as to
problems and successes with this upgrade. I will
answer all responses which include a self-addressed
and stamped envelope. ]

Robert Meyer
7315 Turkey Run
Fort Wayne, Indiana 46815

Cefi-ife De °
front Be ° Ee °

o
board Tk

STRAPPING POSITIONS A-F

#1 #2 3 +4

FIGURE 1

COURMPUTER

Calligraphy?

Well, not really! But with FONTEDIT you can design your own
character sets for the ATARI. You can create special graphic sym-
bols for use in games, or even make a Russian alphabet. After you
design a new set of characters, save them on disk or tape for later
use. We provide a subroutine that you can use in your own prog-
rams to load a custom character set.

FONTEDIT is very easy to use: you use a joystick to design a
large copy of the new character as you individually control whether
each of the 64 dots that make-up a character are on or off. Amenu
of FONTEDIT commands on the screen shows you how to control
this ‘powerful yet simple-to-use character editor. The 56-page
User's Guide provides clear, easy-to-understand instructions for
FONTEDIT. There is also a detailed, line-by-line description that
explains exactly how FONTEDIT works.

In addition to the FONTEDIT program, our IRIDIS # 2 package
includes three custom character sets, a routine to load the cstom
characters for use in your own programs, and a program that
shows the use of custom-designed graphic characters. IRIDIS # 2
is an exceptional value: only $17.95 for the cassette, (requires
16K) or $20.95 for disk (requires 24K). California residents add 6 %
tax. VISA and MASTERCARD welcome.

P e )
THECOD 2(;).(8?35 OCA 93116

805-683-1585

ATARI is a registered trademark of Atari, Inc.
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Disk Menu

by Henrique Veludo

This program will display a disk directory and also
enable you to delete, lock, unlock, and rename all
files directly from the displayed directory just by
pressing one key! First it should be saved to a disk
with DOS as, e.g.:D1:MENU. To run the program,
boot the disk with DOS and MENU, and after the
READY prompt, type RUN“D:MENU”. That is all!
From then on, you'll never need to run the programs
manually. Simply include at the point of exit (END
or TRAP for example) of every program on the disk:
RUN“D:MENU". The directory will appear and to
select a program to be RUN, press SELECT until the
cursor is in front of the program you want, then
press START. If you have more than 40 programs on
the disk press OPTION and the next page will
appear. To delete, lock, unlock, rename a file, press
CTRL-D,. CTRL-L,CTRL-L,ZCTRL-R.. If, for
example, you try to delete or rename a file that is
locked (which would cause an error message), the
program will tell you to check your filespaces and try
again. Press OPTION every time you want to read
the directory of a (different) disk.

The program is set to work with DOS Il and drive
1. For DOS 1, change the IF in line 30030 to: IF
LEN(FA$) 5 THEN ...7FA$; “FREE SECTORS’;
.. .For multiple drives, you could set a prompt at
lines 30015, 30020 to input the drive#. I'll let you
devise this one!, and hope that this “MENU” will
make your lives a little easier...[]

30888 CONSOL=SIZ79:HAME-I8168:LINE=-Z81
7OIKEY=764 : V=3 :H=-0:R=-G:K=8

3808085 GRAPHICS O:POKE 789,32:POKE 718,
48:POKE 712,40:POKE 82,2:P0OKE 752,1:P0
KE 65,0: POKE KEY, 255

Jaoie DIM Fn$(17) f8$(281 65 C16) ,C5(39
J:FOR I=1i 7O 39: CS(I XY= O NEXT I
380815 FBS="Di:":? "BH“:PDSITIDH 13,8:7
¢ DISK = MENL  HESE

6028 OPEN 821,6,.06,'D1 %, w

30825 TRAP I0860:1IF R-40 THEN 38878
38838 INPUT B1,FAaS:IF FAS(S,8)="FREE"
THEW POSITION 12.1:?7 FA5;:POSITION H,V
:GOT0 36860

38835 7 FASCL,13;::FOR I=3 TO i8:IF FAS
€I, 1343 » THEN 2 FASCI,TI); :NEXT I
30848 IF FAS(11, 113 " “OYHEN 7 o atigin

Faseil, 13),'FOR I=I T0 (LENCFAS)-6):7
el NEKT I:? FAS{15,17) :GOT0 38450
38045 FOR I=I 7O LEN(FﬂS) 25730 M INER

T I:? FAS(iS5,172)

30858 R-R+1:1F R>19 THEN POKE 85,22:P0
KE 84,R—-17

380855 GOTO 38825

38668 ¥-1:CLOSE HL:GOTO 386786

38678 TRAP IB180:POKE 752,6:POS5ITION i

=23:? mPress SELECT,START(tor OPTION fo

L]
E

386875 FOR LOOP=0 TO @ STYEP @:IF V>22 A
ND H=8 THEN H=28:V=3

30880 IF R>19 THEN IF UX=R-17 AND H=20
THEN VU=3:H=0

38885 IF R{=19 THEN IF V)=R+3 THEN V=3
tH=0

36698 POSITION H,V:? ™ *;:IF PEEK(CONS
OLI=5 THEN U=U+1:FOR I=1 TO SO:NEXT I
38895 IF PEEK(CONSOLY=6 THEN GOSUB WAM
E:GOTO 38135

30108 IF PEEK(CONSOL)=3 AND R=49 THEN
FOR I=2 TO 22:POSITION ©,I:7? CS:NEHT I
:R=0:POSITION 2,3:G0TD 38025

30185 IF PEEK(CONSOL)=3 AND K=1 THEN R
uN

30116 IF PEEK(KEY)=186 THEN GOSUB NAME
1A= (YIS ":P=8:GOSUB LINE:HIO
33,11,8,0,FBS: RUN

38115 IF PEEK(KEV) 128 THEN GOSUB NAME
a5 NI :P=8:G0SUB LINE:XIO 3

S,ul,B,O,FBS:RHN
30120 IF PEEK(KEY)=139 THEN GOSUB NAME
S IPEANTTEEER] ":P=8:605UB LINE:XIO

36,11,0,0,FB5: RUN

308125 IF PEEK(KEY)=168 THEN GOSUB NAME
s IR : P=6 : GOSUB LINE:GO
SUB I@175:KI0 3I2,3t1,0,0,FBS:RUN

38130 NEXT LOOP

30135 IF FBS(4,6)="D05" OR FBS(4,63="D
UP" THEN DOS

38148 IF FBS(4,4)=" " THEN RUN

38145 FOR I=4 TO LENCFBS) :FBS(I,X)=CHR
S(ASCIFBSCI,TI))+128) :NEXT I

36156 POSITION 8,23:? "HIGETENTE:FB5(
4, LENCFBS)); :FOR I=LENCFBS) T0 15:7 "
v sHEXT I:? "EEEEELTEN ; : POSIT
ION H,V

30155 FOR I=4 TO LEN(FBS):FBS5(I,I)=CHR
SCASCIFBSCI,I))-128) :NEXT I:RUN FBS
30160 FOR H=H43 TO H+14:LOCATE H,U,H:I
F K{>32 THEN FBSCLEN(FBS)+1J=CHRS(H):N
EXT H

38165 POSITION H,V:PUT H6,X:RETURN
38178 POKE 752,1:POSITION 8,23:7 C5;:P
OSITION P,23:27 A%;FB5(4,LENIFBSY) ; 1 POK
E KEY,255:FOR I=i TO 500:NEXT I:RETURN
30475 2 ;s INPUT AS:? "K' :FBS (LEN(FB
$3+13=", 1 FBS (LEN(FBS) +1)=A5 : RETURN
38188 POKE 752,1:7 “K":POSITION 17,18
i '"-Posnxou 5,12:7? “NABLE
TO FOLLOW INSTRUCTIONS...®

30185 POSITION 2,14:? “"PLEASE CHECK D
nxus auo/on FILESPECSG THEN  PRES
5 FOR MENU.
30190 IF PEEK(CONSOL)()3 THEN 38198
38195 RUN

[ ]

Users’ Group

Atari Anonymous — A Users’ Group
949 West Foothill Blvd.

Upland, CA 91786

Gordon Larson

(714) 981-6427
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If you spend more than 6.6 seconds
of your valuable time reading this ad,

® Optimized Systems Software, the company that brought you BASIC A+ and OS/A+, proudly presents
another “PLUS”.

® SpeedRead+ is the world’s first speed reading tutor designed for use on your personal computer.

® SpeedRead+ begins with training your eyes and mind to function as the incredible precision machine
they were meant to be.

® SpeedRead+ goes beyond mere words — it trains you to recognize phrases and columns instantly — it
exercises your peripheral vision — it increases your comprehension.

® SpeedRead+ matches your pace — now and in the future.

AVAILABLE NOW!
For 16K ATARI® computers with disk, Introductory Price ................ ... ... ..., $59.95
Coming soon for APPLE II°. Inquire about availability of TRS-80" and cassette versions.

SEE YOUR DEALER TODAY!

Call or write for a descriptive brochure of SpeedRead+ ™ and other fine OSS products, such as OS/A+,
BASIC A+, and TINY C°.

ATARI, APPLE Il, TRS-80, and TINY C are trademarks of Atari, Inc., Apple Computer, Inc., Radio Shack, and Tiny C
Associates, respectively. SpeedRead+ is a trademark of Eagle Software and Optimized Systems Software.

Optimized Systems Software, Inc., 10379 Lansdale Ave., Cupertino, CA 95014, (408) 446-3099




SWIFTY SOFTWARE
TOP RATED
PRODUCTS FOR ATARI

PARAS

" HARDWARE
W« DISK SENTRY

«®  An intellegent digital accessory for your ATARI 810 Disk

&% Drive, lots you selectively write data to both sides of single

sided and write protected disks. DISK SENTRY cannot harm

your drive or disks. Installs and removes easily; no soldering

required. DISK SENTRY's LED signals system status, preven-

FiLE-iT TH

Use this start up database system to file and manage personal
information and data. Create, sort, store and manipulate in-
formation such as appointment calendars, address, or
telaphone data, credit or charge records, stock investments,
medical or prescription information, hobby, coupon or other
types of collection information....and more. With printer you
get 1 or 2 across mailing labals, disk jacket inventory covers
and neatly written copy of all your data files. Comes with well
documented instruction manual explaining basics of computer
filing. Fast and easy to use. Holds over 300 records in 40K.
Requires minimum of 24K and 1 disk drive. Printer optional.
$34.95 (Disk Only)

COMING SOONI The Famity Financler ™™
AN 8asy to use financial package.

UTILITIES ™

DISKETTE INVENTORY SYSTEM

Use this system to gain control of your expanding
disk/program inventory. Quickly get locations of single or
multiple copies of your programs and all your valuable files.
An Invaluable tool, this system is aasy and convenient to use
and to update. 24K disk system required. $24.95 Printer
suggested.

SWIFTY UTILITIES
A valuable collection of programming utilities for the ATARI

ting accidental erasure of data. DISK SENTRY is a
push button write-protect override which can pay for itself
with your first box of disks. $39.95 + $2.50 Shipping and
Handling.

ARCADE GAMES

24K Disk; 16K Cassette; Joystick required

Add these popular HIGH RESOLUTION, REAL-TIME,
ANIMATED games to your software arsenal. Get
FAST ACTION and FULL SOUND GRAPHICS that take
advantage of the unique features of your ATARI. En-
Joy challenge that requires strategy and skill.

SPACE CHASE M

Fly against Intelligent invader clones. Arm yourself with
Nuclear Defense Charges and play with or without Defense
Shields. Enjoy this action-packed multicolor space odyssey.
Displays top score, number of planets saved and number of
galaxies conquered. $14.95 cassette; $19.95 disk

TiMesoms ™

Meet the challenge of this fast moving animated race against
time, enemy aircraft and enemy bombs as you attempt to
disarm timebombs set to explode ammunition depots. Avold
aircraft of varying sizes and speeds — and their bombs.
Choose one of ten Day or Night Missions. Use from one to four
Joysticks. Any number can play; top players listed on
scoreboard. $14.95 cassette; $19.95 disk

AND MORE GAMES.....
O TRIVIA TREK TM

Unlimited fun and lots of laughs for one or two players. Five
hundred questions and two thousand multiple choice answers
are supplied on the master diskette. A powerful datafile han-
dling program allows creation of your own trivia questions and
answers. Features include: Player Missile Graphics, user or
random of subjects and nu comical answer
cholces. This DISK ONLY package comes complete with user
instructions. An Incredible value for only $29.95. Requires
32K and disk drive.

@ FUN " GAMES §1 ™

W+ WORDGAMES, POSSIBLE and LEAPFROG giving you hours of
fun, challenge and entertainment. WORDGAMES, two games
in one, contains GUESSIT - a deductive alphabetic reasoning
game for one or two players and WORDJUMBLE - a multiple
word descrambling puzzle with play-on-word hints and
mystery answers. Instructions show how you can substitute
your own words. Use POSSIBLE to help descramble word
jumble puzzles or to create your own. All letter/number com-
binations or permutations of input are printed to screen or op-
tional printer. LEAPFROG is a Chinese-Checker type jumping
game in which you try to position two sets of animated jum-
ping frogs in a minimum number of moves. 16K Cassette
$19.95; 24K Disk $24.95. Disk version of GUESSIT works
with VOTRAX Type *‘n’" TALK. A real crowd pleaser.

COMING SOON! Space Shuttle Adventurs Series TM
Real-time Space Flight Simulations

PERSONAL DATA MANAGEMENT
FILE-IT2 TM

Contalns all the programs in FILE-IT plus five additional flle
handling and financlal programs. Financial entry and report
generator programs create a powerful personal accounting
system while two additional utility programs provide random
access updating and user d record Sub-
files may be created, merged and sorted by any field. A mon-
thly Bar Graph program generates a visual picture of financial
data on the scresn and/or printer. Supports up to four disk
drives as well as the AXLON RAMDISK. Minimum
requirements are 24K, 1 disk drive and an 80 column printer.
Extensive documentation, supplied in a ring binder, provides
clear instruction along with a tutorial on computer filing.
$49.95 + $3.25 Shipping and Handling. AXLON RAMDISK
not required.

«

prog! . This DISK ONLY package includes al of
Programming Aids | and additional programs designed to
make programming time more efficient. Special MENU
program runs both saved and listed programs. REM
REMOVER eliminates REM statements so programs take less
core and run faster. PRINT 825 and PRINTEPS custom print
prog prepare . Indented d
program listings on your ATARI 825 or EPSON MX-80 prin-
ter.Listings identify machine code, graphics and inverse
video characters. VARIABLE LIST and VARIABLE PRINT
programs help you prepare alphabetized annotated list of your
program variables. A delete lines utility provides convenience
of line delation while a DOS CALLER gives you convenient ac-
cess to many DOS utilities while your program is In core.
Disklist prepares disk jacket labels. Many of these programs
work coresident with each other and with your program. Disk
Drive and minimum of 24K required. $29.95

PROGRAMMING AIDS PACKAGE | TM

Four utility programs to help increase programming efficiency
and learn more about your computer. RENUMBER handles
references and even variables. Generates Diagnostic Tables
for programming error detection. PROGRAM DECODER,
DECIMAL to BCD and BCD to DECIMAL programs give you a
practical way of studying internal program representation and
ATARI number-conversion procedures. Comes with com-
prehensive user's manual. 16K cassette $14.95; 24K disk
$19.95

SWIFTY DATALINK TM

High Quality Smart Terminal Communications program. Easy
to use Multi-Option, Menu Driven. Full performance
uploading/downloading. Works in Duplex or Simplex modes
supporting ASCII and ATASCII transmission. Printer Dump,
Screen Dump and Disk Search options. Use as remote ter-
minal. Send/receive and stere programs and data files. Saves
connect time charges with commercial services. Requires
24K RAM, 810 Disk Drive, 850 Interface or equivalent, 830 or
other 300 Baud modem. (Printer optional) $39.95

SWIFTY TACH MASTER™

An accurate disk speed diagnestic utility program designed
specifically for ATARI 810 Disk Drives. Provides easy-o-read
visual Indication of the speed of any drive connected to your
system. Using the accuracy of machine langriage TACH MAS
TER displays five RPM readings per second with a working
tachometer accurate to % RPM. Allows you to adjust your
driva(s) to factory spacs easily and at any time in the con-
venience of your own home. Comes compiete with easy to
follow user's manual. $29.95

ACCESSORIES
VINYL DUST COVERS
New, glove soft, viny! dust covers for thhe ATARI 800 Com-
puter, the 400 Computer and the 825 Printer. Custom made
from heavy duty upholstery grade vinyl, these covers com-
pletely cover the top and sides of your valuable equipment. Do
not confuse them with cheap, flimsy plastic covers available
elsewhera. Accessory ports and other input/output plugs are
posed for of use. in either black or
"'ATARI'* beige. ATARI 400: $9.95; ATARI 800: $10.95;
ATARI 825: $10.95. Specify model and color. Any two covers
for $18.95. Please Include $2.50 for Shipping and Handling.

send check or money order to:

SWIFTY SOFTWARE, INC
’ .
64 BROAD HOLLOW ROAD A
MELVILLE, N.Y. 11747 [oee)
(516) 549-9141
N.Y. Residents add 7% % sales tax
send for free catalogue dealer orders and c.0.d.'s accepted
©1981, 1982 Swifty Software, Inc.
NOTE: ATARI® is a registered trademark of Atari Inc., a
Warner C i Company and all ref to
ATARI® should be so noted.

48K FOR YOUR
ATARI 400
FOR $150
AND A REAL
KEYBOARD

Now you can turn your 16K RAM
board into a 48K board for about
$130 in parts and an hour's time.
This board will give you 48K for
your boot programs and includes
the deselect logic for 8K and 16K
ROM cartridges just like the 800.

Send check or money order_for
the easy-to-follow instruction
MBNUALT e e e $15.00

Indicate if you're interested in a
real keyboard that plugs in place
of the key pad.

COMP-AL-CO 2343 Kodiak Dr.
Ft. Collins, CO 80525

*ATARI 400. 800 are registered trademarks
of ATARI INC.
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BY CHARLES BACHAND

REQUIRES 16K, 410 RECORDER
OR 810 DISK DRIVE, AND
TWO JOYSTICKS.

A GAME FOR TWO PLAYERS
CASSETTE $21.95 DISK $24.95

ANALOG
SOFTWARE

P.O. BOX 23

S WORCESTER,
. MA 01603

(617) 892-8808

CHALLENGE THE ASTEROIDS

Your mission: pilot your spaceship through a dangerous asteroid belt in a hostile, uncharted
solar system while dodging zooming comets. Avoid the interstellar obstacles if you can, but
beware — you may find yourself under attack by your opponent’'s well-armed battle cruiser!
Try to escape your foe through the threatening universe of anti-matter! Options let you select
from any of 128 different versions of the game. Written entirely in machine language with multi-
color player/missile type graphics and outer space sound effects!

ATTENTION PROGRAMMERS!

A.N.A.L.O.G. 400/800 Magazine is interested in programs, articles, and software review submis-
sions dealing with the ATARI 400 and 800 home computers. If you feel that you can write as well as
you can program, then submit those articles and reviews that have been floating around in your
head, awaiting publication. This is your opportunity to share your knowledge with the growing
family of ATARI computer owners. A.N.A.L.O.G. pays $30.00 per printed page for text articles,
$50.00 and up for feature programs, depending on length and complexity. All submissions for
publication must be typed, upper and lower case with double spacing. Program listings should be
provided in printed form, or on cassette or disk if possible. By submitting articles to A.N.A.L.O.G.
400/800 Magazine, authors acknowledge that such materials, upon acceptance for publication,
become the exclusive property of A.N.A.L.O.G. If not accepted for publication, the articles and/or
programs will remain property of the author. If submissions are to be returned, please supply a self-
addressed, stamped envelope. All submissions of any kind must be accompanied by the author’s full
address and telephone number.




BACK ISSUES
of AN.A.LOG. 400/800Magazine
are now available!

ISSUE NO. 1

Become a Star Commander
Five Star Treks

Music Composer

Maze Rider

$3.00 First Class

ISSUE NO. 2

Printer Reviews
Disk Files

Download Terminal

Becoma a s@;ﬁgw;& &g.;gggﬁf Atarl Printer Reviews . ... Disk Files: using Note & Point |
Five Stas Trols-Whinks New for 81 Balance Your Checkbook
MusicComposer  « Maze Rider

Balance your Checkbook
g NEW PRODUCT:!
$3.00 First Class -

ISSUE NO. 3

Sketch Pad

Upload Terminal
Assembler's Comparison
All About 32K Boards

$3.00 First Class

. ISSUE NO. 4
gk Basic Disk Utilities
Comp Il
Space Games Reviewed i
Morse 800 | SPACE GAMES REVIEWED » GAME ROOM » MORSE 800
|BASI( DISC UTILITIES  ® DARTS ® PROGRAM CONDENSER
$3OO FifSt ClaSS ILISTER . COMPIIl . * ATARI SOFTWARE REVIEW

Each issue of A.N.A.L.O.G. includes VCS updates, software reviews, new products information and other

articles. A.N.A.L.O.G. is the first magazine devoted solely to the ATARI home computers. We talk to our
readers, not down to them.

Please note that the advertisements in back issues of A.N.A.L.O.G. are the originals, and the information
contained therein may no longer be accurate (pricing, company addresses or phone numbers).

Mastercard and Visa accepted.

400/800 .o 2
® OA.LOO.G. M£Z|NE 01603

(617) 892-9230

THE MAGAZINE FOR ATARI"COMPUTER OWNERS




READY FOR A
REAL CHALLENGE?

K-RAZY
SHOOT-OUT.

FROM

It's a battle of wits and fast action, this challenging game in ROM form for *Atari® 400™ or - 099
Atari® 800™ Personal Computer Systems. You're trapped in an Alien Fortress. Your 7
mission is to clear your sector of the Alien Droids and progress to the next sector. 7 N
The first sector seems easy enough ... BUT-WATCH-OUT. . .as you progress from A5
sector to sector, the Droids become more numerous and aggressive. A great 25
challenge and fun too!

K-RAZY SHOOT-0UT is destined to be a favorite of Atari enthusiasts
across the country with features like:

e Solid-state ROM pack e Full-color T.V. graphics
¢ Seven progressive levels of play and space-age sound
e Every game different e Full-color instruction booklet
e Bonuses and penalties e Millions of variations s
e A constant challenge .S 1
7 o O ;
[WARNING: Playing the game could be HABIT forming] /’ &qﬁe’&‘:} ~.';, QN
Now at your Atari Dealer! P &@o-zdb,\.o e
ST e s
- 7 ° ‘(\O 4
Coming soon: W oo l.F
7 LER
¢ K-DOS™ I 2L
o K-STAR PATROL™ 4 &
e K-RAZY KRITTERS™ S/ K
*Atari is the Registered Trademark of Atari, Inc. // v
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 THEY CAME OUT OF THE BLUE
" OF THE WESTERN SKY

. g it e

}f‘ FEATUHING ARCADE ACTION
‘ GHAPHICS AND SOUND g

% »

AT AR e Y ou know those alien resudents who |ook I|ke blue jello

/ ' . and smell like a cow pasture on a warm day? Well,
' =% they're up in arms about something and have declared
war! Their'. weapons are ‘. Cyborg .'ships " with . ‘their
intelligent parts - suspended inside. These Cyborgs
2 pursue like crazed bats to try and-kamikaze your crew
" g pods. You're armed with an\ ; .
- unlimited supply of Guided Energy
~J Darts, but even when you blast
f‘ ’em their doomsday missiles
. come right at you! Good luck.
(You Il need it!) .

R,E_ A_DR GUAR features any extras which are

usuaIIy found only' on coin- operated video arcade
machines. These includeadvanced play levels, o
. running hi.gh_ s-core (with high “"_seore “clear’”
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ATARI VERSION

i by" Nell Larimer
A55|sted by Sparky Starks" N ™S

ML

e

™ ."‘-/“;\_.\ i oy

TeA

HE QRE OVERRLUMN
i x s LO%SY
i " 48K DISK $29.95 + 16K TAPE $19.95 24K DlSK $24.95
» TRS-80 VERSION: e
/By ‘Wayhe Westmorelandg# j’, ‘éTQ ORDERI ‘
>

o and TerryMGllmanﬁ;‘ g

o e i ‘
3 ) } 5 5
i - > Ly / d ! \
o R Y ventur€ .
‘ A INTERNATIONAL )
L & ! A DIVISION OF SCOTT ADAMS. INC
; ‘ T - BOX 3435, LONGWOOD FL 32750 ™ o

(305) 862:6917 (QUESTIONS) | r
ORDER FROM YOUR FAVORITE DEALER
or CALL TOLL FREE (800) 327.7172

(ORDERS ONLY PLEASE ) (%) o
\

4 16K TAPE $19.95 32K DISK $24.95 y 10 l
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