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For Orders Only - 1-800-551-9995
CA. Orders / Info. - 415-352-3787

1050 MECHANISM EgWER PQQKS
F ctory fresh TANDON mech xact replacement trans-
ake dificuit repairs a snap. nits '°’"‘°12’ég§(8°°/4°°m
are complete with Head, Stepper, XFE51 unts. Part #CO 17945,

CARTRIDGES
For XL's/XE's 800/400

PAC-MAN Cartridge. ...........
DONKEY KONG Cartridge .
DELUXE INVADERS Cartri
STAR RAIDERS Cartridge .

JOURNEY TO THE PLANETS Cart.
POLE POSITION Cartridge . ... ... ..
BARNYARD BLASTER Cartidge

BALLBLAZER Certridge . ... ......
HARDBALL Cartridge . . . . . . B
LODE RUNNER Cartridge . . . . . . .
GATO Certridge .. ............

ONE on ONE BASKETBALL Cart.

NECROMANCER Cartridge . . . . .
FOOTBALL Cartridge . . . .
STAR WARS - Return of th

Spindle motor, belt etc. Just plug in,
XIJXE SUPPLY

no difficult :glgnments or adjust-
ments requir el for BOOXL,600XL
$4750 e, GOKE & XE Game:

XL 40 PIN LSI CHIP SET
A Complete set of 40 Pin Large Scale
Integrated Circuits for your 800XL,
600XL or 1200XL computer.

Great for quick repairs| Set
+16°

KEYBOARDS

contains one each of the
following: CPU, GTIA,
ANTIC, PIA AND POKEY.

800 4 PIECE BOARD SET

Includes Main Board, Power Supply

COMPUTER BOOKS

ATARI PLAYGROUND WORKBOOK $5.95

GOFRF Cart. 800/400 Only ... ..... $4.
MILLIPEDE Cartridge . ... ... ... X
PLATTER MANIA Cart by Epyx ..  $7.50
WIZARD OF WOR Cartidge . .. ... $9.05
CAVERNS OF MARS Cartridge ..  $12.50
PENGO Certridge . . ............. ]
EASTERN FRONT Cartridge .

TURMOIL Cartridge

SPRINGER Cartridge ]
ADVENTURE CREATOR Cartri !
SILICON WARRIOR Cartridge .. .. $12.
MATH ENCOUNTER Cartridge . .. $12.
VISICALC THE BOOKKEEPER BASIC LANGUAGE Cavidge. . 31500
LANGU. il g
SPREADSHEET AND CX85 KEYPAD SPARTADOS X Carvidge .. $5095
i ACTION 0.8.8 Cartridge . .. .. 55.00
Unleash the computing power You get both Atari's 8 bit ACTION TooL KIT DIgK. .. $19.05
of your 8 bit Atari withVisicalc $ 1995 professional bookkeeping  § 1995 ACTION RUN TIME (DISK) ...  $10.95
Compute ing from home system and the handy CX85 MAC-65 0.8.8. Cartridge 5.00
finances to high powered finan- DISK numeric keypad for one low 4 DISK ::glgi EO&‘:'LBBK $19.95
cial projections. Hundreds of uses. price. Packages Factory sealed.  SET R-TIME 8 Cartridge . . $47.95

SPINNAKER EDUCATIONAL CARTRIDGES

KINDERCOMP Cartridge ... .. $875
FRACTION FEVERCartridge ... $8.75
FACEMAKER Cartridge . .....  $8.75
ALPHABET 20O $8.75
UP FOR GRABS Cartridge . .. .. $8.75
ALF INTHE COLOR CAVES Cart. ~ $8.75
DELTA DRAWING $875
STORY MACHINE 800/400 cnly  $8.75
LINKING LOGIC (Fisher-Price) Cart  $8.75
GRANDMA'S HOUSE (DisK) . . . . . $8.75
BEST SELLERS / LOW PRICES
+ GHOSTBUSTERS ... ........ $0.95
+ SEVEN CITIES OF GOLD ..... $0.95
+ LORDS OF CONQUEST ... ... $9.05
+ ONE ON ONE BASKETBALL..  $0.95
+ RACING DESTRUCTION SET .. $0.95
* VIDEO TITLE SHOP (64K) .. ... $14.95
+ CHESSMASTER 2000 ........... $12

« ALTERNATE REALITY THECITY  $12.50
« ALTERNATE REALITY DUNGEON $12.50
* TOMAHAWK (64K) .. ............ 12.50
* PINBALL CONSTRUCTION SET $12.50
$12.

Assembly, CPU Module and 10K TNASS:I';:F;BOOTARTBTAF‘;?:S& TIPS ... :ggg .....
2?&25&?5":&%"% (:‘o?r‘::\:e ATARI BASIC REF. MANUAL . ... $5.00 ]
A " HOW TO ATARI 6502 PROGRAM . $5.00 .
---------- PROGRAMMERS REF. GUIDE . . .. $14.95 - su
ASSEMBLY LANGUAGE GUIDE .. $21.95 i L O N i
800/400 MODULES XE USERS HANDBOOK . ... 2195 [N ° KENNEOYAPPROAGH... . :
XL USERS HANDBOOK .. ... 21.95

NEW PARTS COMPLETE WITH IC'S
+ CX853 16K RAM Module $9.50
« 800/400 CPU with GTIA . $8.75
« 800 10K “B" OS MODULE $8.75

YOUR ATARI COMPUTER ... ....

520ST SAMS SERVICE MANUAL . .

800 POWER BOARD . . . .$14.50 PR: CONNECTION

400 POWER BOARD . . . . $9.50

INTEGRATED CIRCUITS R comcelie!

CALL TOLL FREE
1-800-551-9995
IN CALIF. OR OUTSIDE U.S.

CALL 415-352-3787

ATARI BASIC FASTER & BETTER $21.
$17.95
SAMS SERVICE MANUAL FOR THE
800,800XL,130XE, 1050 OR 400 . . $24.95 EA
$37.50

SERIAL / PARALLEL INTERFACE
FOR CONNECTING MODEMS

95

« SPELLBREAKER. . .
* SEA STALKER. ...
« HOLLYWOOD HIJIN.
« STATION FALL .. ..
*INFIDEL........
« LURKING HORROR
« CUT THROATS .. ..

* SUSPENDED .

-cOu795.. 3450 | 1050 1C'S ey ?.sx‘ep's Goioe"
-+ COUB0S . 3450 |- U7 - 6522 $4.50 MISCELLANEOUS - ZoRK 1
* CO12296 .. $4.50 |- U8 - 681 .50 00XL 64K T K + DEADLINE .
- 000753450 | - Uo - 507 5450 S P SaralO Cate | 540 - FooBLITSK
Wi ored Myl B od Special - 3 VO Cables for $10.00
.6532. ... $450 I Us LM2917 $8.50 GCSE b)%s?grk ............ 27 gg ........ e
. COBa08 5450 |- 2703 P0G s 10.30 400 Board Set (W/O Kybd) $22.95 e T
« CO#M5998 $4.50 Paddle Controllers (Pair) ... $9.95 *SPIDERMAN . ............... $4.95
. COMB06 .. $4.50 | 1050 Track Zero Rev. "C" Basic IC. . $15.00 + ULYSSES & THE GOLDEN FLEECE $4.95
CO10750 ..$4.50 | Sensor Assy. $8.50 Rambo XL w/o RAM IC's  $27.50 e SiHETHING e 3489
CO10444 . . $8.50 | 850 INTERFACE 850 or PR Modem Cable .. $14.50 « TECHNA-COLOR DREAM
$9.50 | 12 Piece Chip sel 850 or PR Printer Cable . . . $14.50 « ALIEN AMBUSH . ... ...
00 | inciudes al plug in 8-BIT Monitor Cable . . . .. $9.95 : REAR GUARD ...
IC's except R Printer Interface ......... $43.95 - ROCKET REPAIRMAN
5;?':3;‘;;‘&";% I/O 13 Pin PC connector . g g(% - SPEEDKING........
030 Modem Power Pa* " A * THE LAST V-8..
tnkbire.... A 150 800XL RF MODULATOR $9.50 “PATHFINDER. oo

+ WOMBATS 1......
* FREAKY FACTORY

Mail Order:
Sales Office:

AMERICAN TECHNA—VISION

15338 Inverness St., San Leandro, Ca. 94579
2098 Pike Ave., San Leandro, Ca. 94577
Terms: NO MINIMUM ORDER. We accept money orders, personal checks or
C.0.Ds. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No
personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders under
$150.00. Add $2.75 for C.O.D. orders. In Canada total $6.00 for shipping and

handling. Foreign shipping extra. Calif. residents include 7 1/4 % sales tax. All
products new and guaranteed. All sales final..
Prices subject to change withaut notice. Send SASE for ree price list. Atari is a reg. rademark of Atari Corp.

DlSkS-XL’S’XE’S/BOO

NEWSROOM (1050 -
GHOSTBUSTERS Disk .

R & CX85 KEYP:
CON"PUTATION Disk . .
MASTER CHESS Disk .
FAMILY FINANCE Disk

Atari ..

PUZZLE PANIC Disk by Epyx ...
WOMPER STOMPER Disk .. - .. ..
OLIN EMERALD (Jr., Adv.)
MOVIE MAKER (Graphics)
FINANCIAL COOKBOOK .

PINBALL CONSTRUCTION SET
BRIDGE4O................... $
PEGAMMON
MUSIC STUDIO. .

L. A.SW, s

CASTLE WOLFENSYEIN Disk . 2.50

BEYOND CASTLE WOLFENSTEIN $12.50
$12.50

MOUSE QUEST Disk (64K) .. ....
ELECTRONIC DRUMMER Disk . .
Gam

struction Sst i
12 SCOTT ADAMS ADVENTURES $12.50
GOLDEN OLDIES (4 Classic G-nu) $12.50
MIND SHADOW Advu\u. 64K .. $14.95
HACKER Adventure $14.95
SEA STALKER Adventure .. $1495
CONFLICT IN VIETNAM. . ... $14985
DECISION IN THE DESERT . $1495
CRUSADE IN EUROPE ... . . . $14.05
.. $1495
. $15.00

MASTERTYPE (T
BANK STREET WYSI'?&R
CUT & PASTE W.P. Disk .
SCHEMATIC DESIGNER. ... ...
THE SCA‘NALYZER S

BASIC TURBOCHARGER . . .. ..
YOUR ATARI COMES ALIVE . . .
SPARTADOS CONST. SET . ...

LJK DATA PERFECT Database . . .

SS| QUALITY SIMULATIONS
SSI| Rebel Charge at Chickamauga $14.95

S$8I THE ETERNAL DAGGER . . . .
SS| BATTALION COMMANDER . .
SS| PANZER GRENADIER e
88| FIELD OF FIRE . .

SSI WIZARDS CROW

88| GEMSTONE WARRIOR

DATASOFT DISKS
VIDEO TITLE SHOP 3 DISK BONUS PACK

GUNSLINGER Disk (64K) .
TOMAHAWK Helicopter Game
THEATER EUROPE War Game . .
BRUCE LEE Disk . .
MERCENARY Dllk S
MERCENARY 2ND CITY DISK .

NEVER ENDING STORY (64K) . .
221-B BAKER STREET (64K) ...
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ATARIWRI ER 80 ATARI XEP 80 §| The h akeeper~ w/ Keypad
Eair §49 ey §79

] COLOR
. PRINTER § 3:
FLOTUERS COMPUTER [ Sovstick et canizsio 5255
& 95
v & B 14. 9511 48K MEMORY | Mooz can iy o
2 WICO COMMAND JOYSTICK $19.95

©2 PEN SETS
- ROLL PR EXTRA PEN SETS| o6 WICO THE BOSS OVSTICK 5995
*POWER SUPFLY & CABLE| "COLOR $3.98 BLACK $.89 ff 3 i R

SUPRA 2400 MODEM $149.95
DOS 2.5 W/ MANUAL $4.95

3 Vg 74 :,s A AN 2 .' : ity : .; N =§ |  600XL (NO Transformen $19.95
P 4 N RN : | 400,800,850,1200XL Transforner $14.95

& LIGHT GUN
:../ XL/ XE il FOR YOUR 800/XL/XE

COMPLETE WITH:
powrr sURLY - ATARI XF551 $199.00

DOS W/ MANUAL

BASIC CARTRIDGE $4.95 TACEMAKER $4.95 TENNIS $19.95 STAR RAIDERS 11 $19.95
BASIC TUTOR (2 BOOKS) $4.95 MATTI ENCOUNTER $7.95 FINAL LEGACY $19.95 DAVID’S MIDNIGHT MAGIC $19.95
QX $4.95 DANCE FANTASY $8.95 MARIO BROS $19.95 ARCIHON $19.95
TURMOIL $4.95 LOGIC LEVELS $895 DONKEY KONG JR $19.95 KARATEKA $19.95
PAC-MAN (no box) $4.95 MEMORY MANOR $895 JUNGLE ITUNT $19.95 CTIOPLIFTER $19.95
DONKEY KONG (no box) $4.95 LINKING LOGIC $895 MOON PATROL $19.95 GATO $24.95
ET. (no box) $4.95 DELTA DRAWING $9.95 BATTLEZONE $19.95 ACE OF ACES $24.95
MISSILE COMMAND (no box) 84 95 HEY DIDDLE DIDDLE $9.95 FOOD FIGHT $19.95 LODE RUNNER $24.95
GORF (400,800) 95 FRACTION FEVER $9.95 HARDBALL $19.95 BARNYARD BLASTER (LG) $24.95
CHICKEN S4 95 ALPHABET ZOO $9.95 FIGHT NIGHT $19.95 DARK CHAMBERS $29.95
SLIME (400,800) $4.95 FROGGER $14.95 ONE ON ONE BASKETBALL  $19.95 AIRBALL $2995
CLAIM JUMPER $4.95 DIG DUG $14.95 DESERT ALLCON $19.95 SUMMER GAMES $29.95
DELUXE INVADERS $4.95 MILLIPEDE $14.95 NECROMANCER $19.95 CROSSBOW (LG) $2995
JOURNEY TO THE PLANETS $4.95 SKY WRITER $14.95 RESCUE ON FRACTALUS ~ $19.95 EAGLES NEST $2995
STAR RAIDERS 4 FOOTBALL $14.95 BALLBLAZER $19.95 CRIME BUSTERS (LG) $29.95
DEFENDER : ROBOTRON $19.95 BLUE MAX $19.95 MICROFILER (database) $39.95

DAVID’S MIDNIGHT MAGIC  $4.95 NATO COMMANDER $4.95 HULK $4.95 SILICON DREAMS $9.95
SPIDERMAN $4.95 CROSSCHECK $4.95 ALIEN AMBUSH d F-15 STRIKE EAGLE $9.95
CRYSTAL RAIDERS $4.95 MISSION ASTEROID $4.95 JAWBREAKER . THE NEWSROOM(1050-64K) $15.00
REPTON $4.95 PREPPIE | $4.95 SPY VS SPY X BOOKKEEPER

BANDITS (48K 400,800) $4.95 . THE COUNT $4.95 TOP GUNNER COLLECTION W/ num keypad $1895
CLAIM JUMPER $4.95 ADVENTURELAND $4.95 (3 GAMES) $9.95 BOOKKEEPER (Only) $9.95
DECISION IN THE DESERT ~ $4.95 SECRET MISSION $4.95 SILICON DREAMS(1050) $9.95 HOME ACCOUTANT $29.95
CRUSADE IN EUROPE $4.95 VOODOO CASTLE $4.95 JEWELS of DARKNESS(1050) $9.95

KENNEDY APPROACH $4.95 STRANGE ODYSSEY $4.95 SILENT SERVICE $9.95

CONFLICT IN VIETNAM $4.95 REPTON $4.95 DISPATCH RIDER $9.95

LT A ey

KENNEDY APPROACH

£k o CONFLICT IN VIETNAM i
Built In: Lotus Comp. S S LIRL AL, 9 mysyw K
Spread Sheet, Appointment F-15 STRIKE EAGLE !

Calendar w/Alarms, Text Processor, Database SILENT SERVICE i :
w/Dialer, Calculator, IBM Dos Compatble! SPY VS SPY i
The Size of a Video
Cassette Onl $399 :
Also Available y NUMERIC ONLY $9 95
Printer/Xfer Interface $49.95 RamCard 64K $99.95 KEYPAD .
°

Serial Interface $79.95 RamCard 128K $199.95

RAMCard 32K $79.95 W/ Software Reg. $19.95
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3.5 BULK PACKS WI'I'H LABELS

1 ATO BOARD 8/]6Mhz
CMI PROCESSOR ACCELERATOR $299
Math Co-processor for CMI 12Mhz ~ $99

Winter

1 Games

4 Death Sword $19.95
| Mission
1 Impossible
{ Axe of Rage $19.95
1-$99 25-$24.75 1000 - $750.00 §

1 Battleship

$19.95
Devon Aire $19.95
$19.95
Sub Battle $19.95
Space Station

Oblivion $19.95

& Champm

| Wrestling

1/2/4Meg $169.95
$CALL

$19.95
Final Assault $19.95

Retail Price $30 to $100

World Games $19.95
Karate $19.95
California
Games

The Games
(Winten $19.95

Boulder Dash $19.95
Dive Bomber $19.95
Metrocross $19.95
Tower Toppler $19.95
Techno-Cop  $19.95

Art & Film
Director

$19.95

$19.95

Golden Path*

-{ 2 Knight Orc

| & Tracker*

8 Advanced Art Studio
g Guild of Thieves

| © The Pawn

| £ Jinxter

Sentry

StarGlider

Universal Military
Simulator

Carrier Command

$14.95
$19.95

ATARI MEGAF[LE 30
AWESOME 60+ (60Meg 28ms)
AWESOME 80+ (80Meg 28ms)

$799
$999

| HIT DISK (4 games) Reg $9995
| GOLDRUNNER II

Reg $3995
Reg $2995
Reg $39.95
Reg $2995
Reg £2995
Reg $4995
Reg $49.95
Reg $9995

| Atari PLANARIUM Reg $2995

NOW! $19.95
NOW! $19.95
NOW! $19.95
NOW! $14.95
NOW! $14.95
NOW! $14.95
NOW! $19.95
NOW! $19.95
NOW! $14.95
NOW! $1495

STAR NX1000
STAR NX1000 Rainbow
STAR NX2400 4 Fonts

9 Pin
24 Pin

PC DITTO 11

| PC SPEED

1 MAGIC SAC PLUS
| w/Roms

| SPECTRE 128

{| SPECTRE GCR

| MAC ROMS 64K

MAC ROMS 128K

$399

$79.95
$169.95
$299.95
$19.95
$129.95

JRI GENLOCK SYSTEM

ST/IME MODULE
Battery Backed up Clock

Migraph Hand Scanner

SAN JOSE COMPUTER

ISk

A TR R

B 20l DB Ry SR

640 BLOSSOM HILL RD. SAN JOSE, CA 95123
STORE (408) 224-8575 @ FAX (408) 224-8574

OR 'FAST ERSERVICE PLEASE INCUJDE.

° NAME

BILLTOADDRESS VISA / MASTERCARD

o SHIP TO ADDRESS RDERS ONLY
© PHONE # CARD ADDRESS MUST MATCH

e [T YOU WISH
CHASE BILL TO ADDRESS

(408) 224-8574

¢ SHIPPING: ADD $5.00 FOR PREPAID ORDERS, OR $10.00 FOR COD ORDERS. AIR AND INTERNATIONAL
SHIPPING EXTRA. NO COD FOR INTERNATIONAL ORDERS, THAT'S IT.

PREPAYMENT: USE VISA, MASTERCARD, MONEY ORDER, CASHIER’S CHECK OR PERSONAL CHECK.
PERSONAL CHECK MUST CLEAR PRIOR TO SHIPMENT. C.O.D.: CASH, CASHIER’S CHECK OR MO. ONLY.

WARRANTY: 90 DAY WARRANTY ON ALL ITEMS. TAX: CALIFORNIA RESIDENTS ADD 7% SALES TAX.
Prices subject to change without notice.
Brand and /or product names are trademarks or registered trademarks of their respective halders.

Ad produced on an ATARI ST using CALAMUS and printed on an ATARI SLM804 PostScript compatible laser printer
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COMPUTER SOFTWARE SERVICES
P.O. BOX 17660, ROCHESTER, N.Y. 14617

ATARI PHONE (716) 586-5545

BRAND NEW ITEMS

$1999%  The "BLACK BOX'I®  $19995

The Black Box is a device for your XL or 130XE computer that
adds tremendous power to your 8-bit Atari. It has two buttons,
two switches, and a set of dip switches visible from the outside. It
plugs directly info the back of the 600XL, 800XL, and 130XE
computers. Custom cases may be an optional expense. The
Black Box performs three main tasks: inferface to a SASI/SCSI bus
device (hard disks), Parallel printer port, and a RS232 port. A
fourth option, available soon, will be a floppy disk port, especially
useful to XF-551 owners. The SASI/SCS| port provides the
necessary signals for hooking up most common hard disks, You
may partition your hard disk into as many drives as you wish; up to
9 can be accessed at at time. By pressing one of the buttons on
the Black Box, you will enter the configuration menu, where you
can re-assign drive numbers, etc. When you exit, you will be right
back in the program you were running when the switch was
pressed. Each hard disk can be write-protected. The Parallel
Printer port will allow you to hook up any printer that uses the
standard Centronics interface. As an option, you can use the
computer's extra memory as a printer buffer, or order the Black
Box with 64K of on-board RAM. You may assign printer number
and line-feed options within the menu (for use with multiple
printers). Another amazing feature of the Black Box is the built-in
screen dump. By pressing a button (on the box), the contents of
your screen will be dumped to your printer (you can define text
or graphics modes with a switch)! The RS232 port supplies the full
RS232 spec signals for connection to a modem, or another
machine (for null-modeming). The handler for the Black Box' s
modem port is built in and takes up NO memory! The port
handles rates up to TRUE 19.2K BAUD! A future upgrade for the
Black Box is a floppy disk interface board. This will allow the
addition of up to four 5.25" or 3.5" mixtures of floppy drives to be
used with the system. The drives will act like standard
single/enhanced/double density disk drives, but MUCH faster! All
drives will be Super Archiver compatible, and support up to 2
sides of 80 tracks. Along with this hardware upgrade will come
software capable of reading, writing, and formatting disks in IBM's
MS-DOS format and the Atari ST format, and allow you to transfer
files between those disk formats and the Atari's format. In
addition , @ machine language monitor has been added to allow
memory disassembly, memory/register changes, and more. The
Price of the Black Box is $199.95 for the basic unit and $249.95
with 64K of RAM (for printer spooler) plus $8 for S/H/I. An optional
cusfom BLACK BOX case is available for $39.95 extra.

$19995  The "MULTIPLEXER'I®  $19995

This device brings the power and flexibility of larger systems to
your 8-bit. The Multiplexer is a device (actually a collection of
modules) that allow up to 8 Ataris to read and write fo the same
drive (typically a hard disk), printer, and talk o each other. One
‘master” computer (any 8-bit) is equipped with the master
Multiplexer interface. Then up fo 8 *slave” computers can hook up
to the master, each having their own slave interface. The
*common' peripherals (things that are to be shared) are
connected fo the master computer. On each slave, all disk and
printer 1/O is routed through the master, so no drives are needed
on them. The master computer can be configured in any manner
you wish - you can for example have certain peripherals *local* to
the slave, or routed to a different number on the master. Under
development is a BBS system that will make full use of this device,
allow ing up to 8 lines/users to be using the system at the same
time! A mutiuser chat mode is a feature of this program, however,
you do not NEED this program fo run a BBS with the Multiplexer
(but be warned that not all BBS programs will run concurrently).
All slaves are independent, and do not need to have the same
program running on them. This system is excellent for BBS SysOps,
because you can be using your hard disk(s) while still running your
BBS uninterrupted! Another example is in a classroom situation, or
anywhere a disk needs to be shared by different people. This is
an EXCELLENT programming/debugging tool as well! The
Multiplexer price is $199.95 for a master and two slave units (plus
$5 S/H/1). Additional slave units are $69.95 each.

$2995 "XF551 ENHANCERI'®© $2995

The XF551 Atari drive is a fine product with one major flaw...It
writes to side TWO of your floppy disks BACKWARDS. This causes
read/write incompatibility problems with all other single sides
drives made for Atarl such as Indus, Trak, Rana, Percom, Astra,
Atari 1050, Atari 810, etc. Add the XF551 ENHANCER to the new
XF551 drive and your problems are over! This device will restore
100% compatibility while retaining original design qualities of
Atari's super new drive. The XF551 ENHANCER is a MUST for all
XF551 Owners. Installation is simple. Only $29.95 plus $4 S/H/I.

The "POWER PLUS"I® UM% $9995
(for 800XL'S and 130XE's only)

C.5.8. has made the "Power Plus'! memory upgrades available
on an "unadvertised" basis to our regular patrons. These
upgrades have become so popular we are now making them
available to everyone! For those of you unfamiliar with"Power
Plus’! upgrade, it is the most COMPATABLE upgrade available for
the 800XL or 130 XE. All other upgrade kits have some degree of
INCOMPATABILITY with certain software programs. C.S.S. studied
this problem and developed the POWER PLUS upgrade which, to
the best of our knowledge, appears to be 100% compatible. To
upgrade a 130XE to 320K is only $99.95. To upgrade an 800XL fo
320K is only $149.95 (circuitry from a 130XE is actually
transplanted into the 800XL). Add $5 for S/H/I. C.S.S. will install
these upgrades for only $20 if you wish.

$9995

PHONE orders e

NEW!' OUR 24 HR. BBS!

1(716) 247-7157———

For product information, WEEKLY SPECIALS, informative
discussions on new products, theories, products you'd like to
see developed, and used items for sale or trade. CALL (716)
247-7157 24 hrs. This BBS also features multi-user "CHAT"
capabilities thanks fo our new ‘MULTIPLEXER"! which allows
multiple user and BBS boards to be linked so several callers can
share boards or talk to each other simultaneously! CALL (716)
247-7157 for BBS only. For VOICE orders or repairs, please call
our normal Hot Line number (716) 586-5545.

BEST SELLERS

$6995 The "SUPER ARCHIVER'I©®  $6995

The new SUPER ARCHIVER, obsoletes all copying devices currently
available for the ATARI 1050! It eliminates the need for Patches, PDB
files, Computer Hardware, etc. Copies are exact duplicates of
originals and will run on any drive; without exaggeration, the SUPER
ARCHIVER is the most powerful PROGRAMMING/COPYING device
available for the 1050! Installation consists of a plug-in chip and 6
simple solder connections. Software included. Features are:

« TRUE DOUBLE DENSITY 3 ASCHIXER/HAPPY ARCHIVER

ULTRA SPEED read/write C
ULLY AUTOMATIC COPYING « BUILT- IN EDITOR-reads, writes
RA dlff %10 35 sec(ors/track short
FORMATTER

1o 40 seclovs/(rac
UILT IN ISASSEMBLER
BUILT IN MAPPER-up to 42
sectors/track
DISPLAVS/COPIES Double Density

AgTOMATIC FORMAT LENGTH
+ SIMPLE INSTALLATION

AUTOMA IC DIAGNOSTICS
+ DISPLAYS HIDDEN PROTECTION
+ ADJUSTABLE/CUSTOI
SKEWING
+ AUTOMATIC SPEED
COMPENSATIO!
« AUTOMATIC/PROGRAMMABLE
+ PHANTOM SECTOR MAKER

The SUPER ARCHIVER is so POWERFUL that only programs we
know that can’'t becopied are the newer ELECTRONIC ARTS and
SYNFILE/SYNCALC (34 FULLsectors/track). If you want it ALL...buy
the “BIT-WRITER"! also... then you'll be able to copy even these
programs! Only $69.95 plus $5 S/H/I.

JUST RELEASED

$999 The "SUPER ARCHIVER II©  $9995
(for ATARI 1050 drives)

NOW! COPIES all ENHANCED DENSITY programs plus retains all
of the features of our World Famous SUPER ARCHIVER! (see
above). Allows you to COPY or CREATE single or ENHANCED
density protection schemes (including PHANTOM SECTORS!).
Completely automatic; compatible with the BIT-WRITER I; the
ULTIMATE BACKUP/PROGRAMMING device! Only $99.95 plus $4
S/H/I. NOTICE! If you already own a SUPER ARCHIVER!, you can
upgrade to a SUPER ARCHIVER i for only $29.95 plus $5 S/H/I
(disk only-no additional hardware required).

$6995 The "ULTRA SPEED PLUS"I® $6995

Imagine a universal XL/XE Operating System so easy to use that
anyone can operate it instantly, yet so versatile and powerful that
every Hacker, Programmer and Ramdisk owner will wonder how they
ever got along without it! Ultra Speed Plus puts unbelievable speed
and convenience at your fingertips. Use ANY DOS to place an
ULTRA SPEED format on your disks, boot any drive (1-9) upon
power-up, format your RAMDISK in Double Density, activate a built-
in 400/800 OS for software compatibility, plus dozens of other
features too numerous to mention! Below are just a FEW features
you'll find in the amazing OS:

+ ULTRA SPEED SI0 for  « Builtin RAMDISK

mcst modmed dnves can 'ﬂ;vrauon edllor(’-s
J U D is K exact

+ DOUBLE DENSITY
RAMDISK capable
« Entire MEMORY test

g bI duphca(es lloppy dnve that mpolnls defective
. Bom dlreclly from so sector copying and
sector editing are now « Boot any dnve (1-9)
. Spemal hmer circuits. %ossn le uPon power-up or cold-
no! requlred Ior1 or2 uilt-in MINI Sector rt
eq( Copier + Supports memol
+ Bacl round colors g Toggle SCREEN OFF

radesu to TWO
adjustable If ES

up to 40% increase
Reverse use of

ut processing speed -+ THREE Operahng
lems in one

ey « Toggle internal BASIC
Q Cold slan wnhou( + Ram resident disk b L/XE 400/800,
loader program LTRA SPEED PLUS)

. Bul!t |n lloppy/dxsk
configuration editor (1-9)

$3995 The "RICHMANS'I®

80 Colum Word Processor
Easy to use, very powerful, and NO ADDITIONAL HARDWARE
required! Works with TV or Monitor! This “DISK ONLY” 80 Column
Word-Processor is simple to use while offering numerous features
such as:
« Completely Menu driven
« Self contained DOS
« Complete Text formatting
« Built-in Pnnter Drivers
« Page numberin
. Justlfy and Endfill
= High speed Cursor
«+ Spell Checker
- 80 COLUMNS ON THE

SCREEN!

(MACH10 menu)

$3995

« Insert and Delete

= Search Mode

« View only mode

» Memory Statistics

= Alternate Output

« Change screen Colors, borders,
luminesce

» Mouse compatible

+ XEP-80 Compatible

One expert has compared 40 domestic and foreign word-

s and luded that the RICHMANS 80 Column
Word Processor is the best! Only $39.95 plus $5 S/H/I. (64K
required).

DEALER/DISTRIBUTOR/USER GROUP Discount available call for info.
MAGSTER CARD, VISA MAIL e Money Orders, Checks

*SHIPPING! Add $5 for Shipping/Handling/Insurance within the U.S.A.
UPS BLUE LABLE (2nd DAY AIR) available for $3 extra per shipment

CALL TODAY! (716) 586-5545
9 am - 5pm (EST) WEEKDAYS

AN

computer sortwage services ATARI
P.O. Box 17660
Rochester, N.Y. 14617

$79%  The "BIT-WRITER"I®

The Super Archiver “BIT-WRITER"! is capable of duplicating even the
“uncopyable” EA and SYN series which employ 34 FULL sectors/track.
The “BIT-WRITER”! is capable of reproducing these and FUTURE
protection schemes of non-physically damaged disks. Simple
installation... PLUG-IN circuit board and 4 simple solder connections.
The “SUPER ARCHIVER" with the “BIT-WRITER"! is the ultimate
PROGRAMMING/COPYING device for Atari 1050's. EXACT
DUPLICATES of originals are made! Copies run an ANY drive. Must be
used with Super Archiver. Only $79.95 plus $5 S/H/I.

$3995 The "QUINTOPUS"I® $3995

The “QUINTOPUS"! is an inexpensive device that provides a
tremendous amount of convenience while eliminating the problems
associated with the endless “daisy-chaining” of peripherals (eg: drives,
interfaces, printers, modems, cassettes, etc.). The “QUINTOPUS" is
an 1/0 port expander that converts a single /O output/input into five
additional outputs/inputs. Instead of daisy-chaining all your peripherals
(which often times results in passing a signal through 30 feet or more
of cable!), the “QUINTOPUS"! allows each device to be connected
directly to the computers through only three or four feet of cable. This is
particularly useful when attempting to use ULTRASPEED or
WARPSPEED data transfer rates. The “QUINTOPUS"! also provides
the “extra” /O ports often needed to connect devices not having daisy-
chaining capabilities. Cable resistance and compacitance are greatly
reduced thereby significantly improving the opportunity of accurate
data transfers! Only $39.95 plus $5 S/H/I. SIO cable is $5 extra if

needed.
$5995  The "QUINTOPUS'I®  §5995
(with SWITCHABLE PORTS!)

This Deluxe version of the “QUINTOPUS!" has all of the above features
with the additional benefits of two SWITCHABLE PORTS! This means
you can connect two computers to one printer or two printers to one
computer; you can switch in a computer/printer combination and while
you're printing out a long document, switch in a second computer to
access a modem, disk drive, cassette deck, etc! Switch multiple
combinations of peripherals or computers without the hassle or re-
arranging I/0 cables...simply flip a switch! Only $59.95 plus $5 S/H/I.
SIO cable is $5 extra if needed.

HARD DRIVE SPECIALS

COMPLETE Hard Drive Systems from C.S.S. include the BLACK
BOX, power supply, logic board, controller, DOS, cables and assorted
software! All systems are wired, preformatted and have sample
programs on them. Simply take it out of the box, plug it in and
BOOT....no hassles! We currently stock 5 MEG to 80 MEG systems
ranging from $495 to $895. Sizes range from 3 1/2 inch, 5 1/4 inch, to
8 inch industrial quality. Call!

Controllers available separately from Xebec, Adaptec, Seagate,
Konan, and Western Digital. Call for pricing.

SPECIAL-SPECIAL! 5 MEG REMOVABLE disk Hard Drive — BRAND
NEW — only $495 complete! Hard Drive sold separately in limited
quantities for only $99.95. Excellent for backing up larger HD systems!
(Original drive cost was $1100!)

LIMITED SPECIALS

These specials are available on a first come first served basis. Pre-
owned items are in exceptionally clean condition and are in
perfect operating order, All items are warrantied. Sorry ... no
rainchecks. Order 5 or more items and we'ill pay the freight.
These SPECIALS are for C.S.S. customers only - NO DEALER
DISCOUNTS! Add $5 to order for S/H/I.

NORMALLY  LIMITED
1. 130XE with 320K POWER PLUS SPECIAL
upgrade and Ultra Speed Plus installed
(with power supply and cable) $ 250
2. 1050 DISK DRIVES with SUPER ARCHIVER Il
and SILENCER installed (with
power supply and cable) $ 250
3. SUPER PILL (without case) $ 80 $ 22
4. ULTRA MENU/DOS $ 30 $ 19
5. DISKCRACKER (Newest version) DENE0 SR
6. ELECTRONIC PHANTOM
SECTOR MAKER DELUXE $ 60 $ '35
7. IMPOSSIBLE for 800 or 800XL $ 150 $ 69
8. KLONE Il (Generic HAPPY Backup) $ 100 $ 75
9. SILENCER $ 30 $ 19
10. BLACK PATCH (MASTER) $ 50 $ 25

REPAIRS

For 24-48 hour repair service on Atari computers or drives, call our
repair department at (716) 586-5545 day or night. All work is
guaranteed, NO minimum estimate fees; if you have two or
more items for repair and don't want to spend any money ...
send them to us and we'll use the parts from both defective
items to make one good working unit at NO CHARGE ... we'll
keep the other defective item for parts!
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BUDGETIZER BLUES

I have run into some problems with
your Budgetizer program in the Octo-
ber/November 1989 issue of Antic. I
had no trouble getting started, adding
categories and making changes, but
now I can’t run the program with the
new BUDGET.DAT file from my disk. I
keep getting a Disk Error #5. What’s
wrong?

Curt Gienger

Warner, SD

This was a tricky bug to reproduce,
but as far as we can tell, the problem
comes from entering a CATEGORY with-
out any FIELDS (or deleting all the fields
[from a category without also removing
the category). Once the error #5 mes-
sage comes up, you should reboot and
run the program again. Check all your
categories to make sure they all have at
least one field. The money values in the
field can all be zero, but there has to be
a field name. Unfortunately, if you
can't get your data file to load from disk
at all you may have to delete the file
Jfrom your disk and start over from
scratch. — ANTIC ED

CRIBBAGE HELP!

(The October, 1989 I/O Board plea
Jfor belp with Cribbage Atari, from Antic
May 1989, did not go unanswered.

Two readers sent in fixes right away. —
ANTIC ED)

The problem with running the May
Cribbage game on an 800 can be found
in one of the statements in line 830.
The statement is "XX=XXA1" (raise XX
to the first power) which shouldn’t
change the value of XX at all. Unfortu-
nately, on the 800 the value of XXA1 is
actually a little bit smaller than the orig-
inal XX. When XX is used later in the
program as an indicator of which card
was chosen, the value is effectively off
by one, and the game gets noticeably
confused.

The statement was intended as a de-
lay, which the 800 doesn'’t really need

anyway. I simply removed the delay,
by removing the XX=XXA1 and the fol-
lowing colon. The program now seems
to function correctly — in fact, I've
been pleasantly surprised by the "skill"
of the computer’s game!

Del Motteler

Des Moines, WA

I've experienced other "strange" oc-
curences like this with the Atari BASIC
version A that came with my 800.
(Some of these are documented bugs,
some are not.) These incompatibilities
were cured when I got a disk copy of
BASIC C to use with my 800. The main
drawback is having to boot BASIC from
disk. I recommend that 800 users get a
copy of BASIC version C — it will
solve a lot of your problems.

Darryl Howerton

Jonesboro, AR

YEMACYB, WHERE ARE YOU?

I was delighted when I discovered
from your magazine that software did
exist to take advantage of the color
graphics capabilities of my Star NX-
1000 Rainbow printer. I wrote — but
to an old address, so my order took
months to arrive. Anyone wanting to
order YEMACYB/4 should send $29.95,
plus $2 shipping and handling, to Elec-
tronical Software, P.O. Box 1106, Tay-
lor, MI 48180.

After receiving the program, I had to
write again, to find out why the pro-
gram wouldn’t work properly. Michael
Clayton called quickly with the answer.
Apparently, the YEMACYB programs
and certain models of the Xetec
Graphix AT interfaces are incompatible.
(The Xetec staff spoke of extreme sen-
sitivity to serial timing, whatever that
means.) Once I tried a different inter-
face, I had no trouble getting beautiful
printouts.

Dixie Barber

Russellville, MO

1050 DIFFICULTIES

I have three 800XL computers and
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seven 1050 disk drives. Beginning two
years ago, I started having difficulty
reading protected disks — now I can’t
read some unprotected commercial
disks, though I can still read disks that I
have created. I suspect a speed or
alignment problem with the drives.
Since I have a background in
electronics, I feel capable of whatever
adjustments or replacements may be
required. Are there any repair manuals,
or diagnostic disks, I could try?

Richard Mueller

Brick, NJ

We recently bad a similar problem
ourselves, when two 1050 drives could
no longer read each others’ disks. Our
local 8-bit hardware expert, Charles
Cherry, was able to get the drives back
in tune with a bit of cleaning and by
reseating all the chips — prying them
up and pressing them down again. For
more complex repairs, you should be
able to get a repair manual from a mail
order source such as American
Techna-Vision — check their ads in
recent issues of Antic. — ANTIC ED

MORE 1050 WOES

I have a 1050 disk drive that broke
its drive belt not too long ago. I have
since returned it to partial service, using
a very thick rubber band, but it now
spins slower than its proper 288 rpm.
It may have already zapped a particular
copy-protected disk by writing to it im-
properly. Can you or your readers re-
fer me to a manufacturer or service
from which I can order the proper belt?

Edwin Stovall

St. Louis, MO

As far as we know, the belts are no
longer available — and a proper belt is
indispensible. Many repair services are
cannibalizing old 1050s for parts. One
of our frequent advertisers, Computer
Software Services, offers a repair service
— call (716) 586-5545 for informa-

tion. Note that if you have two identical
items for repair, they will fix one free, if
they can keep the other for paris! If any-
one knows of a source for belts — from
other kinds of drives, for instance —
we’d be delighted to hear about it. —
ANTIC ED

TYPO TRIALS

I have ordered your monthly disks,
and am generally delighted, but I have
one problem. I do not know how to
use the TYPO II Automatic Proofreader.
A couple of my disks have TYPOILLST
on them, but I don’t know how to use
them from BASIC. How can I SAVE a
copy of that listing?

Brandon Palmero

San Bernardino, CA

You don’t need TYPO II to run any
of the programs on disk. The version on
some Antic Disks is a listed BASIC pro-
gram, included for your convenience in
typing listings from other issues. You
can’t run listed programs (with .LST
endings) from the Antic Disk Menu, but
from BASIC you can ENTER
"D: TYPOILLST" to get the program from
the Antic Monthly disk, then SAVE it to a
new disk as TYPOII.BAS. Then you can
RUN it from disk to help you type in a
new program. — ANTIC ED

XF551 LOOSE
CONNECTIONS

I doubt anyone would argue with
calling the double-sided, double-density
XF551 disk drive a great peripheral for
the Atari. However, the circuit board
lacks ruggedness. I first realized that
there was a problem when I took my
drive to a users group meeting — one
of the serial I/O ports no longer
worked. After taking the drive to a lo-
cal computer fair, the drive wouldn’t
work at all. T ended up having to
resolder the power connector’s circuit
board contacts and solder four jumper
wires into the drive to replace the cir-

cuit board traces between the I/O sock-
ets and the associated circuitry on the
board.

My advice to XF551 owners is, once
you plug your I/O cables and power
transformer in, try to leave them
plugged in whenever you have to
move your drive. If you pull out and
replace those connectors more than
two or three times you could wind up
with a dead drive. Fixing the problem
is easy and inexpensive for anyone
who knows much about electronics.

Charles Cole

Sierra Vista, AZ

In January 1989 I acquired an Atari
XF551 disk drive. After one month one
port died, and in September the other
one went South. On close inspections,
I realized that the rivets had loosened,
lifting the pads from the boards. The
solution is to replace them with 4-40
bolts.

Piers Cunliffe

St. Catharines, Ontario, Canada

Two users with similar problems and
different solutions. As always, we must
caution that opening your drive will
void any warranty lefi, and Antic takes
no responsibility for the results of any
modifications such as suggested
above— ANTIC ED

LOADS OF PROBLEMS

I have some back issues of the mag-
azine from before you started using the
BASIC loader for the special graphics
characters. The current loader says that
it can be used with other programs. I
know to start with lines 10-250, but
how do you create the DATA lines to
use with the loader?

Peggy Darlington

Walls, MS

When we say you can use the loader
with other programs, we're talking

ANTIC, THE ATARI RESOURCE
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about other programs printed with load-
ers. Since the loader part is always the
same, this saves retyping all but the
DATA lines. To get the numbers for the
DATA lines, we run the "hard-to-type”
lines through another program. To get
the numbers and enter them manually
would require figuring out the correct
numeric value for each character; then
entering that number. You might as
well struggle through typing in the char-
acters. Or buy the disk . Disks are
available all the way back to Antic issue
#4, when we first started selling disk ver-
sions. See our Back Issue ads in recent
issues— ANTIC ED

MONDAY ON SUNDAY

Your Best of Antic disk has a terrific
program by Alfred Filskov called Ap-
pointment Calendar, originally pub-
lished in the January 1985 issue of Ant-
ic. The only thing is that I would like
to have each calendar week begin with
Sunday, not Monday as at present. Is
there any to revise the program?

Richard Dawid

Monroe, CT

Chris Warebam of Spearfish, SD sent
us an easy fix that ran back in the Mar-
ch 1986 issue of Amtic. Just change
lines 180 and 1590-1660 as shown be-
low. — ANTIC ED

180 DATA SUNDAY.,MONDAY,
TUESDAY, MEDNESDAY, THURS
DAY.,FRIDAY.SATURDAY
1590 DATA 366247251361,
477351362472

1600 DATA 511462473513,
623614625735

1610 DATA 144725736146,
255136147257

16206 DATA 366247251361,
4721462473513

1630 DATA 622573514624,
733614625735

1640 DATA 144725736146,
256247251361

1650 DATA 477351362472,
511462473513

1660 DATA 622573514624

FEBRUARY/MARCH 1990

AMP INSTRUCTIONS

I'm new to the Atari world and I
find I need some help with the August
1989 Antic Monthly disk. I can load
and play music with the Antic Music
Processor (AMP) disk bonus but I can’t
figure out how to use the editor to pro-
gram my own music. [ didn’t see any-
thing on the disk or in the magazine
that explained how to do that. Did I
miss something?

Jack Bryant

Myrtle Beach, SC

Sorry for the confusion — the June
1989 issue and disk had the instruc-
tions you need. AMP 2.1 on the August
disk was simply a slightly modified ver-
sion of June’s AMP 2.0 (it fixed a minor
bug) so we didn't include the instruc-
tions again. The June, 1989 issue had
AMP 2.0, instructions in the magazine
Jfor using the new Lyric Editor, and a re-
cap of the Note Editor instructions in a
HELP file on the Antic Monthly Disk.
Also on disk were several of the winners
from our song contest.

We originally ran AMP version 1.2
as a Disk Bonus in the December 1988
issue of Antic, with detailed instructions
in the magazine on using the somewbhat
cryptic "Backus-Naur" notation. The
disk with that issue included a program
that will convert songs in the popular
AMS I format to AMP format — a must
Jor bulletin board frequenters. All these
back issues and disks can still be or-
dered — see our ads for Back Issues in
recent issues of Antic — ANTIC ED

RAMBRANT AND AMP TIPS

For anyone interested in a new us-
age for RAMbrant, I have found that
MODULE 1 (DOS utils) loads in Com-
putereyes picture files. After loading in
a closeup of a person’s face, you can
use the WINDOW option while in the
MIRROR drawing mode and get the
mirror images of both halves of a per-
son’s face. The results are surprising

and quite impressive in the 16-shade
mode, which can be printed out using
MODULE 2, the GTIA 16-shade printer
dump.

I've also found that the Antic Music
Processor (AMP) works with DOS XE
and an XF551 drive. You can fit a lot
of songs on a double-sided disk, and
the songs can be categorized in sub-
directories such as ROCK, CLASSIC,
TV SHOWS, etc.

Gregory Vilicic

Clifton, NJ

GERMAN GOODIES

From Germany, the folks at KE-Soft
have written to let us know of several
software products they sell. Translating
as best we could from their German-
language fliers, they offer DRAG, a
Boulderdash clone starring the frog
Drag; the space shoot-"em-up
OBLITROID; the puzzle-game SOGON;
ZADOR, a Mah-Jong clone; the disk
magazine ZONG; and a double-game
disk with TOBOT, a Robotron-style
game, and the graphic adventure
BROS. If you can read and write Ger-
man, and are looking for new software,
you can write for more information at
KE-Soft, Frankenstrasse 24, 6457 Main-
tal 4, West Germany. — ANTIC ED A

Amtic welcomes your feedback,
but we regret that the large volume
of mail makes it impossible for the
Editors to reply to everyone. Although
we do respond to as much reader
correspondence as time permits, our
highest priority must be to publish
/O answers to questions that are
meaningful to a substantial number
of readers.

Send letters to: Antic I/O
Board, 544 Second Street, San
Framncisco, CA 94107.




NEW PRODUCTS

SI0-2-PC

(hardware interface)

N.R. Kennedy

300 S. Vancouver

Russellville, AR 72801

(501) 967-3843

IBM-PC compatible with RS-232 port re-
quired

$39.95

Tired of making do with that IBM-
PC compatible you bought? Now you
can turn it into a RAMdisk and drive
emulator for your trusty Atari 8-bit, with
SIO-2-PC. Complete with 9-pin RS-232
connector and all the cables you need,
SIO-2-PC lets you hook up your PC to
your 8-bit and then create up to four
RAMdisks in the PC’s RAM space. You
can then use these RAMdisks from your
8-bit, using your favorite Atari DOS, just
like using another drive. Once you
have your files on RAMdisk, you can
save them to the PC’s high capacity
hard or floppy drives. If you transfer
your startup files to the PC, you can
even boot from it without needing a
real disk drive.

SIO-2-PC will daisy chain with your
other peripherals without interference.
For special setups, custom cable
lengths are available, and a 24-pin RS-
232 connector costs $2 extra. If you al-
ready have that #@*&! PC or clone, and
appreciate the irony of turning it into a
file server for your Atari, SIO-2-PC will
do the trick at a price that’s hard to
beat.

PS PRINTER DRIVERS,
RAMDRIVE + XL TO XE

(hardware/utilities)
Innovative Concepts
31172 Shawn Drive
Warren, MI 48093
(313) 293-0730

If Broderbund’s popular Print Shop
software doesn’t have a driver for your
printer, Innovative Concepts may be
able to help. Their new drivers are de-
signed to work with Print Shop and

Print Shop Companion, without modify-
ing the original disks. PS Atari 1020
Driver lets you use Print Shop with the
Atari 1020 Printer/plotter, using any one
of four colors. The PS Okimate 10
Driver lets Okimate 10 users print their
PS graphics — in black, only. Also lim-
ited to black, the PS Epson LQ-
500/800 Driver works with the newer
Epson and compatible 24-pin printers.
All three drivers retail for a low, low
$14.95 each!

Expanding their collection of
memory upgrades, Innovative Concepts
introduces RAMdrive + XL to XE
($59.95), a low-cost memory upgrade
for the 800XL that makes it 100% com-
patible with the 130XE, including ANT-
IC modes! The upgrade comes com-
plete with RAM chips, instructions, and
utilities disk. Installation by someone
experienced at soldering is recom-
mended.

DRAPER PASCAL 2.1
(programming language)

Draper Software

307 Forest Grove Drive

Richardson, TX 75080

$20 complete, $15 manual/registration
fee only

Pascal has become the learning lan-
guage of choice at many colleges.
Draper Software brings this modular,
high-level language to the 8-bit Atari
with Draper Pascal. Released as
shareware, the latest version of Draper
Pascal is available on CompuServe, GE-

Photo by Wendy Johnson

nie and Delphi with a 39-page "starter"
manual. The complete 86-page manual
is available by mail for a registration fee
of $15. This complete manual includes
extensive explanations of reserved
words, plenty of examples, BASIC
equivalents, details on RAMdisk usage,
and much more.

MONEY UN-LIMITED

(applications software)

KCTronics

457 June Street

Fall River, MA 02720

$9.95 complete, $8 manual/registration
fee only

Tired of trying to keep a budget
with little amateurish programs? Try
Money Un-LimiTeD from KCTronics.
This inexpensive shareware program
keeps track of your checking and sav-
ings accounts, and bills and income.
Special monthly worksheets let you jug-
gle your money more easily than ever
as you try to stay within your budget.
Instead of cluttering your desk with lit-
tle scraps of paper, you can even use
the special NotePad to record your
notes. Users are free to copy and share
the program. New users are requested
to send in an $8 registration fee, for
which they will receive the manual and
information on any updates.

Money Un-LimiTeD is only the first
of several useful products planned by
KCTronics for home and small-business
use. In the works are a general-
purpose text processor and modem ter-
minal, a menu-driven database, a
physics/calculus/chemistry homework
tutor, a phone dialer-database and a
joystick-controlled, 2.5D animated CAD
program. A

New Products notices are compiled
by the Antic staff from information
provided by the products’ manu-
Sacturers. Antic welcomes such
submissions, but assumes no re-
sponsibility for the accuracy of the-
se notices or the performance of
the products listed.
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Antic Sampling
Processor

By Steven Lashower

New breakthrough from the author of Antic Music processor

B uild yourself a sampling pro-
cessor for under $15 — and
create sound samples for use in
your own BASIC programs. This
slick, machine-language software
can be used on 8-bit Atari comput-
ers with at least 48K memory.

This issue’s Super Disk Bonus is
the Antic Sampling Processor, a
high-powered audio digitizer writ-
ten in fast machine language by
Steven Lashower, who pro-
grammed the very popular Antic
Music Processor which appeared
in the December 1989 and July
1990 issues of Antic. Antic Sam-
pling Processor requires a bit of
bhardware construction, with some
basic knowledge of electronics and
soldering, but the results are well
worth the effort. To bear just how
good these results are, you can
play the music samples included
on this month’s Antic Disk. NO
special digitizer hardware is ever
required. for playing back the
sounds recorded into your 8-bit
Atari by the Antic Sampling Pro-
cessor.

Lashower also provided a very
well-documented player utility
written in BASIC, for use with your
own programs. We are looking
Jforward to your Disk Bonus sub-
missions which employ digitized
speech and sound effects, created
with The Antic Sampling Proces-
sor.— ANTIC ED

DIGITIZING AND MIDI

The Antic Sampling Processor
(ASP) is a sophisticated combina-
tion of Atari 8-bit software and
hardware audio digitizing technol-
ogy. Written in MAC/65 assembly
language, ASP captures pure digi-
tal sound (through a process
called sampling or digitizing)
from any stereo or amplifier
source.

In the July 1983 issue of Antic,

an article called 7alk Is Cheap by
Ed Stewart gave specifications for
an 8-bit Atari digitizing circuit on
which the ASP hardware is loosely
based. The new circuit was de-
signed by John Shook and Jim
Burgess of the Disneyland Sound
Department. The software is writ-
ten in MAC/65 with core digitizing
routines for recording and play-
back based on the old 1983 rou-
tines.

Once the sound, or sample, is
stored in the computer’s memory,
you can play it back at any speed
— forward or backward. Some
commercial recordings have vari-
ous sounds and vocals recorded
in reverse. Since Antic Sampling
Processor has a back-masking
feature that allows you to play
your samples backwards, you will
be able to hear those special parts
of the Beatles’ notorious "Revolu-
tion #9" without ruining your
phonograph.

No sampler is complete with-
out MIDI support — Antic Sam-
pling Processor is compatible with
Hybrid Arts’ MIDI interface and
any MIDI-capable synthesizer.
With a synthesizer, you can actual-
ly "play" the sound samples, thus
turning your Atari into a low-cost,
high quality, digital sampling
work-station. For the program-
mer, Antic Sampling Processor
comes with some easy-to-use rou-
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tines written in Atari BASIC that
load and play Antic Sampling Pro-
cessor samples.

RUNNING ASP

To record your own samples,
you will need to build the digitiz-
er as shown below. However,
you can run Antic Sampling Pro-
cessor and play pre-recorded files
without a digitizer.

Use DOS command [C] to copy
ASP.COM to another disk that con-
tains the DOS.SYS file (DOS 2 or
2.5). Then use command [E] to re-
name "ASP.EXE" to "AUTO-
RUN.SYS". Turn your computer
off, remove all cartridges, and turn
your computer on again (XL/XE
users hold down [OPTION]).

Antic Sampling Processor will
load and run automatically.

SAMPLE TEST RUN
With the ASP Main Menu on-

screen, insert your copy of this is-
sue’s Antic Disk in drive 1 with
Side B up. Press [L] to load a file,
and at the prompt type
D:SLOOPJB.ASP [RETURN]. Once
the file loads, press [P] to play.

To see the color display during
playback, press [C], then play the
sample again. Press [B] to play it
backwards. Press [O] to change
the playback rate — enter 20 and
then press [RETURN] to play the
sample faster.

HOW IT WORKS

Every sampler needs a hard-
ware A/D (Analog to Digital) con-
verter that enables it to translate
speech (analog information) to
data that the computer can under-
stand (digital information). We
are indeed in luck because the
Atari joystick ports are actually
A/D converters. The Atari paddle
controllers are analog input de-
vices.

As the controller (or paddle) is

turned, the converter generates a
count in response to circuit resis-
tance — the time it takes for a ca-
pacitor inside the computer to
charge up. Turning the knob to
the right lowers the resistance, so
the capacitor charges up quickly.
Turning the knob to the left in-
creases the resistance and the
charging time. If these resistance
changes are recorded fast enough,
and if they have a direct relation-
ship to the sound waves produced
by speech, then we can read the-

BUILDING THE CIRCUIT

The ASP circuit can be built for
about $9 and all parts are
available at almost any electronics
store, including Radio Shack. One
of each of the following items is
required to build the circuit
shown in Figure 1.

Note that Radio Shack 9-pin fe-
male connectors will not work di-
rectly with the Atari 130XE and
XEGS computers because the
shield surrounding the connector
is too large. You can solve this

Item Description Radio Shack Part # Price

9-pin female connector 276-1428 $1.19
Hood for 9-pin connector 276-1539 $1.19
Phono Plug to Stripped Wire 42-2370 $1.69
1.0 uF capacitor 272-1434 $.59
NPN transistor (NTE 123AP) 276-2058 $ .49
IM Ohm potentiometer 271-229 $.69
100K Ohm potentiometer 271-220 $ .69
100K Ohm fixed resistor 271-045 $.19
IC-Spacing Perfboard 276-1365 $1.79

FIGURE 1

se numeric values from a paddle
port and store them in the com-
puter as speech patterns. |

A simple hardware circuit is re-
quired to convert the voltage pro-
duced by any audio source into a
variable resistance that the com-
puter reads. These values are
read at very high speeds (ap-
proaching 5,000 times per second,
the sampling rate) and stored in
memory. Then they are sent to
the video speaker to produce a
voltage which is in direct propor-
tion to paddle resistance. The re-
sult is a pretty good reproduction
of whatever sounds were played
through the circuit. Admittedly,
the higher the sample rate the less
distortion during playback. But
saved samples are notorious RAM
hogs.

problem with a joystick extension
cable, available from Radio Shack
or from just about any toy store or
department store that sells video
game accessories for the Atari and
Sega game systems. Plug the fe-
male end of the joystick cable into
the XE computer, and the male
end into the connector for this
digitizing circuit. The "ears" on
the Radio Shack connector do not
interfere with this setup.

The small AC current sent to
the digit circuit from your audio
source causes the base current to
change through the transistor.
This in turn varies the effective re-
sistance presented to the paddle
port. The computer believes that
a paddle controller is connected
and is being turned back and
forth at a very high rate. The 1M
pot is used as the circuit’s gain
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control to get rid of most unwant-
ed noise during program execu-
tion. The 100K pot is used to
control input volume into the cir-
cuit.

A patch cable can be used to
connect the RCA phono plug to
any receiver/amplifier. T have
found that the best sampling re-
sults can be obtained by recording
from a small, portable cassette
deck with a MINI (1/8 inch) ear-
phone output. To do this, you
will need a PHONO to MINI con-
verter plug (Radio Shack #274-330
- $1.69.) Make sure that the vol-
ume level on the cassette is
turned almost all the way down,
assuring as little distortion as pos-
sible.

USING ASP

Start the Antic Sampling Proces-
sor program as outlined above.
To sample any new sounds of
your own you must plug the digi-
tizer circuit into the second joy-
stick port. Select from ASP’s nine
functions on the Main Menu by
typing the highlighted letter that
appears just to the left of the func-
tion name.

[P] Playback Sample. Use [P] to
play a sample stored in memory.

[R] Record Sample. Use [R] to
record a new sample, storing it in
memory.

[T] Test Microphone. With this
option, ASP digitizes audio for an
unlimited period of time, echoing
the data it receives through the
computer speakers so you can ad-
just volume and noise control po-
tentiometers. The sample is not
stored in memory. Press [RESET]
to return to ASP’s main menu.

[L] Load Sample. This com-
mand loads in a digital sample file
from the disk drive specified
(Dn:filename.ext). Drive 1 will be
used if no drive number is speci-
fied. (You may use a RAMdisk of

40K or larger.) The sample is
loaded into the same area of
memory from which it was saved.
Please see [O] Set Options for
more information-on memory
management.

[S] Save Sample. Save a digital
sample in memory to a disk.
Type [S], then enter a filename. If

really experience some weird and
unusual sounds. Some major
rock-and-roll groups use back-
masking to record special audio
effects. For example, try sampling
the Beatles’ "Revolution #9" from
their White Album or the Electric
Light Orchestra’s "Fire on High"
from their album, Face the Music.

+5V (PIN 7)
100K
™
100K p
NPN
= PHONO PLUG
7 1.0 uF

O

POT A (PIN 9)

FIGURE 2: Schematic Diagram for Digitizing Circuit

you do not specify a drive, the file
will be saved to drive 1. Please
note that sample files can get
quite large (over 32K, or 250 sec-
tors). Disks fill up quite fast.

[C] Color Display. Use [C] to
toggle the Color Display option
ON or OFF. When the color op-
tion is enabled, a graphic display
flashes different colors on the
screen in response to the audio
data. This visual effect only
works during playback.

[B] Back-Masking. Plays your
sample backwards. Use [B] to
toggle the Back-Masking option
ON or OFF.

Using Back-Masking, you can

The voices that seemed to be
speaking gibberish will speak in
pure and clear English once
played back with ASP’s Back-
Masking feature.

[M] MIDI Playback. Plays the
sample through an attached MIDI
device. Use [M] to toggle the
MIDI Playback option ON or OFF.

MIDI Playback requires a MIDI
compatible synthesizer (the Casio
CZ series instruments are great,
low-cost, full featured MIDI syn-
thesizers) and a Hybrid Arts (or
compatible) MIDI interface. A
MIDI cable connected from MIDI-
OUT on the synthesizer to MIDI-
IN connector on the Hybrid Arts
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box is also necessary. ASP re-
quires that the synthesizer trans-
mit data through MIDI Channel 1.

Once MIDI Playback is ON and
a sample is in memory, type [P]
for playback, and then play some
notes on your synthesizer’s key-
board. Since Antic Sampling Pro-
cessor acts as a monophonic sam-
pler (a synthesizer that can play
only one note at a time), make
sure that you only press one key
at a time on your synthesizer. On
my 61-key synthesizer, I have
found that the upper two key-
board octaves yield the best re-
sults for actual playing. For extra
fancy sounds, try Back-Masking in
conjunction with MIDI-Play.

(We are not equipped. to test
MIDI operation with ASP. —
ANTIC ED)

[O] Set Options. Use this to
change the sampling rate for play-
back and record, as well as sam-
ple length and location in

memory. A flashing cursor ap-
pears on the second status line lo-
cated in the upper half of the
screen. Change the sampling rate
for playback [P] and recording [R]
by using the [LEFT & RIGHT AR-
ROW KEYS]. Note that ASP uses
hexadecimal values for these set-
tings. Press [RETURN] to save the
new values in memory and return

to the Main Menu. Press [ESC] to

return to the Main Menu without
saving any changes.

More advanced users will ap-
preciate the ability to change the
length of the sample and its
memory location. If you're famili-
ar with the way data is stored in
the computer, you may use this
function to change the address
where the sample is stored in
memory. Multiple samples can be
stored in memory. Antic Sam-
pling Processor allocates the area
of memory from $2B00 to $BC00
for sample storage.

BASIC ROUTINE

How would you like to use
some of the samples in your own
BASIC programs? Well, it’s no
problem because Antic Sampling
Processor comes with some easy-
to-use routines that you can im-
plement in your own programs.
Extensive REMarks make PLAY-
ER.BAS easy to follow. You could
use it to try to make a Battleship-
type game where the computer
actually calls out coordinates, hits,
and misses, for example. The
possibilities are endless. A

Steven Lashower studies Computer
Science at California State Univer-
sity, Fullerton, and works at Dis-
neyland. His Antic Music Proces-
sor appeared in the December
1988 issue of Amntic, and the new,
improved AMP, Version 2.0 with
lyric editor ran in June 1989.

Antic Disk
Bach Bonus

[P, BRANDENS5.AMP
These three files

RAN
iy

JuN28°'89

DROP US A LINE!

Our Editors would like to hear from you. Your feed-
back helps us to make Antic a better magazine for
our most important people—you. Naturally we can’t
respond personally to each letter we receive, but you
can bet we read every one. Just send your letters to:

composed by Johann Sebastian Bach.
Brandenburg Concertos number 4 and
5 were sent us by Rashad Chichakly of
Mission Viejo, California. The Bach
Prelude Number 11 was entered in our
songwriting contest by runner-up Lee
Vaughan of San Jose, California. (Lee’s
"Bach Prelude #20" appeared on the
June 1989 Antic Disk).

Antic Magazine

Editorial Department
544 Second Street

San Francisco, CA 94107
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FEATURE APPLICATION

Photo LabelMaker

By Gary Coppola

Print tiny labels just right for your 35mm slides — or anywhere you need lots of

information in a little space

hoto LabelMaker is just the ticket

for keeping tabs on your fast-
growing 35mm slide collection — or
for printing tiny return address labels

and many other uses. This BASIC pro-

gram works on Atari 8-bit computers
with at least 48K memory and disk
drive. The program is designed for
Epson-compatible printers with codes
for producing compressed pitch,
superscript font, and 6/72-inch line
spacing. Other types of printers may
also be able to use Photo LabelMaker
if you can insert the proper code
sequences from your printer manual,
as explained in the article.

Photographers, whether amateur
or professional, tend to rapidly ac-
cumulate an overwhelming amount
of pictures. Keeping track of these
pictures usually requires some sort
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of filing system, either manual or
computerized. Professionals who
routinely send photos to clients
need to be able to quickly locate a
particular image. However, the se-

rious photographer who enters club
competitions, or even the casual
photographer who just wants to
identify vacation shots quickly, can
find a good filing system invalu-
able.

No matter what type of filing
system you use, it is important to
put a substantial amount of infor-
mation, clearly written, on each im-
age. These facts may include a ti-
tle, location, subject description, ex-
posure values, photographer’s
name and address, filing data, etc.
For those who prefer to shoot
35mm slides, there just isn’t enough
room on the mount to write much
of anything.

Out of necessity I wrote Photo
LabelMaker. This program lets you
rapidly make mini-labels for your
slides — or anything else where
space is scarce, for that matter.
These labels of either three or four
lines, with up to 28 characters per
line, provide plenty of room for lots
of information, especially if you use
two labels per slide.

GETTING STARTED
Type in Listing 1, check it with

TYPO II and SAVE it under the
" name PHOTOLBL.BAS. If you have

difficulty typing the special charac-
ters in line 10030, don’t type them
in. Instead, type in Listing 2, check
it with TYPO II and SAVE a copy.
When you RUN Listing 2, it creates
this line and stores it in a file called
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LINES.LST.

To merge the two programs,
LOAD "D:PHOTOLBL.BAS" and
then ENTER "D:LINES.LST". Re-
member to SAVE the completed
program before you RUN it.

Make a copy of PHOTOLBL.BAS
on a separate disk, and set one
copy aside as a master copy. If
you have the Antic Monthly Disk,
make a "working copy" of the pro-
gram on a separate disk before you
try to use it. Your working copy
should be on a disk that is not
write-protected. At certain points
in operation, the program may
rewrite several of its lines and SAVE
the modified program back to disk.
Such self-modifying programs are
more vulnerable to damage than
most others, so it's very important
to keep a master copy as a backup.

When RUN, Photo LabelMaker
displays a title page which prompts
you to press [START] to begin.
Then, after a short pause, the main
menu appears, with four different
label options — SINGLE LABEL,
DOUBLE LABEL, 4-LINE LABEL,
and LABEL SETUP.

LABEL TERMINOLOGY
Choosing SINGLE LABEL will al-

low you to make one label at a
time. In DOUBLE LABEL mode
you can make two separate labels.
This is useful if you need an upper
and lower label on a slide (see Fig-
ure 1). Both of these options will
produce labels with three lines of
text. The 4-LINE LABEL mode will
provide you with four lines of text.
However, the 4-line label is only
available as a single label.

For any of these labels there is a
choice of three label types —
BLANK, FIXED, or FORM. A
BLANK label allows you to enter
any text you wish on it. A FIXED
label contains information that is
used repeatedly, such as your name
and address, company name, etc.
Picking this option automatically
enters the information on the label
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with just one keystroke, ready for
printing.

A FORM label is a mini-form of
your own design that, when cho-
sen, is displayed on the screen. All
you have to do is fill in the appro-
priate data for each subject. An ex-
ample of such a label before and
after completion is shown in Figure
2 (4th and 5th labels). It is available
in both 3-line and 4-line format.

been created yet.

You will notice that to the left of
the label outline you are prompted
to type in the first line of text. For
now, just press [RETURN] three
times. The default prompts used in
the program are Line #1, Line #2,
etc. If these are not to your liking
you can customize them to fit your
needs.

SINGLE

Label Options

Figure 1

DOUBLE

Before you can use the fixed or
form labels you must create them.
This is done in the LABEL SETUP
mode in the main menu.

ENTERING YOUR TEXT
Before you enter the LABEL SET-

UP mode, you should familiarize
yourself with the text-entering
screen. Select the SINGLE LABEL
option. A figure of a slide will ap-
pear on the screen, then an outline
of the label will be drawn above it.
An OPTIONS menu will then be
displayed. Choose LABEL INPUT
and, when the LABEL TYPE sub-
menu appears, select BLANK. If
you select FIXED or FORM at this
point, a message will appear within
the label outline that these have not

LABEL SETUP

Return to the main menu, then
select LABEL SETUP. A menu will
appear with six options. The first
option, SUMMARY, displays the cur-
rent prompts, fixed labels, and form
labels that are in memory.

To create your own prompts, se-
lect CUSTOM PROMPTS from the
setup menu. Next, choose which
type of label your new prompts
will be associated with. Finally,
type the prompt (9-character maxi-
mum) in the box, press [RETURN]
and then enter the remainder of the
prompts. When finished, either se-
lect another label type or return to
the setup menu.

To create a fixed label with in-
formation you will want to print re-
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peatedly, choose FIXED LABEL
from the setup menu. Select either
a 3-line or 4-line label, then type
the text within the outlined area.
Press [RETURN] after each line is
entered.

Form labels are just as easy to
create. Select CUSTOM FORM from
the setup menu, choose a 3-line or
4-line label and then type your cat-
egories. You can have as many cat-
egories on each line as will fit with-
in the label outline. Press [RETURN]
after each line is entered.

After you enter your fixed or
form label, the program returns you
to the setup menu. The screen will
go blank for a few seconds while
the new lines of the program are
being rewritten. Now if you choose
SUMMARY, all of your customized
prompts and labels will be dis-
played. If these modifications are
only going to be used temporarily,
return to the main menu and con-
tinue on. However, if you want to
make these changes a permanent
part of the program select SAVE TO
DISK before returning to the main
menu. Remember, make sure there
is no write-protect tab on the disk.

MAKING LABELS

With the setup completed, mak-
ing a label is a snap! From the
main menu, choose a label, then
from the options menu select LA-
BEL INPUT (UPPER or LOWER LA-
BEL if you are in DOUBLE LABEL
mode). Decide whether you want a
blank, fixed, or form label.

If you choose form label, the
form’s text appears in the label
area. Move the cursor to the de-
sired location along each line with
the [CONTROL] [ARROW] keys and
then fill in the appropriate informa-
tion. Press [RETURN] after each
line is completed. Once you finish
your label, you're ready to print.

PRINTING LABELS

Make sure your printer is hook-
ed up, and on. Carefully position
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the pin-feed label in the printer.
Then select PRINT LABEL from the
options menu. Enter the number of
labels you want to print and press
[RETURNI]. Out comes your label!

The printer control codes in line
7160 are for Epson or Epson-
compatible printers. If you have a
different printer, you must change
them accordingly. Consult your
printer manual for codes controlling
compressed pitch, superscript font,
and 6/72 inch line spacing.

Two labels will fit on a standard
3 1/2 x 15/16 inch label form, al-
though some trimming is required
for mounting on 35mm slides. If
you plan on making a lot of slide
labels it may be more convenient to
buy specially designed labels which
fit exactly on a slide mount. These
can be purchased from: SlideScribe,
7141 Shady Oak Road, Minneapolis,
MN 55344.

Try to plan your label making
session to print your 3-line and 4-
line labels in separate groups.
When you switch between these
two formats you should reposition
the label in the printer, otherwise

the printing will be slightly off cen-
LET,

If you leave the text-entering -
screen and go either to the main or
setup menu, you will notice that
when you return to SINGLE, DOU-
BLE, or 4-LINE LABEL modes the
label area is blank. Select SHOW
LABEL and the current label in
memory will be displayed.

Even though Photo LabelMaker
is designed for printing photo-
graphic labels, you need not limit
yourself to this one purpose. Use it
anytime you need a small label
with tiny print. Since I have my
name and address as a fixed label, I
can rapidly print several dozen re-
turn address labels with just a cou-
ple of keystrokes. A

Listing on page 35.

Gary Coppola of Budd Lake, New
Jersey is a senior research chemist
Jor a major pharmaceutical compa-

ny. He bas written two books and
has over 75 scientific publications
and patents. His TapeTime Label-

Maker appeared in the July, 1989

issue of Antic .
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Mutant

By Kevin Steele

Turn that broken-down old joystick into a custom
controller with these tips and instructions from
an ace joystick dismantler.

Illustration by Wendy Johnson
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Joysticks

Customized game controllers you can build

s an avid video
gamer, I am con-
stantly annoyed by
having to use a joy-
stick to play a game
that was never de-
signed for a joystick.
Pole Position comes
to mind — have you ever tried to-
drive a car with a joystick? Unfor-
tunately, alternative controllers are
hard to find. A few ill-fated at-
tempts have been made, such as
the Atari Trackball, but without
software support, these controllers
are worthless.

So why not just adapt an old joy-
stick to suit your needs? It’s a lot
easier than you think, and can be
done with a minimum of money
and time. All it takes is a little
creativity, elbow grease, and time.
I've created several alternative con-
trollers, some with a specific game
in mind, such as Pole Position.
Others were simply creative tinker-
ings, but could possibly be used in
a game of your own design.

WHAT'S INSIDE

Before we start building that
 dream controller, let’s take a look
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inside your standard Atari joystick.
The joystick case can be easily
opened by using a Phillips screw-
driver to unscrew the four screws
holding the case together. Once
you've opened the case, what you
will discover is a printed circuit
board attached to the joystick cable
by six wires. ;

Notice that each of the attached
wires is a different color — this will
be important when you are wiring
up your own creation. As the color
of these wires sometimes changes
from joystick to joystick, T'll identify
them by location on the circuit
board rather than color.

If you orient the board so that
the fire button is in the upper left-
hand corner, the third wire down
on the right side should be the
ground wire. Follow the copper
traces on the board — the copper
tracings from the ground wire go to
all "blisters" on the board, which
are the switches that tell the com-
puter which direction you are
pushing the joystick.

If you follow the traces for the
other five wires, you will note that
they correspond to the other joy-
stick functions — up, down, left,

right, and fire. These can be
thought of as buttons or keys, and
can be combined in any way you
wish, unlike a standard joystick
which is limited to pushing adja-
cent buttons together.

Make a note of what color wire
corresponds to which joystick di-
rection. By detaching these wires
from the board and attaching them
to your own custom switches, you
can create a variety of controllers.

ARCADE ADAPTATIONS

The accompanying photo shows
the Asteroids keypad that was my
first attempt at a new controller.
This is a fairly simple project, and
only requires a keypad and a case
which are easily obtainable at a lo-
cal Radio Shack (or by mail from
Jameco Electronics).

Step one is to lay out a template
on a piece of wood or the case top
to indicate where you would like
the keys placed. You may want to
play around with the key place-
ment a bit, and adjust the key
placement to whatever feels com-
fortable for you. Once this is done,
use a jigsaw to separate the keys
from the keypad, and a drill to drill
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matching holes in the board or case
top.

The keytops on my keypad were
detachable, which helped in both
the cutting and mounting of the
keys. I used the larger "Zero" key
off the keypad for the hyperspace
key, to allow for a bigger panic tar-
get for my thumb.

Once you’ve drilled the holes
and mounted the keys, you can
then wire up the keys. The ground
wire should go to one post on the
back of all the keys, and the other
post will be attached to the corre-
sponding joystick wire. For exam-
ple, the "down" wire will be at-
tached to the second post on the
Zero key, to allow for hyperspace
when pressed.

Soldering the wires is best, but if
the keys have long enough posts,
simply wrapping the wire works
well enough to let you test your

bly find one that suits your needs.

I built mine from wood, but you
may find that a steel case from Ra-
dio Shack more suits your taste.
The top surface of my case was de-
signed to slope gently, like any
normal keyboard would. This helps
to relieve wrist stress during those
long play sessions. Once you've -
played a game or two with your
new controller, I'm certain you’ll
never use a joystick for Asteroids
again.

This same technique could also
be used to create a key-based con-
troller for any game where a joy-
stick is just too mushy for accurate
control.

POLE POSITION

My next challenge, a controller
that simulated a real steering wheel
for the Pole Position game, proved
to be a bit more challenging. True

Left Pad

Direction of Motion

e
Right Pad

Copper wire attathed
to ground wire

Figure 1) Driving Controller Design

wiring before committing to a sol-
der job. Once the keys are wired,
plug in the new controller and give
it a brief test.

After you're sure all is well, you
can build a case to match, or possi-

proportional steering was out, be-
cause the game worked only with
"on" and "off" signals from the joy-
stick. You push the joystick left,
and the car pulls a hard left until
you stop pushing left on the joy-

stick. Nothing like "turn the car
slightly left" was possible, except
for flicking the joystick left in quick
intervals, which was as close as you
could get to a gradual left turn.

That was what got me thinking
— if I mounted a number of metal
"leaves" around a 1/2" copper pipe,
and placed two contact metal
"pads" to the left and right of the
pipe, (see Figure 1) I could simu-
late that pulsing joystick motion
with a true steering wheel! As you
turn the wheel left or right, the
metal leaves touch the pads on the
left or right, and the resulting con-
tact accurately simulates joystick
"pulsing."

I mounted this contraption on a
board using two eye hooks, one
mounted slightly lower than the
other, and wired up one of the eye
hooks to the ground wire. Two
wood blocks held the metal contact
pads near the pipe on the left and
right. With a wooden disk as the
steering wheel, and the fire button
switch wired to a footswitch placed
on the floor for the brake, I had my
driving controller.

I kept the joystick wired in to
use the up-down motion for the
stick shift. The faster you turn the
wheel, the faster the pulsing mo-
tion, and the more the car turns.
While not perfect, it’s a lot closer to
real driving, and Pole Position’s
suddenly a lot more fun to play.

RUN FOR YOUR LIFE!

Several sports games have the
player simulate running by toggling
the joystick back and forth as fast
as possible. This, to me, lacked the
realism that I wanted while running
for the gold. Besides, my joystick
hand hurt. After one hand-cramp
too many, I came up with a brilliant
idea — why not rig up a joystick
that also included two pads that
you could place on the floor for the
running portions of the game?

While the idea was simple, de-
signing a good footpad was tough.
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Finding a material to simulate the
blister switches on the circuit
board, something large enough and
tough enough to be stepped on
vigorously, was a challenge. Then I
hit upon the answer — a rubber
ball, in this case a medium-sized
ball found in a toy store. I cut it so
that T had a little less than half of
the ball to work with, creating a
rubber "dome" to be stepped on. I
then epoxied a small circle of cop-
per foil to the inner part of the
dome, and a larger circle to a
wooden board. After soldering
wires to both copper pads, I then
attached the dome to the board us-
ing a staple gun. The wires were
attached to the contact points in-
side the joystick, and voila, I had a
running board (See Figure 2).

Now all T had to do was hold
the joystick in my hands. When
the moment came in the game for
the big race, I simply jumped on
the board and started running. Not
only had the game become a lot
more fun, I was getting a much-
needed workout in the process!

You'll probably have to experi-
ment a bit on what kind of ball to
use, and how thick to cut it, but
once you've found a workable so-
lution, I think you’ll agree that this
controlier really adds that extra
"something" to your Olympic com-
petitions.

FANCIFUL PADDLES

Several of my controller designs
weren't designed with any currently
available game in mind. Rather,
they are controllers that I would
like to see utilized on the Atari.
These are controllers I had seen in
an arcade or simply ideas I came
up with while working on other
controllers. While these designs
won’t work with any of the com-
mercial games currently available,
they can be used as starting points
for your own programming efforts.
Who knows, perhaps one of these
controllers will inspire you to create
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the next "Defender" or "Rescue on
Fractalus"!

The Atari paddle controllers are
hardly (if ever) used for games any-
more. In fact, they were never ex-
tensively used at all, with the possi-

to simulate dives and climbs.

With the Atari paddles, this
controller is fairly simple to dupli-
cate. Using one paddle for the
left-right motion, and the other for
the forward-back tilting motion, a

Rubber Ball

Figure 20 Running Controller Design

Got Qere

ot dere

Running Board

Joystick

ble exception of a few games such
as Breakout and Kaboom! for the
2600 game system. However, these
controllers are potential power-
houses when it comes to game
control.

The paddles return a value be-
tween 0 and 255, depending on
how far they are turned. This al-
lows for smooth, gradual move-
ment. The fact that there are two
paddle controllers per joystick port
allows for a highly complex con-
troller to be created, using options
such as proportional bi-directional
movement and dual fire buttons.

The first idea I had for applying
the paddle controllers was imitating
the controller used in the arcade
"Star Wars" games. This controller
looks similar to the flight control
stick used in large aircraft. It al-
lows for proportional left-right
movement, as well as the ability to
tilt the controller forward and back,

good imitation of the Star Wars
controller can be built. In addi-
tion, wiring each of the fire but-
tons to the hand grips allows for
one button to be used for, say,
lasers, while the other could be
used for a bomb release. Now if
only a game existed that could
use this controller!

JOYSTICK FANTASIES
Another idea for a controller
that uses an old paddle controller
is a true proportional driving sys-
tem. One paddle would be used
for the steering wheel, while the
other paddle could be adapted for

use as a proportional gas pedal.
Then, using one of the fire but-
tons as the brake, you could eas-
ily simulate an automobile. This
simulation could even be taken a
step further, adding a joystick for
use as a stick shift.

Another idea, one I've not yet
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tried, is to adapt a joystick from a
Tandy Color Computer, Apple II, or
an old 5200 game system. These
joysticks are analog joysticks, which
means they allow for proportional
movements. I have always wanted
this type of controller for my Atari
system. These controllers could be
adapted to work on a principle
similar to the paddle controllers, us-
ing one paddle port for the up-
down axis, and the other for the
left-right axis.

This adaptation might prove a
bit more complex than the simple
controllers I've created. Even so, I

modification are endless. Since the
joystick is simply a collection of
switches, you can substitute your
own switches in almost any possi-
ble combination. In fact, the num-
ber of possible key combinations is
large enough to consider special
projects, such as a detached key-
board or a "Twister" type playing
mat.

A joystick has five switches in-
side, allowing 32 possible combina-
tions of these switches. This is
more than adequate for a keypad,
and if you add a second joystick,
you could boost that number to 64

The author’s handmade Asteroids controller — just like the controls in the

coin-op version.

mention it here as an inspiration to
experiment on your own. If any-
one has any success with adapting
this type of joystick, let me know
— I'd love to hear how you did it.

The paddle controllers can be
the starting point for a multitude of
controllers — anything that re-
quires proportional movement,
from turning a steering wheel, to
swinging a bat or swiveling a tank
turret. All these can be most accu-
rately represented using a paddle.
All that remains is to actually de-
sign a controller to fit the task, and
perhaps write a program to use that
controller.

The possibilities for joystick
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or a mind-boggling 1,024 keys, de-
pending on whether you keep the
joystick switches separate between
joysticks, or cross-wire the switches
between joysticks for more possible
combinations.

This allows for such projects as a
pressure-sensitive chess board. For
a game board based on the board
game "Operation," each button
could be used for an "organ" on a
patient’s body. The ground wire
would be attached to the "scalpel"
to detect a mishap. Combined with
appropriate sound effects, this
could prove to be a wonderful
computer game.

Your controllers don’t have to be

limited to game-based ideas. In
fact, with a home-brewed software
driver, a spare keyboard (available
through some mail-order houses),
and a little creativity, a detached
keyboard could theoretically be
created. I've yet to attempt this
ambitious a project, but don’t let
that stop you — joystick projects
are relatively simple in comparison
to other hardware projects. It is al-
so very difficult, if not impossible,
to damage your computer with
your joystick creations. Just don’t
add any additional voltage to the
switches, and you should be fine.

Another avenue of thought for
joystick projects is to substitute sim-
ple switches for more complicated
ones. Light-activated, magnetic, ve-
locity-sensitive — the possibilities
are endless. Sometimes, good ideas
for joystick projects can be found
simply by browsing electronics cat-
alogs, and figuring out ways to
adapt the electronic hardware you
find into a joystick for your Atari
system.

If there is one guideline for joy-
stick projects, it is to be creative —
I've often found myself inspired to
write software simply to support
some new contraption I've wired
up, as well as being inspired to de-
sign a controller to support game
software already written. Armed
with the basic knowledge of how
joysticks and paddle controllers
work, together with a little creativ-
ity and imagination, the sky’s the
limit. A

(Please note that Antic Publish-
ing, Inc. is not responsible for any
damage that might result from your
experiments with the methods de-
scribed in this article. - ANTIC ED)

Kevin Steele is a freelance technical
writer in Cleveland, Obio. He can
often be found on GEnie— his ad-
dress is K.B.STEELE. His More Se-
crets of AtariWriter Plus appeared
in the June, 1988 Antic .
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StatWhiz

Analyzing numerical data with your Atari

By Bernard Sparks, III

Got some data you need to interpret?
Now your Atari can find far more than
just the average of your figures. If you

know your way around regressions,
correlations, ANOVAs and T-Tests, you
can thoroughly analyze your statistics
with StatWhiz. This BASIC program
runs on an 8-bit Atari with a mini-
mum of 48K and disk drive.

tatistics play a vital role in
modern society. Every-
thing from the movies peo-
ple rent to the toothpaste
they prefer is studied at one time or
another. When all the information
has been gathered, statistics pro-
vide the tools needed to interpret
your data. At its most basic level,
General Statistics will take the data
for a single group and give you the
maximum, minimum and mean (av-
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erage) values, as well as the vari-
ance and standard deviation.
StatWhiz is a BASIC program
which brings the power of statisti-
cal analysis to the 8-bit Atari com-
puters. StatWhiz is easy to use —
if you have at least some knowl-
edge of statistical methods and ter-
minology. For example, StatWhiz
supportts both descriptive and infer-
ential statistics and offers both inde-
pendent and dependent T-test, as

well as one and two-way ANOVA,
chi square, Pearson correlation, and
regression.

GETTING STARTED

Type in STATWHIZ.BAS, Listing
1, check it with TYPO II, and save
a copy to disk before you RUN the
program. -

After the title screen, the main
menu presents the statistical func-
tions available in StatWhiz. Pressing
the letters A-H will access the cor-
responding test. You will then be
presented a sub-menu of the fol-
lowing options:

CREATE DATABASE - Initially,
you will need to develop a
database from which to perform
your analysis. Entering the data is
quite easy, as the program will
prompt you through the various
steps. Press [RETURN] after each
data entry. Answer the prompts by
pressing the appropriate letter. (No
[RETURN] is necessary.) All sample
data must be continuous, with a
maximum of 225 subjects per sam-
ple group.

Often, you can enter or load
your data in one module and then
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use it in another — if the number of
groups and subjects are compatible.
The limits for sample group size are
as follows:

TEST: # SAMPLE GROUPS:
Gen. Statistics 1-8
T-test (D 2
T-test (D) 2
One way ANOVA 2-8
Two way ANOVA 2-8
Chi Square 2-4
Correlation 2
Regression 2

For the dependent T-test, two-
way analysis of variance (ANOVA),
Pearson correlation, and regression,
the sample groups must have an
equal number of subjects. Addi-
tionally, the two-way ANOVA re-
quires that the sample groups have
an even number of subjects.

The size of a chi square is limit-
ed to a minimum 2 x 2 and maxi-
mum 4 X 4 contingency table. The
data for a 2 x 2 table would be
coded in as two sample groups of
two subjects each. The values of
each subject would reflect the indi-
vidual cells of the chi square.

MODIFY DATABASE - This op-
tion allows you to change the data
values in a given sample group.
The program will prompt you
through the steps.

LOAD DATABASE - This option
lets you load an already entered
database from disk. Each test mod-
ule saves its data with a different
filename, but you can still load the
database while in one test module
and then go to another to analyze
it. For example, you could load a
set of data from the regression
function and then perform a corre-
lation on it.

ANALYZE DATABASE - Selecting
this option results in the chosen
analysis being performed on the
data. Of special note is the way
StatWhiz handles a two-way
ANOVA. The program will split the
data at the mid-point and then treat
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the values as the two rows of the
ANOVA:

Each inferential test will also
provide a probability, or P-value. If
the P-value is smaller than the se-
lected level of confidence, it indi-
cates a significant difference in the
means of the sample groups. Any
assumptions that the samples were
drawn from the same population
must be rejected.

ABOUT STATISTICS

StatWhiz is basically an 8-bit
Atari translation of several com-
monly used statistical formulas.
These tests allow you to describe
and make inferences about a larger
population by sampling a subset of
it. The specific outputs of the pro-
gram are as follows:

MEAN - This is the arithmetic
sum of the sample values divided
by the number of values. It results
in the average sample value.

VARIANCE - This is the degree to
which independent samples differ
from the average sample value.
Variance is calculated by squaring
the difference between the sample
value and the mean, summing the
squares, and dividing by the num-
ber of sample values.

STANDARD DEVIATION - The
standard deviation is obtained by
taking the square root of the vari-
ance. It provides a stable range of
variance in terms of the original
sample measurements.

RANGE - The range is the sim-
plest measure of variance. In
StatWhiz, the range is provided by
the maximum and minimum sam-
ple values. The range has limited
value in large samples but may as-
sist in testing the significance of
small samples.

INDEPENDENT T-TEST - The
Student’s t or T-test allows you to
evaluate two independent samples
for significant differences between
their means. An example would be
the sprint times of two groups of
athletes running under different

conditions.

In order to evaluate the signifi-
cance of the calculated t value, you
will need the table of critical t val-
ues which is listed in most books
on statistics. If the calculated t val-
ue is greater than the tabled value
for t, the difference between the
sample means is significant — in
other words, the differences did not
occur because of chance.

ny Breate Batansse

£3 Return to Hatn Menu

TIIYAR o Gelextion

Stat Whiz Menu

DEPENDENT T-TEST - When
subjects are tested before and after
exposure to experimental condi-
tions, changes in their performance
can be evaluated by a dependent
T-test. The analysis of the depen-
dent t value is the same as for the
independent t. However, both T-
tests assume the sample values
were drawn from a population with
a normal distribution.

ONE-WAY ANOVA - A one-way
analysis of variance is used to test
the significance of the differences
between means of several different
sample populations.

StatWhiz can calculate up to
eight sample groups of 225 subjects
each. The resulting F value must be
interpreted using the table of criti-
cal F values found in most statistics
books. As with the t value, if the
calculated F value is greater than
the critical F, the difference in sam-
ple means is significant and, in all
likelihood, did not result from
chance. An example of a one-way
ANOVA would be the assessment of
growth rates for a single strain of
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grass grown in four different types
of soil.

TWO-WAY ANOVA - A two-way
ANOVA measures two experimental
variables at the same time.

StatWhiz employs a complex for-
mula to calculate this interaction
and unfortunately is quite slow.

The output of this test yields
three F values (row, column and in-
teraction). Each must be evaluated
separately for significance using a
table of critical F values. The pro-
gram assumes an equal, even num-
ber of subjects in each sample
group. An example of a two-way
ANOVA would be the growth effec-
ts of sunlight and darkness on three
different strains of grass seed (slow,
medium, and fast growing). :

CHI SQUARE - This test allows
you to compare observed with the-
oretical frequencies. It is a non-
parametric statistic which is inde-

pendent of normal distribution ex-
pectations. The calculated X? value
must be evaluated using a table of
critical X? found in most statistics
texts. If the calculated X2 exceeds
the critical XZ, the observed differ-
ences are significant and did not
happen by chance. For small sam-
ples with cell values of less than 5,
the program employs the Yates cor-
rection for continuity. This im-
proves the validity of the calculated
b

CORRELATION - This is the de-
gree to which sample values relate
to each other. StatWhiz calculates
the Pearson product-moment corre-
lation coefficient. A perfect, posi-
tive correlation results in an r value:
of 1. A perfect, negative correlation
is evidenced by an r value of -1.
The closer the r value is to 0 the
less likely a relationship exists.

REGRESSION - When a correla-

tion exists, predictions can be made
concerning one value when anoth-
er one is known. This linear rela-
tionship is illustrated by a regres-
sion. The output equation of
StatWhiz allows you to make pre-
dictions from related data, such as
predicting a student’s test score
based on a knowledge of his IQ
score.

I wish to acknowledge that the
routines for calculating P-values
were modeled after Dr. Tracy
Gustafson’s excellent public do-
main program for the IBM PC, Epis-
tat. A Listing on page 40.

Bernard Sparks, I1I is Director of
Externships and a member of the
clinical faculty at Southern College
of Optometry in Memphis, Ten-
nessee. He uses his Atari 800 system
to manage student files and sched-
ules.
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PaperClip

By Craig Zawada

Get the most from this popular word processor
with these special tips and bints

Powerful, friendly PaperClip offers
many features still unavailable in
high-priced software running on
high-priced computers. With the
undocumented tricks yow’ll learn
from this article, now you can get
even more from this classic word

Processor.

f you had your computer

for any length of time, you

have probably found your-

self on a quest for your per-
fect word processor. Some people
have boxes full of word processors
they accumulated while trying to
find the one piece of software that
fits their exact needs.

Well, the perfect word processor
probably doesn’t exist, no matter
what the ads tell you. Just the
same, there are a number of top-
notch word processing programs
for Atari 8-bit computers. One of
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the best is PaperClip, formerly dis-
tributed by Batteries Included (Elec-
tronic Arts). Although it is no
longer available from the manufac-
turer, various sources such as mail
order houses still offer copies for
sale. Certainly, many Atari users
still rely on this high-powered soft-
ware.

I personally use PaperClip and
my wife uses it in her typing ser-
vice. After three years with it, we
have discovered many quirks as
well as a few shortcuts. I would
like to share our discoveries with

other PaperClip users.
I use version 2.1 on an Atari__
130XE computer SO my suggesn@ms

oads a configuration
NF extender) to cus-

be hsted If it isn’t (per
have a newer printer), you
different drivers to see if any do the
trick— Epson drivers are reasonably
generic, for instance.

If none of the .CNF files provid-
ed works with your printer, you
will have to use the PRTR.COM util-
ity to build your own driver. Usual-
ly, it is easiest to take an existing
.CNF file from a printer that you
know is roughly compatible, and
change the necessary entries.

Some features of PRTR.COM
aren’t well explained in the other-
wise excellent PaperClip manual.
For example, if your printer has a
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specific command to enable italics,
set the offset to zero. Otherwise
you will get "garbage" italics. The
offset is only used if your printer
defines italics in terms of a different
ASCII code, instead of using an
"italics on/off" command.

[ have had good results on my
Star NP-10 by making Near Letter
Quality the "optional" font. If you
like, NLQ can be set up as a user-
defined command (depending on
your printer), although this makes
the command harder to remember.

UNDERLINES

Some printers tendd;m
underline char,

creen’s word wrap.) PaperClip

doesn’t turn off underlining until it
reaches the next printed line.
When double- spacmg, the bl

takes over.
The sim

erlmed phrases carry over onto
another line, turn off the underlin-
ing immediately after the last word
on the printed line, and turn it back
on immediately before the next
word.

A second solution is to modify
the printer driver, setting the under-
line command to all nulls. This
forces PaperClip to underline char-
acters by backspacing over each
character and printing a separate
underscore character. Though this
method saves you from having to
Print Preview each document, the
underlining is slower, and you will
sometimes get gaps in your under-
lining, especially with NLQ print-
ing.
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Your subconscious will usually pick
up the faster click of the extra char-

acters.

Second, keep your files as short
as possible, since the problem
seems to ge

PRINT PREVIEW

Whenever you finish a Print Pre-
view of a document, PaperClip re-
turns you to the beginning of the
document, not the place where you
were just editing. With PaperClip
1.0, it would also erase any place-
marking Tags you had set. If you
were editing a lengthy document
you could waste a lot of ti
relocating your CULSOI

20K or so. Besides, large files
take forever to save and load, and
you can’t load them with a 64K
computer. If you need a single file,
you can always append ¥

Preview. When you exit Print
view, just Go [CONTROL-G] to
the tag. This saves a lot of time

when lining up charts and tables,
which require a lot of flipping b
and forth.

| 2.1's SpellPack is the
ing checker I've used on
> 8-bit Atari. The fact that it is al-
ways memory resident makes using
it a real pleasure. However, there
are a few tips to keep in mind.

Remember that the cursor con-
trol keys are still active when you
are retyping a word. This can save
retyping a long word simply be-
cause one letter is out of place.

If you wish to save any learned
words to your own personal dictio-

TYPING

For the ‘MOst part, Pap@

speedy typist. 1 have only found a
couple of stopgap measures to alle-
viate this annoying problem. First,
keep your key-click turned on.

Photo by Wendy Johnson

PapercClip— 8-bit Atari word processing at its best.
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nary file, make sure you save them
before exiting SpellPack. If you
don’t, the words will be lost and
you will have to re-check the docu-
ment to get them back. Finally, a
learned dictionary can be loaded
like a regular file, so you can add
or delete words as you see fit.

COMMENT LINES

Comment lines are probably the
most underutilized resource in Pa-
perClip. Activated with a [CON-
TROL-Z][.], they are simply lines
that do not print out and are rough-
ly akin to a BASIC REM statement.

Longtime word processor users
often have different templates for
letters, essays and what have you.

I use comment lines in all my tem-
plates to help remind me of their
purpose. It beats squinting at con-
trol codes, and endless references
to the printer manual.

Comment lines are also great for
use with macros, as a kind of on-
screen help file. It seems I can
never remember which macro key
stands for what. Therefore, I sim-
ply set up one macro (e.g. [START-
1) as a comment list of all the oth-
er macros in the file. T just press
that macro key at the beginning of
each new file, and when I need to
see which key does what, I can just
home the cursor. Since the com-
ment lines are non-printing, you
don’t have to worry about them af-
fecting your document — or you
could put this mini "help screen" in
the second edit window to keep it
visible.

POWER USER’S GRAB-BAG

Since macros can represent any
character, they are often an easier
way to send printer control codes
to the printer from within the docu-
ment.

Header and footer print style is
not re-initialized before printing.
This means that if you have special
print (such as italics) that carries
over to a new page, any footer or

header caught between the itali-
cized text will also be in italics. To
avoid this you must turn the special
function off and on at the page
break.

Note that you can include spe-
cial print commands in the head-
er/footer itself, adding an extra
touch of class to a document. Just
be sure to turn the special print off
at the end of the header/footer.

You probably know that [SHIFT-
CONTROL-F] will let you enter a
word to find. Once PaperClip finds
that word, you can simply repeat
the command to find the next oc-
curence of the same word. To find
a different word, you must press at
least one key first ([ESC] will work).

With PaperClip 2.1 you don't
have to use the [SHIFT-CONTROL-?]
option to look through a pile of
disks for a particular file. Instead,
go to DOS (with the [OPTION] key)
and then press the number of the
drive to be cataloged. The advan-
tage is that you do not have to
clear the window to read a new
directory — just press the number
key again. (This option is not
available in PaperClip 1.0.)

A sporadic bug affects the Clear
function. Normally, the [ESC] key
allows you to abort gracefully if
you accidentally press [SHIFT-
CLEAR]. However, if the cursor is
near the end of a line, you might
lose some characters after you
press [ESC]. Sometimes that portion
of the line won't be deleted until
you move the cursor around. Be
warned. A

Craig Zawada is a lawyer in Saska-
toon, Saskatchewan, Canada. After
waiting years forAntic to come up
with a "Secrets” article for PaperClip
he finally decided to write one him-
self. We encourage other PaperClip
users to send in any tips theyve dis-
covered over the years. (Be sure to
specify which version of PaperClip
you are using.)

ANTIC, THE ATARI RESOURCE



PULL-

DOWN
MENU S

This short demonstration program
clearly explains how BASIC program-
mers can use pull-down menus in
their own programs. This BASIC
program works on all 8-bit Atari
computers with at least 48K memory

and disk drive.

uch of the new soft-
ware written for the
IBM, Atari ST, and
other business com-
puters is now using something
called pull-down menus, or drop-
down menus. This technique is
probably the best menu interface
system for speed and ease of use.
This type of system is fairly sim-
ple to use. The choices for the
main menu are displayed horizon-
tally on a bar at the top of the
screen. The user can highlight one
of the choices with the keyboard,
joystick or mouse. Pressing a but-
ton generally causes a sub-menu to
be "pulled" out from the top of the

FEBRUARY/MARCH 1990

screen. Choices may be made on
that menu by highlighting a selec-
tion and then pressing (or releas-
ing) a button. Or the user can
move the cursor back to the main
menu at the top, or move over and
see the sub-menu of another
choice.

Different computers and pro-
grams may use slightly different
systems, but all of them offer the
advantage of being able to see the
sub-menu of a menu choice with-
out selecting it. In a conventional
program, you would have to make
a selection, see that you don’t want
one of the selections on the sub-
menu, press a key to get back to
the main menu, and try the other

By Marc Abramowitz

Your Atari gets to use
one of the most
popular techniques in
modern software —
pull-down menus!

selections. A pull-down menu sys-
tem makes it far easier to find what
you're looking for, particularly if
there are many menus within
menus.

I decided to try writing my own
pull-down menus for my 8-bit Atari,
and the result is Pull-Down Menus,
an example of the use of these
menus in a simple, fake drawing
program. This is not a working
graphics program, but rather a
demo of subroutines you can easily
put into your own programs. Now
you can include pull-down menus
in your BASIC programs with very
little work!

GETTING STARTED
Type in PULLDOWN.BAS, Listing

1, check it with TYPO II and SAVE
a copy to disk before you RUN it.

If you have trouble typing the
special characters in line 470, don't
type them in. Instead, type in List-
ing 2. When Run, this program cre-
ates these hard-to-type lines and
stores them in a file called
LINES.LST. To merge the two pro-
grams, type NEW, then LOAD
"D:PULLDOWN.BAS", Listing 1, and
then ENTER "D:LINES.LST." Be
sure to SAVE the completed pro-
gram.



PULLING MENUS
When you RUN Pull-Down

Menus, you will see the words
DRAW, EDIT and LAYER at the top
of your screen. Using a joystick or
your cursor keys, you can move the
highlighted bar left and right, from
one word to another. Press the joy-
. stick trigger or [DOWN ARROW]

without [CONTROL] to pull down a
submenu. (Be careful to only press
the joystick trigger once.)

Pressing [ESC] while in a sub-
menu will return you to the top
menu. Moving left or right while in
a submenu will move you to the
next submenu.

Pull-Down Menus in action

Highlight your choice in the sub- -

menu, and select it with the joystick
trigger or [RETURN]. Since this is
strictly a demo, the program will

ATARI 8o00/XL/XE
PUBLIC DOMAIN SOFTWARE

12 X-Rated Disks (FOR ADULTS ONL\? -
nly $15.95 You must sign that you are over 2
{10 Print Shop Graphics Disks for only $15.
iOver 1000 graphics for use with Print Shop. Als
|included is a utility for printing the ics i

miniature form. A vel ood

[0 Disks Full Of SpartaDOS
1814.95 Lots of useful utilities for use withf
 SpartaDos. A very good collection of disks to bave.

0 Disks Full Of Games for only $14.95 These
isks are full of some of the best public domai
games available for the 8-Bit Atari. Lots of fun

0 Disks Full Of Educational Programs for]
nly $14.95. Lots of great learning programs.

[10 Disks full of Utilities for only

13 ch Testament buh for only $15.95 The|
mplete New Testament. (Kings James version)

[ °*° LARGE FREE CATALOG *** |

e ship most orders within 43 dd $2.50
hipping & handlin}} Send a check or money order to:
i:omputerActivc, 'O Box 893-K, Clinton, OK 7360
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simply write the name of your
choice on the screen. Press the
joystick trigger or [RETURN] to try it
again.

Now that you’ve seen how pull-
down menus work, you should be
ready to try putting pull-down
menus into your Oown programs.
To make it easier for you to use
these subroutines, I've included a
list of variables and some com-
ments on the program'’s structure.

VARIABLES

B - Background color; change to
any number you wish from 0-255

T - Brightness of text; use values
from 0-14; 14 for brightest

A$ - A string used for handling
the highlighting bar; do not change

M$ - A string used for storage of
menu data; can be changed

N - Number of items in the cur-
rent menu

XM - Horizontal position of
menu

FL, FL2 - Flags

A, Y2 - Used to find specific
menu items in A$ or M$

ST, TR, K - Joystick, trigger, and
keyboard

X, Y - Horizontal & vertical loca-
tion of highlighting bar

I - used for loop in 310-320

INV - location of ML routine that
inverts text

CUSTOMIZING

To customize the program for
your own use:

1. Change B and T to whatever
color values you wish.

2. Store menu items in M$. Each
item must be nine characters long,
so shorter items should be padded
with spaces. You may add the
spaces before or after the item.

3. After each M$="...." command,
you must put the number of items
in the menu in N and the horizon-
tal location in XM. You may want
to center top menus, while aligning
submenus under their main menu
choices, as I did.

4. GOSUB 180 (top menu) or
GOSUB 300 (sub-menu)

5. If you want more or less than
three items in the top menu, you
will have to add or delete lines in
lines 130-150.

The program is relatively simple,

You can see
sub-menu
choices before
selecting.

so it should be easy to modify to fit
your needs. My machine language
routine at the end has numerous
uses outside this program. The for-
mat for the USR command is:

DUMMY=USR(INV,ADR,NUM)

Here ADR is the address of the
string or memory locations to be in-
verted and NUM is the number of
consecutive bytes to invert. This
routine will not invert [CONTROL]
characters, etc. All it does is add
128 to all specified bytes.

PROGRAM BREAKDOWN
100-110 = Setup and jump to 470

to read in ML routine

120 = Data for main menu; jump
to 180

130-160 = Read in data for ap-
propriate sub-menu based on menu
selection and then jump to 300

170-174 = Print final choice, then
wait for [RETURN] or joystick trig-
ger press to RUN program again

175-280 = Draw main menu and
handle selection

290-450 = Draw and handle sub-
menus 460-470 = ML invert text
routine 4 Listing on page 43.

Marc Abramowitz lives in Staten Is-
land, NY. His game, Red Squares,
appeared. in the July, 1989 issue of
Amntic.
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GAME OF THE MONTH

Caverns of the Minotaur

By Rufus Reynolds

Collect gold and diamonds while avoiding the dreaded man-bull
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n this arcade-style BASIC game,

you get to outrun the classic
monster of ancient Greece.
Caverns of the Minotaur works
on all 8-bit Atari computers with
at least 48K memory and disk

You've managed to sneak your way
into the fabled caverns of King Mi-
nos. Here beneath the ground, gold
and diamonds been stashed away
in corners and niches, ripe for the
taking. One problem — the fero-
cious minotaur has scented you.
Half-man, half-bull, this tenacious
creature will not rest until it de-
stroys you. Fortunately, the mino-
taur is not that bright, at least in the
early levels...

FEBRUARY/MARCH 1990

GETTING STARTED
Type in MINOTAUR.BAS, Listing

1, and check it with TYPO II. Be
sure to SAVE a copy before you
RUN the program. Plug in your
joystick, and you're ready to face
the minotaur.

The object is to collect as much
gold and diamonds as possible and
bring the stash to the altar room
while avoiding the clutches of the
minotaur. It may sound easy, but

beware! After you complete each
level, the minotaur becomes
smarter, and eventually it will take
an expert arcade player to outma-
neuver the beast.

There are only two basic floor
plans in this maze (the ancient
builders weren’t too imaginative)
but there’s an unlimited number of
rooms for you to loot. On each
level, two color-coded keys appear
in the maze sometime during the
game. One key opens the secret
passages on the sides of the screen,
making it easier to avoid the mino-
taur. The other key will let you in-
to the altar room - the only route to
the next level.

Once you have the keys, posi-
tion yourself either beside the side
passages or just below the altar
room and press the joystick button.
The wall will disappear, showing
the passage. The side passage s
you jump from one side of the
screen to the other, leaving the
minotaur far behind - for a little
while, at least.

When you reach the altar, you
will be magically transported to the
next level, where you can continue

(N

© gathering your treasure. Just be-

ware — the minotaur learns slowly,

but surely. You’ll have to step

lively to beat him. A
Listing on page 39.

Rufus Reynolds III of Clinton, Mary-
land is 19 years old and has been
programming bis Atari for approxi-
mately five years.
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ANTIC SOFTWARE PRESENTS...

THE GRAB-BAG

ENTERTAINMEN

ASTROLOGY - Create beautiful charts for your family and
friends. Imaginative gifts, always popular. (APO167)
$15.95

ATARIORACLE - The computer OUJI board. Predicts the
future, answers all questions, picks LOTTO numbers.
(APO138) $15.95

BLUE TEAM BRIDGE - Tournament level. Play at any time,
improves your bidding-or learn to play. Great graphics
(APO178) $15.95

CRIBBAGE and SEVEN CARD STUD - Two great card
games. The poker players don’t cheat, but they bluff.
(APO173) $15.95

KLONDIKE SOLITAIRE and SEVENS (FAN TAN) - Two
classic strategy card games. Hours of recreation. (APO174)
$15.95

COLOSSUS CHESS 3.0 - The best Atari chess game for the
serious player, beginner or Grand-Master. (APO161)
$15.95

OMAR - 1 or 2 playe meY Similar to Chess,
Checkers, or GO §5§?thpt3?gf repA. (APO140)
$12.95

PUZZLER - Infinite jigsaw puzzles, use your own pictures.
Set difficulty level for any age group. (APO150) $12.95

SNARK HUNT - A classic logic-strategy board game. Up to
8 players, challenging family entertainment. (APO105)
$12.95

DRAGON’S QUEST - A wonderful illustrated adventure
game for your entire family. Fast and fantastical.
(APO139) $15.95

GALAHAD AND Pﬁml{:bmAn Atari action ad-
venture classic'R ca 'S topfgame designers.
(APO110) $15.95

KING TUT’S TOMB and CONSTRUCTION SET - 48 dan-
gerous, multi-screen tombs, or construct your own.
- (APO149) $15.95

LORD OF THE OR& - I a B as you search
the huge scrolligg S&fﬁ\jﬁtlﬁﬁﬁi Opb. (APO103)

$15.95

ORDER NOW

T4 O L L Sass EERG B E

800-234-7001

CHOP SUEY - Joystick-busting, action-packed, martial arts
excitment. One of our all-time best sellers. (AP0O162)
$15.95

MARS MISSION II - Streak through the skies and the
caverns of Mars. Furious action is everywhere. (APO120)
$15.95

SPACE WAR - Galactic shoot-out for 1 or 2 players. A
white-knuckle space-age duel. (APO101) $12.95

WEAKON - Battle in innerspace, the thrilling, dangerous
world of speeding sub-atomic particles. (APO122) $15.95
XTAL (CRYSTAL) - Command a star cruiser! Detailed

effects are everywhere. More than a game: an epic.
(APO158) $15.95

CREATIVE PROCESS 1.8 - An indispensable outline proces-
sor. (AP0151)..$19.95

DEEP BLUE C COMPLIER AND MATHLIB - The all
' purpose language and math library. (APO188)..$19.95

FLOATING POINT PACKAGE AND EXTENDED D.D.T.
(EXDDT) - A powerful combo for assembly language.
(APO189)..$19.95

INTERLISP/65 2.5 A subset of the standard “INTERLISP”
dialect of LISP. (APO191)..$19.95

RAMBRANDT - The ultimate paint software on two disks.
(APO157)..$19.95

SPELL MAGIC - Check documents generated by other word
processing programs, and in context with the document
display feature. (APO144)..$19.95

" Antic Software

MasterCard/Visa Orders Only - All 50 States




LIMITED TIME OFFER!

TELECOMMUNICATIONS'

BACKTALK1.2 - The Atari becomes a communications
droid with the macro command feature. (APO154)..$19.95

CHAMELEON CRT TERMINAL EMULATOR 4.03 - One
terminal becomes five in a matter of minutes. Requires
48K RAM. (APO113)..$19.95

BASIC VIEW - A must for all programmers.
(AP0O192)..819.95

DISK SCANNER - A complete disk editor for single and
double density drives. (APO145)..$5.95

ENHANCED POKEY PLAYER -Input and edit music.
Tutorial included. Requires Atari Basic. (APO147)..$15.95

THE ENHANCEMENT DISKS - B/Graph’s utilities. Re-
quires Atari Basic. (AP0O190)..$19.95

ENVISION - Create stand-alone pictures or produce Basic
and Assembler Source Codes. Requires Atari Basic, MAC/
65, SynAssembler, Epson-compatible printer.
(APO185)..$$19.95. )

PICTURE PLUS 3.0 AND LISTER PLUS 1.5 - The complete
graphic utility set. Requires 48K RAM and Atari Basic.
(APO179)..$19.95

PRINTER DRIVER CONSTRUCTION SET - Make Atari
Writer compatible with every printer. Requires Atari-
Writer. (APO131)..$19.95

SCREEN PLOT - Print color micro-screens on most plotters.
(APO135)..$5.95

SHERLOCK 1050 - Restore crashed disks with the trace
option feature. (APO155)..$19.95

SOLID OBJECT MODULE - Create 3D objects easily.
Requires 48K RAM and RAMbrandt. (APO182)..$15.95

PUBLIC DOMAIN

PHOTO GRAPHICS - Great digitized pictures
(PD0017)..$10.00

THE FIX XL - Run older programs on XL/XE computers
(PD0026)..$10.00

CROCKFORD’S WHIMSY - Magical disk for all ages
(PD0033)..$10.00

CUES EDPACK #1 - Educational programs (PD0044)..$10.00
CUES EDPACK #2 - More Educational programs (PD0045)

HEAVY METAL ART - Spectacular pictures, 100s of colors
(PD0060)..$10.00

RAMBRANDT COLLECTION - The best RAMbrandt art
(PD0073)..$10.00

STEVE DONG’S GALLERY - Incl. famous Challenger
memorial (PD0074)..$10.00

850 EXPRESS - Superb program for Hayes comp. modems
(PD0082)..$10.00

1030 EXPRESS - Superb program for 830, 1030, XM301
modems (PD0081)..$70.00

MPP EXPRESS - Superb program for MPP 1000 modems
(PD0087)..510.00

VT100 TERMINAL EMULATOR - Access mainframe
computers (PD0037)..810.00

TEKTRONICS 4010 TERMINAL EMULATOR - Access
graphic mainframes (PD0083)..$10.00

EDUCATION

EARTH VIEWS - An electronic glove with a variety of map
formats and views. (APO141)..$19.95

MAPWARE - Add maps to your programs. 9000 pairs of
coordinates available. Requires Atari Basic
(APO134)..$19.95

MEMOREASE+ - Learn to memorize efficiently and quickly.
(AP0163)..$19.95

SPACE BASE - A must for telescope owners. Requires 48K
RAM. (APO142)..$19.95

SPEEDREAD+ - Learn to read faster with less effort.
Requires 48K RAM. (APO164)..$19.95

O

Phone Orders - Toll free number,

(800) 234-7001
Mail Order

To order by mail, complete order form and
return with payment to The Grab Bag, 544
Second Street, San Francisco, CA 94107.

Payment by check, money order, Master-
Card, VISA, or American Express
Payment must accompany all mail orders.
Include shipping and handling charges of
$3.50 per order of 1 to 10 disks.

ORDER FORM
I

NAME

ADDRESS

| ey STATE/COUNTY

| ZIP CODE PHONE NO.

QUANTITY | ITEM NO. DESCRIPTION PRICE EA.

| Price and avalilability subject to change Subtotal of all items ordered (Minimum order $19.95)

yiihoutinglicejes;suprilcaialion: California residents add 6.5% sales tax
Method of payment:
[ Check/Money order
'] Master Card
JVISA

I [ American Express

Shipping and handling charges
($3.50 per order)

Total

Credit Card No.

Expiration Date

Signature

l Name




SOFTWARE LIBRARY

TYPING SPECIAL ATARI CHARACTERS

The Atari Special Characters and
the keys you must type in order to
get them are shown below:

For [CONTROL] key combina-
tion, hold down [CONTROL] while
pressing the next key. For inverse
[CONTROL] [A] through
[CONTROL] [Z], press the [[d]

key—or [\ ] on the 400/800—then :

release it before pressing the next
key. (Press [[d] or [\ ] again to turn
off inverse.) For [ESC] key combina-
tions, press [ESC] and then release
it before pressing the next key.
Carefully study the chart above
and pay close attention to differ-
ences between lookalike characters
such as the slash key’s [/] and the
[CONTROL] [F] symbol [ #].

NORMAL VIDEO

FOR
THIS

] CcTRL
B CTRL
[ cTRL
# CTRL
#l CTRL
CTRL
& CTRL
N CTRL
d CTRL
[d CTRL
B CTRL
™ CTRL
® CTRL
B CTRL
O CTRL
&l CTRL
B CTRL
CTRL
= CTRL

TYPE
THIS

F9)(5) 0] (@) Pz e It == aei(@inin (O (@ilse) s

INVERSE VIDEO

FOR TYPE FOR TYPE
THIS THIS THIS THIS
B CTRL S ESC
W CTRL T SBIEFLTETE
B CTRL U
D CTRL v ESS}S»IFT
| CTRL W
e INSERT

5 ESC
I CTRL Y CTRL
GlREYZ TAB
B ESC ESC ESC
M ESC CTRL — SHIFT
M ESC CTRL = TAB
M Esc CTRL + B8 ACTRL .
B ESC CTRL * B LCTRL ;
@ CTRL . B ASHIFT =
® CTRL ; _ I ESC CTRL 2
M SHIFT = c ECSTCRL
E HIFT

CEEAF? DELETE
M £sc DELETE o ECSTCRL
[® ESC TAB CNSERT

TYPO II AUTOMATIC PROOFREADER

TYPO II automatically proofreads Antic’s type-in BASIC listings. Type in the listing below and SAVE a copy to disk
or cassette. Now type GOTO 32000. At the prompt, type in a single program line without the two-letter TYPO II
code at the beginning. Then press [RETURN].

Your line will reappear at the bottom of the screen. If the TYPO II code does not match the code in the magazine,

then you’ve mistyped your line.

To call back a previously typed line, type [*], then the line number, then [RETURN]. When the completed line ap-
pears, press [RETURN] again. This is how TYPO II proofreads itself.

To LIST your program, press [BREAK] and type LIST. To return to TYPO II, type GOTO 32000. To remove TYPO
I from your program, type LIST “D:FILENAME”,0,31999, then [RETURN], then NEW, then ENTER “D:FILENAME”,
then [RETURN]. Now you can SAVE or LIST your program to disk or cassette.

Don't type the
TYPO Il Codes!

WB | 32000 REM TYPO II BY ANDY BARTON

UM|326010 REM VER. 1.0 FOR ANTIC MAGAZINE
HS (329020 CLR :DIM LINE$c120>

SE u3
BN| 32030 DPEN u2 »

YC|320840 ? PDSITION 11
EM| 328050 TRAP 32040:POSITION 2.3:

in a program line’

HS 32068 POSITION 1.,4: s

? "Type

:CLOSE s2:CLO

»5,0,"E"
AR T1YPlOT [T11] By

:INPUT u2;LINE

:IF LINES$='' THEN PUSITIUN 2,4:LIST B
=GUTO 32060
XH| 32070 IF LINES 1, 1) =% N B=UAL cLIN
ES¢2,LENCLINES>>)> :POSITION 2,4:LIST B:
GOTO 32060
TH|[32080 POSITION 2.,10:? *“CONT*"
MF|32090 B=UAL ¢cLINES> :POSITION 1,3:7?7 *

34

NY
CN
ET

CE
ar

32100 POKE 842,13:STOP

32110 PUKE 842,12

32128 ? “Re:POSITION 11,1:? “HEUCEGEGENE
*:POSITION 2,15:LIST B

32139 C=0:ANS=C

32140 POSITION 2.,16:INPUT 83;LINES: IF

LINES$='""" THEN ? *LINE *;:;B;' DELETED":G
0T0 3206580

32150 FOR D=1 TO LENCLINES)> :C=C+1:ANS=
ANS+ cC*ASC CcLINES <D, D323 :NEXT D

32160 CODE=INT cANS/676>

32170 C ANS- cCODE*676>

32180 H =INTc<CODE~-26>

32190 L =CODE- cHCODE»*26>+65

322080 H CODE+65

32210 PUSITIUN 0,16:? CHRS cHCODE> ; CHRS
¢cLCODE>

32220 POSITION 2,13:? *If CODE does no
t match press BEHEHNEYE and edit 1ine a
bove.":GOTO 32050

(xixigl-]
:ﬂH
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PHOTO LABELMAKER

PRINT TINY LABELS JUST RIGHT FOR YOUR 35MM SLIDES
LISTING 1

MF

HT

us

LK

r4l)
HA

LX
EX
OH

KU
DE

Pz
Ta
KR

S0

i REM PHOTO LABELMAKER

2 REM BY GARY COPPOLA

3 REM ¢c21998, ANTIC PUBLISHING INC.

8 DIM ULBL1$¢28>,ULBL2$¢28>,ULBL3%$¢28>

»ULBL4$¢c28>,LLBL1$¢28>,LLBL2%¢28>,LLBL

3$¢28>, LNUMS ¢2> , PROMPT1$¢9>

9 DIM PRONMPT2%$¢9>, PROMPT3I$¢9>,FOURLS ¢9

;6FDUR23¢9).FOUH33(9).FDUR4$(9).HOUES¢
3

10 DIM FPMT1$¢9> ,FPHMT26¢93,FPHT3$¢9>,F

:Png‘(9i.F4PHT2$(9).F4PHT3$(9).FGPHT4
€93

11 DIM FIX18$¢28>,FIX2¢$¢28>,FIX3%$¢283.F

I§§13¢28’.FIXFZS(ZB).FIXF3S(28).FIXF4$

[ 4 3

12 DIM FRM1$¢28> ,FRM2$¢282,FRN3$¢28>.F

RM41$¢28>,FRMH42$¢28> , FRM43$¢28> , FRN44$

€283 ,A%¢?>,B8¢?>

13 ULBL1S=" °:ULBL2$= °*:ULBL3S$=' °*:UL

BL4$=" °*:LLBL1$="" *:LLBL2%=" °:LLBL3S=

R PR LNUEL RREEERY MAKER M
i4 60TO0 75186
1S FIX1is=

** A FIXED LABEL has not been'

created vet*

ease o to LABEL SETUP'
FIXED LABEL has not been
created vet"
This can be done under®
F4 LABEL SETUP"
22 FRMis$='" A FORM LABEL has not been"
23 FRHM2$=" created vet. Press L[RETURN2
24 FRN3$=* 3x> then g0 to LABEL SETUP
25 FRM41¢$=' A FORM LABEL has not been"

26 FRM428%=" created vet®

27?7 FRH438=" Press CRETURN3I 4 times®
28 FRM448$=" then o to LABEL SETUP"
36 ;ROHPT13=" Line 31 *:PROMPT2$=" Lin
ea (1]

31 PROMPT3$=" Line 3 °

32 FPMTi$=" Line #1:FPMT2%=" Line #n2°
33 FPMT3$=" Line 83"

34 FOUR1$=" Line 1 :FOUR2%$=" Line #u2°
35 FOUR3$=" Line #3:FOUR4%$=" Line #n4°

3g F4PHT1i$=" Line 81 *“:F4PMT2%=" Line
“ (L
33 FAPHMT3¢$=" Line 83 *“:F4PMT4%$=" Line
u .
40 GRAPHICS G:DL=PEEK¢560> +256*PEEK¢56

1> :POKE ?756,6T:POKE DL+8.,6

580 POKE 82,0:POKE 83,39:POKE ?764,255:P
OKE 75% 1&SETCOLOR 2,0,2:CLOSE $1:0PEN
81, LK

60 POSITION 11.1:? PHOTO LABELMAKER':
POSITION S5,3:7? “HMAIN MENU'

70 POSITION 31,6:? 0l - SINGLE LABEL°:
POSITION 31,8:? *H - DOUBLE LABEL':POS
ITION 31,10:? “H - 4-LINE LABEL"

86 POSITION 31,12:7? @ - LABEL SETUP':
ITION 31,14:? "B - QUIT*

gOSITIUN 25,18:7? *PICK THE NUMBER O

u

8
-48>5 OR PICK-48<1 THEN 686
8 GO0TO 1406,200.300,60060.7

-4
00:POKE ?64,255:POKE ?52.1
EN 21,4,0,°K:*:RETURN
LE LABEL
22?08 2600:6G05UB 20

35:F
Q:60S5UB 20586:60SUB

N
0
156 60SUB 56806

0
21

ANTIC SOFTWARE LIBRARY

Don't type the
TYPO Il Codes!

X

SI
JR

YH
KG

RU
06

SS
sB
BK
UR
TN
Z5
YO

MW
ap

UM

UM
YD
X6

YH

T™P

XS

25
WKW
HN
HH

Article on page 15

1686 60SUB 1306

170 OPTA=PEEK¢?64> :6ET #1,0PT1:TRAP 16
0:IF OPT1=255 THEN 1786

186 IF 0OPT1-48>4 OR OPT1-48<1 THEN 1606
190 ON OPT1-48 GOTO 1060,2560.,7100.40
199 REM DOUBLE LABEL

2006 LABEL=2:605UB 2000:G0SUB 28635:G05U
B 2040:G60S5UB 2650:60SUB 2166:G60SUB 212

0:605UB 2160

2186 G0SUB 600

2206 GOSUB 130

2386 OPT2=PEEKc?764> :GET 1 ,0PT2:TRAP 22
8:IF OPT2=255 THEN 230

240 IF OPT2-48>5 OR OPT2-48<1 THEN 2280

250 ON 0OPT2-48 GOTO 1000,10650,2500.,710
6.40
299 REM 4-LINE LABEL
80 LABEL=4:G0SUB 2000:G0SUB 2835:FOR
=1 TO0 100:NEXT Q@Q:605UB 2180:605UB 222
GOTO 150
9 REM SINGLE AND 4-LINE OPTION MENU

3
Q
9:
49

500 POKE 82,2:POSITION 2,7:? °GESSHEHIN

INE===acc: 605UB 520: 7 *0iEEEHEERENEIEn
:60SUB 520: 7?7 D2ESGNNEEEEGEED
510 GOSUB 520:7? °N3ERENNIEEEGEED: 605U

B 520:7? D4EEEANNEDENNEEOD:? -CRCQLERR

SEESSa : RETURN

526 ? NENENSENENEEEND::RETURN

680 POKE 82,2:POKE 752,1

610 POSITION 2.,6:? “DESSIEUINDNESSSSA:?
“H1ENEEEREEDNDERD : 60SUB 5206:? °D2BME6E

EDREERDGHEED: : 60SUB 520

628 ? N3ESHNNNEEEEABERD:605UB $520:7 0

4REERINENERGHERD : 60SUB $20: ? OSEEENNEGE

ENVEED : ? ~REEEESRESERRSEd " : RETURN

6560 POKE 82,.3:POSITION 3.7:? "bDRSSSLE2

2883 : 7 “OEANEEEENEEEN: ? - REESSLLSaaSl]

¢:?2 *“IHLEEUEANEED : ? “DEEEEEEREEND'"

e :
:RETU

666 ? ONZERENNREDEND::? 0
? “INIEEGEDNEEED: ? - CEEocoEEssEac

8 GOSUB 130

LT=PEEK¢?64> : GET #1,LT:TRAP 6706:IF
) N 6860

>3 OR LT-48<1 THEN 6706
GOTO 50600,5380,5560

0 320:NEXT W:RETURN

0 4:SOUND 0,10,8,20-J%5:N
»8,0:FOR H=1 TO SO:NEXT

g STEP -1:S0OUND ©6.128.
B INPUT

: 6

A

E EL

226 0SUB 650:60T0 670
1849 RE HER L BEL INPUT
LP0S=19:605UB 2260:605UB 6506:G60T0

REM DRAWNING ROUTINES

20080 GRAPHICS 6:POKE ?52.1:POKE 756,67

:POKE ?12.44:POKE ?10.44:P0OKE ?709.,2:P0

KE 16,112:POKE 53774.,112

2005 POSITION 20.6:7?7 ‘EEEEEEEESEE:P0

SITION 20,7:? @ M**:POSITION

28,8:? 0 mee

20106 POSITION 20,9:7? 0 BOOOOOOE M*°:FO
=10 TO 12:POSITION 206.Q@:? 0 [

M :NEXT @
8 PDSITIUN 28 133? o D000000n me: P
m*:POSITIO

20,1
:? -m [ReR
ITION 20,16:7 °-EHEEEEEEEEE8E":P
:RETURN
ITION 21,7:7? AANANARNARRN:POSI
8:7 "oresse@@@@:: RETURN
ITION 21,14:? "Hd4HLA444Ldd " : POS
N 21,15:7 °EHEEHREEEEEE": RETURN
POSITION 31,7:? °*uAB8H":POSITION 3
? D :POSITION 34.,5:7? O

1l

I &TMTOHEN

=8 - QQZ'I'IU'I
STIMI+NBR

INEe X Re

nZEHN: 1=
C RIRARMORERLALM

T
5

M={B
O F=oZ®

cCVE=HL - CLE=i=i=
DeE

[
(-]
e
(-]
@

T
T
]
u
R
R
2
E

maEinw

s
]
s
s

ANEHN=NGNZON 3
R QU‘IZ
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QN
AE
TC
MM

RP
UK

01
MG

CG
RP
r&4
SL
NL

Pz

NY

XT
ay
ZR
upP
6E
UM
uJ
HL

SX
WE
XM

oo =Y e e

2668 PDSITION 9 4:7 °EE

2879 FOR ﬂ 3 TD 1 STEP -1:POSITION 9.@
:? *@M":POSITION 38,@:7 "mnsu ﬂ

2888 POSITION 9,0:7 ‘I =1l ]

EEEEEEEEEE8E8a1 : RETURN

2100 FOR @=1 TO 3:POSITION 16.,0:? ' RN

Eﬂﬂﬂﬂﬂﬂﬂﬂﬂﬁﬂﬂﬂﬂﬂﬁﬂﬂﬂﬂﬂﬂﬂﬁ“=NEX1 Q:RETU
N

2120 POSITION 31,15:7? °*eBSa":POSITION

34,16:? 0 :POSITION 34, 1? ? efpee
2130 POSITION 9,18:7? °@S HEEEEEE
HEEEEHEEEEEEE8A: FOR =19 TO 21=PUSITIO

N 9,@:? 0*:POSITION 38,@:7? ‘-
2149 NEXT a: PUSITIUN 9,22:7 ‘"EHEEHEEEEEHE
SIS IBEEEEEEE : RETURN

*RIBEE

AN
:RETU

TU
*:POSITION 3
21906 POSITION 9.5:7?
2 Qe :POSITION 38.8:? M :NEXT @
2220 FOR 8=1 TO 4:POSITION 10.,Q:7?
“INEXT :RETU
RN

2168 FOR @=19 TO 21:POSITION 10,0:? “#
5 25 9 5 S A R R S R R B S B PR R BB ER R ess : NEXT @ : RE
RN

2180 POSITION 31,7:7?
4,6:7 "

* [BEEEEHEERREREEEEEE
HEEEEEHEEREEEE
2200 FOR =4 TO 1 STEP -1:POSITION 9.@
2210 POSITION 9,8:? *nHEHEHHEEEEEHEEEE
S EEEEEER : RETURN
AALRARRMRRAAEARRRRRRRRARR  NEXT
2230 FOR E=1 TO 3:POSITION 10,E:
2 FOR E=19 T0 21:POSITION 10,E:?
‘N E:RE

:RETU

240
TURN
2256 FOR E=1 70 4: PUSITIUN 10,
:NEX
e,

>
-\) H'I-\) - m m'\! ﬁ

(’]
E
E:
T
RN
2260 E:
2270
2280

FOR E=6 Tﬂ 16 POSITION
:NEXT E:RETURN
FOR E=0 Tﬂ 4 POSITION O.E:? °°
E:RETURN
T0O 21:POSITION B,E:? *
XT E:RETURN
POSITION 15,17:7? *:RETU

2369 POSITION 8,14:7? "Enter vour REOXSH
ompt*
2318 POSITION 14.16:7 °EEEEEEEEEER10:7
L1} mee:? "EEBEEEEBEI
2320 POSITION 5.,21:? “Press RENNEN aft
er each entryv”:POKE 752,0:RETURN
2330 POSITION 16,6:7? °“BEINOSEE:POSITI

ON 3,8:? 0 3-LINE M 4-LINE B SETU
P MENU* :RETURN
FEEEEEEE

2340 POSITION 1,12:7 ‘BN
E (1]

BEEEE
2345 IF FL-48=1 THEN POSITION 9,16
2350 IF FL-48=2 THEN POSITION 9,17
2355 ? +ES =HEEEEEE
:POSITION 1,13:? **Line #1*:POKE ?752.0
:RETURN

QF (2360 POSITION 1,14:? Line 322 :RETURN
SU (2365 POSITION 1,15:? “Line 3 :RETURN
TY |2370 POSITION 1,16:? *Line $4°*:RETURN
(1]:] %gga POSITION 19.14:? *BEEIND pPrompt:
WV %218 POSITION 19.14:? °*HIEELD prompt °*°3
RX | 24260 POSITION 19,14:?7 *EONDEEE Pprompte:
RETURN ;
UF (2490 REM SHOW LABEL
ML |2560 POKE 82,10:IF LABEL=1 OR LABEL=2

JX
UM

RP
PD

R6
HT

Pa
Iy

uc

36

THEN 60SUB 2230:605UB 22406:FO0R J=1 TO
20:NEXT J

25106 IF LABEL=4 THEN GO0SUB 2250@:FOR J=
1 TD 30:NEXT J

2520 POSITION 10.,1:? ULBL1$:? ULBL2$:?

ULBL3®
2530 IF LABEL=4 THEN ? ULBL4S$
2540 IF LABEL=2 THEN POSITION 16,19:7
LLBL1$:? LLBL2%:? LLBL3S$
2550 POKE 82,0:60T0 51986
4999 REM INPUT BLANK LABEL
5000 TRAP 40000:POKE 82.06:POSITION 8.1
9:? *“BLANK'

56682 IF LP0S=19 THEN G60TO0 5200

gggg IF LABEL=1 OR LABEL=2 THEN 60SUB
5607 IF LABEL=4 THEN GO0SUB 2250

50816 60SUB 2270:POKE ?52,0:PO0SITION 1.
0:7? " EUIN

5020 IF LABEL=1 OR LABEL=2 THEN POSITI
ON 8.LPOS:? PROHPTlS

6Y
MK

XA

MK

RI
BS

Sgggnli LABEL=4 THEN POSITION O6,LPO0S:?
b 8
5040*TROP 8600:POSITION 9,LPOS:INPUT U

LBL1 :
gggg IF LABEL=1 OR LABEL=2 THEN ? PROM
5670 IF LABEL=4 THEN ? FOUR2$

5086 POSITION 9.LP0S+1:INPUT ULBL2S
g%gg IF LABEL=1 OR LABEL=2 THEN ? PROHM
51106 IF LABEL=4 THEN ? FOUR3S

5128 POSITION 9,LP0S+2:INPUT ULBL3S
5148 IF LABEL=4 THEN ? FOUR4S

5156 IF LABEL=4 THEN POSITION 9.LPO05+3
:INPUT ULBL4S

51708 POKE ?52.,1:60S5UB 22786

gagg IF LABEL=1 OR LABEL=2 THEN G605SUB
5185 IF LABEL=4 THEN G0SUB 21886

3399 IF LABEL=1 OR LABEL=4 THEN 6070 1
5195 IF LABEL=2 THEN 60TO

5199 REM INPUT BLANK LOHER LABEL

5206 TRAP 400600:POKE 82

52106 605UB 2288160508 2248*POKE 752,0:
POSITION 1,18:7 °ENINQVN

52286 TRAP 806008: PUSITIDN 8,LP0OS:? PROHP
T1iS:POSITION 9,LP0OS:INPUT LLBL1S
?2:EBZZEROHPT2$ :POSITION 9.LPOS+1:INPU

POKE 752,1:605UB 2280:60SUB 2120

GOTO 2180

REM FIXED LABEL

POKE 82,18:POKE ?52,1:POSITION 8,

“FIXED"

IF LABEL=4 THEN GOSUB 2250:FOR @=

SO:NEXT Q:ULBLAS=FIXF1$:ULBL2S=FI

:ULBL3S=FIXF3$:ULBL4S=FIXF4s$

LABEL=4 THEN POSITION 10

$:? FIXF2%:? FIXF3%:? FIX
F
2

0)'5
- S
E’Lﬂ

m -
N -

1 THEN GO

we M
= &r
=e

e Xl

LBL1

e AXx

TORTM HEDE - I‘QH&'HH

= M

F
6

-
>l

L

=

$=
N
is
LA
?

o r

X

XM Me =Hu

RWT NT
NS we
w
-
-
-

L

9 THE
LBL

s

i OR

IX1s$:

0 15

.
[-~]

54 B:N
LABEL

,2:POSITION 8,14:7? *FORM':
FOR J=1 S:NEXT J:60SUB 2260
5570 POSITION 2.,8:? *Use [BBM °**;CHRS 2
?);CHRS$ ¢1593;:° or *“;CHR$¢27>;CHRS c158>
:? *keys to position”

@Sl ~-BNXS H=C
=40

NN T B =) T = =i LN ><

P
- X
F
P 1
E a:
= 3
n =
S F
Q T

0
F

2
0

55808 ? *cursor on line*:? :? *Press (3
[UEY kev*:? *after each line":POKE 82,
10

5598 IF LP05=19 THEN GOTO 5740

gggg IF LABEL=1 OR LABEL=2 THEN GO05UB
5618 IF LABEL=4 THEN 60SUB 2250

5626 G60SUB 2270:POSITION 1,06:7? “BINGLVE

e : POKE 752,0:TRAP 80860

5630 IF LABEL=1 OR LABEL=2 THEN POSITI
ON 10,LPDS:? FRM1$:? FRM2$:? FRM3®

5640 IF LABEL=4 THEN POSITION 10.,LP0S:
? FRM41$:? FRM42$:? FRM43$:? FRM44S
5650 POKE 82,0:IF LABEL=1 OR LABEL=2 T
HEN POSITION O6,LP0S:? FPMT1$:POSITION
9,LP0OS:INPUT ULBL1sS

56680 IF LABEL=4 THEN POSITION 6.LP0S:?
FAPHMTA$:POSITION 9,LP0OS:INPUT ULBL1S
5670 IF LABEL=1 OR LABEL=2 THEN POSITI
ON 6,LP0S+1:? FPMT2$:POSITION 9.LPOS+1
:INPUT ULBL2S

5688 IF LABEL=4 THEN POSITION 6,LPOS+1
ig’F4PHTZSxPnSITInN 9,LP0S+1: INPUT ULB

5696 IF LABEL=1 OR LABEL=2 THEN POSITI

ON 6,LP0S+2:? FPMT3$:POSITION 9.LP0S*+2
st INPUT ULBL3®

5760 IF LABEL=4 THEN POSITION 6,LP0S+2

£§.F4PHT3S!POSITION 9,LP0S+2: INPUT ULB

5710 IF LABEL=4 THEN POSITION O0.LPO0S*3
!?’F4PHT4SIPOSITION 9,LP0S+3: INPUT ULB

L4

5720 POKE ?52,1:60SUB 2270:605UB 2260
57308 GOTO 5180

5740 TRAP 40000:60SUB 22806:605UB 2240
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oy
CH
KH
NP
cY

R6

SH

ax

16

WM

L6

uo

aL

r4]

SB

CL

HI
UR
RS
S0

PF

POSITION 16,LP0S:? FRM1$:? FRM2$:? FRH
3$:POKE 82.0

5750 TRAP 8000:POSITION 1,18:7? ‘* BIMEUN
B :POKE 752,0:PO0SITION O0.LP0S:? FPMT1$
tPOSITION 9,LP0S:INPUT LLBL1S

5760 POSITION O,LP0S+1:? FPMT2$:POSITI
ON 9,.LP0OS+1:INPUT LLBL2S

5770 POSITION O.LP0S+2:? FPMT3I$:POSITI
ON 9,LP0S+2:INPUT LLBL3S

5780 POKE 752, llGOSUB 2280:605UB 2120:
G0SUB 2260:60T0 21

REM LABEL SETUP

RAPHICS 1:DL=PEEK¢560> +256%PEEK ¢
OKE DL+6.7:POKE 709,198:POKE 710
KE 711,68:POKE ?712.,9

KE ?56.,6T:605UB 130

SITION 5,1:? #6; ORRND XEHT:
SITION 2,4:7? u6;"1 sunnary"tPOS
»6:? 86;"2 custom PrompPts:POSI
g' 86;°3 fixed label*
I
N

b - I

ION 2,10:? 8634 custom form
»12:7? $86;"5 save to disk*:
14:7? 86;°°6 main menu*

L CHOOSE TOPIC BY NUMBER

CHC=PEEK¢?64> :GET $1,CHC:TRAP 665
CHC=25S THEN 60650
IF CHC-48>6 OR CHC-48<1 THEN 6850

53"40"8 48 60T0 6100.6250,6540.,680

GRAPHICS 6:POKE 82,12:POKE 709,180

E_710,176:POKE ?712.176:POKE ?752.1:

E 756,67

6110 ? B :POSITION 12,08:7? * =88
* [BEEEEE

BES88R1:? *DCUSTOM PROMPTSMD™:?
EEEEEEEEEE
6120 POSITION 3,4:? “ESBENGNEGENEINEENS
lllﬂﬂmﬂmﬂlﬁmmmll"SPOSITION 3,12:7? ' HEQ
:llm@lmmmmn....uum:muma..umm.."
6130 POSITION ?7,21:? *Press [N [€E0
continue:POKE 82,6:POSITION 6,6:7
OMPT1$:? PROMPT25:? PROMPT3S
61408 POSITION 6,14:? FOUR1$:? FOUR2S:
FOUR3S$:? FOUR4S:POKE 82,24:POSITION 2
4,6:7? FPMT15:? FPMT2$:? FPMT3S
6158 POSITION 24,14:7? F4PMT15:? F4PMT2
:? FA4PMT3S:7? F4PHT4$ CLOSE s$t1:0PEN 21
.4 8, K:":GET #1,K:CLOSE 21
6160 POKE 82,12:7 "!“=P051TION 12,0:7?
"HBBBEBSEBESBBHE"=? *HICUSTOM LABELSM®:

? ' (HEEEEEEEEEEEEEE

6170 POSITION 5,3:? -EEEEEEEENSEENNEEGE

HHHMIIIIIIIII”'PUSITION 5 7:7 "EEEEEER
SI-ILITINE] |

4-LUTINE 'F IXED
CHEEEE

0
0
0
2
0
T
0

=
VTN vTveT®

QT ia=HOOON: GG
CO-OH=-IOOOVN®Y
RO OTO OHCOZCOOUN-YEQ

9
0
1
6
0
i
2
I
0
3
p
S
4
S
I
6
?
?
2]
1]
K

V-0 QO

SWk.

to
PR

6180 POSITION 5,12:7? ' EEENESEBEEEN
"IPUSIHION 5 16:7?

6190 POSITION $5.,21:7? “IIIII.IIIIIIIIII
EESNSNEBSSERES : FOR Q=4 TO 20:POSITION

5,@:7 “W*:POSITION 34,@:? “H:NEXT Q@
8 POSITION 6,22:7? *Press [0 [NEM fo

TUP MENU*:POKE 82,6:POSITION 6.,4:7

620
C.SE
FIX
6210 POSITION 6,8:7? FIXF1$:? FIXF2$:7?
FIXF3$:? FIXF4$:POSITION 6.13:? FRM1S:
? FRM2$:? FRM3S
6220 POSITION 6,17:? FRM41$:? FRM42S5:7
FRM43$:? FRM44$:CLOSE #1:0PEN %21.4.0.,
K :GET $1,K:CLOSE 1
62306 POKE 82,0:60T0 60800
6240 REM CUSTOM PROMPTS
6250 GRAPHICS 0O:POKE 82,13:POKE 789.8:
POKE 710.,32:POKE 712,32:POKE ?52.1:POK
E 7?56,6T:605UB 1306
6260 ? K :POSITION 4,1:7? ‘°ESEESESsAEEN
BHENERINRGSEEEEEESE88 : POSITION 6.4:7
*Select Label-tyre by Number®
6270 POSITION 13,7:? *H 3-LINE BLANK®:
? "W 3-LINE FORM**:? K 4-LINE BLANK®":?
“f 4-LINE FORM*":? *EH SETUP MENU"*
6280 POKE 82,14:CPR=PEEKC¢?764) :GET #1.C
PR:TRAP 62806:IF CPR=255 THEN 6286
6298 IF CPR-48>5 OR CPR-48<1 THEN 6280
8322 gN CPR-48 GOTO 6310.,6330.,6350.638
» 1 \
6310 POSITION 15,7:7 °“EEEINEEDHNENE:GO0
SUB 2300:POSITION 14,17:INPUT PROMPTAiS
:GO0SUB 2290:605UB 2400
6320 POSITION 14,17:INPUT PROMPT2S:G0S
UB 2290:G6G05UB 2410:POSITION 14.,17:INPU
T PROMPT3$:60T0 62580

ANTIC SOFTWARE LIBRARY

BI

AXx

MS

JJ

DX
sa

LL

LR
cc
WK

NT
GH

FD
PC

LX

NA
LY

6X
RX
MX
TH
HE
EY
Ka
LC
UC
r4l]
ZH

LT

ITION 15,8:7? “HENNNENELIRN:G0S
POSITION 14,17:INPUT FPMT1$:G60
:60SUB 2400

ITION 14.,17:INPUT FPMT25:G0SUB
:G0SUB 2410:POSITION 14,17:INPUT
35:60T0 6250

8 POSITION 15,9:? “HOERNNEEHBEENNT: 60
2300:POSITION 14,17:INPUT FOUR1S$:6
B 2298:605UB 2400:POSITION 14,17

8 INPUT FOUR2$:G0SUB 2290:G60SUB 241
:POSITION 14,17:INPUT FOUR3$:G0SUB 22
6 GO0SUB 2420

6370 POSITION 14,17:INPUT FOUR4S5:GOTO
6250

6380 POSITION 15,10:? “HARENNEEEIRR® :
SUB 2300:POSITION 14.,17:INPUT F4PHT1$
GOSUB 2290:G6G0S5UB 2400:POSITION 14,17

ne-un

63986 INPUT F4PMT25:605UB 2290:G0SUB 24
10:POSITION 14,17:INPUT F4PMT35:G0SUB

2290:605UB 2420

nggaPUSITInN 14,17 :INPUT F4PMT4S$:GOTO
6;63 g “H*:POKE 82,2:POSITION 2.2:POKE
6420 ? 30:" PROMPT1$=";CHRS¢34>;PROMPT
15;CHRS 34> ;" :*; “PROMPT25=""; CHRS ¢34> ; P
ROMPT2S5;: CHRS ¢34>

6430 ? 31:' PROMPT3%$=";CHRS ¢34>; PROMPT
35;CHRS ¢34

6440 ? 32;* FPMTA1$=";CHRS 34> ;FPMT1$:C
HRS €343 ;0 :; * FPMT2$=""; CHRS ¢343 ; FPMT25;
CHR$ ¢34>

64508 ? 33;* FPMT3$='";CHRS$¢34>;;FPMT3S;C
HRS ¢34>

6460 ? 34:* FOUR1$=";CHRS¢343;FOUR1S:C
HRS$ €343 ;21 ; *FOUR2%=";CHRS ¢343 ; FOUR2S;
CHR$ ¢34>

6476 ? 35: FOUR3S$='";CHRS$¢34> ;;FOUR3S:C
HR$ €343 3 :»; *FQUR4$=""; CHRS ¢343 ; FOUR4S;
CHRS ¢34>

6480 ? 36:° F4PMT1$=";CHRS ¢34 ;;F4PMT1$
3CHRS$ €343 302 ; “F4PMT2%="; CHRS ¢34> ; F4PM
T2$;CHRS ¢34>

6498 ? 37:° F4PMT3$=";CHRS$¢34>;F4PMT3S

3CHR$ €342 ;1 ; *F4PMT4%$=";CHRS €341 ; F4PM
T45; CHRS ¢34>

6560 ? "CONT*:POSITION 0.0

8 POKE 842,13:STOP

0 POKE 842,12:POKE 82,08:G0T0 6000 -
@ REM CUSTOM FIXED LABEL

8 GRAPHICS 0:POKE ?710,162:POKE 712,
:POKE 752,1:POKE 756,6T:POKE 82,13
8 POSITION 13,1:? °FESSSESEEEEHE":
MFlgEg LABELSM* : ? ‘EEEEESSSES888)":

82,
8 6G05UB 2330:605UB 130
8 FL=PEEKC¢?64> :GET #1,FL:TRAP 6560:
L=255 THEN 6570
F FL-48<1 OR FL-48>3 THEN 65680
FL-4 0TD 66006,.66308,6670
ITIO
34
uB
B
0

~NAONNA=HNANTINRROON
RO iandaan
m

ITION 9,14:INPUT FI
TION 9,15:INPUT FIX

RRPCOVE NOX UINRWNR

“OVNOO®Se™T

60T
I S$5,8:? "EREMINE":TRAP 6540
8:POSIT

8:pP

PO

8
N ?
P ION 9,1i3:INPUT FIX1is$
23606:P0S
236 SI

X
N

N
0S
2 0
0S 6
SuU S:pP
0TO 6540

6630 POSITION 16.,8:? °EE@INE
40:POSITION 9.,13:INPUT FIXF1$

6642 GOSUB 2366:POSITION 9.14:INPUT
60SUB 236S5:POSITION 9,15:INPUT
GOSUB 2370:POSITION 9.16:INPUT

8
S
e
S
S GOTD 6540
%)
()
4>

:605UB 23
FI
FI

FI

QXN XX

? *H*:POSITION 2,2:POKE ?709.2
? 15;° FIX1$=";CHRS$¢343>;:FIX1$;CHR

8 ? 16:* FIX2$=";CHR$¢343;FIX25;CHR
43:? 17; FIX3$=";CHR$¢34>;;FIX3%;CH

8 ? 18;* FIXF1$=";CHRS$¢34>;FIXF15;C
€343 :? 193 FIXF25$=";CHR$¢34>;FIXF2

FIXF3$=";CHR$¢34> ;FIXF3%;C
€343 :? 213 FIXF4$=*;CHR$ 34> ;;FIXF4
HRS ¢34>

@ ? “CONT*:POSITION 0.0

8@ POKE 842.13:S5TOP

8 POKE 842,12:POKE 82,8:60T0 6000

8 REM CUSTOM FORM LABEL

QORI IIOTNOLN
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XD
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6800 GRAPHICS @:POKE ?10,112:POKE 712,
112:POKE ?52,1:POKE 756, GT:POKE 82,14
6810 POSITION 14.,1:? "EEEEEEEEEEEB"S?
"WFURH LABELD:? *EE=E=EEEEE88888":POKE 8

6820 GOSUB 2330:605UB 1386
=GET #1,FL:TRAP 6820:

R FL-48>3 THEN 6820
0 6860,69080,6950

1?7 EEMINE": TRAP 6860
ION 9,13:INPUT FRM1S
O0SITION 9,14 :INPUT FR
SUB 2365:POSITION 9.,15:INPUT
GOTD 6860

POSITION 16.,8:7 “HEMANE’:605UB
SITION 9,13:INPUT FRM41$

60SUB 2360:POSITION 9.,14:INPUT

60SUB 2365:POSITION 9.,15:INPUT
9 GOSUB 2370:POSITION 9.,16:INPUT

G0TO 6800

6958 ? B :POSITION 2,2:POKE 709,60
T 22735 FRH1$=“}CHR$(342xFRHleCHR

FRM2$=""; CHR$ ¢34> ; FRM2%$; CHR
FRM3$='"3CHR$ ¢34> ; FRM3$; CH

80 ? 25;' FRM41$=";CHR$<¢34> ;FRM415;:C
€34>:? 26;* FRM42$=*;CHR% ¢34>;;FRM42

$
CHRS ¢34>

FRM43$=";CHRS ¢34> ; FRM43%$;C
€34>:7? 28:°* FRM44$=";CHRS ¢34 ;FRN44
R$ ¢34>
? "CONT*:POSITION 0.0
POKE 842,13:5STO0P
OKE 842,12:POKE 82,0:60T0 6000
EM PRINT LABEL
AP 7100:POKE 82.,2:605UB 2260:60
SITION 2,7:7?7 “OURNUNENBEEENEER :
N 14,106:7? * )
SITION 2,9:7 "How many LABELS':
ou want:POSITION 13,10:INPUT L
UM=UAL CLNUMS>

LNUM<1 THEN 7110

SITION 4,13:7 ' EEEEVENNGEE*
R TNUM=1 TO LNUM
RINT CHR$¢27> ;CHR$¢c15> ;CHR$ ¢272
3£E¥RS(8)zCHR$t27);CHR5165);CH
T ULBL2S$:LPRINT ULBL3S
BEL=4 THEN LPRINT ULBL4$:GO0T

BEL=1 THEN GOTO 7226
tLPRINT :LPRINT
LLBLA1S:LPRINT LLBL2S:LPRIN

LABEL=2 THEN LPRINT
THEN LPRINT :LPRINT

GOSUB 2260

gR LABEL=4 THEN 158
f

b}

FR

23
FR
FR
FR

NR-OV#DANSONE W
=]

IO IATIN-ONIHN
AVDCOWONOOOOOTE
fHOTO® © OVNSCOTO

€343 :7 243
€343

ONOONTOOOCNADHED OVOOOI
Q@ = @

RPE RORCRODOOY TL-TOH
FEEMMY AFMEHE THTW=-RT

ANZANTAVNNANNNNNSKTINAHIONT @

716

v @
zrea

Fr-r m HEE D
-DD D-D® ZZD D2

718
719

(2]
nwDD

-4

7230 I

TMMNM2TMWTTT TMIERTOOTMEER

EEN 210
tGT=MT-8:GRAPHICS B:P

> +256*PEEK¢561) : POKE D
i :POKE 709,200:POKE 752

ESEE gOSITIUN 4,1:? “PHOTOGRAPHIC:POK

+

7540 FOR @=12 TO 206 STEP 4

7550 POKE 82.,Q:POSITION G.0-10:7?7 *'H=EEB8

EHEEER 2?2 [Mee:? llA=EEESRIT S 2 o
e :?2 M (e

(N EEEEET e 2?2 ) e :?

HEEEEEA

72570 GﬂSUBnBBO

ION 13.,3:? AS:6G0SUB 820:605U
ION 17.7:? A$:6G0SUB 820:605

ON 20+X.,11:? AScX.X>;:60S5UB

T
I
? THEN X=1:60T0 7630
7600

L]

NN NEENN
coaoazm oA
oD OR®

v R

8
9
8
)
2
1
2

UN
SH

EK
ZF
by
KH

" BM

FA
AP
NU
GN
RJ

ZF
C6
La
UF

TO

ua
TC

co

QH
PJ

55
va

HZ
65
TF

7636 POSITION 28+X.,16:? BScX,X>;:605UB
820:IF X>7 THEN 7650

648 GOTO 7?6306
7658 GOSUB 800:POSITION 9.14:7? *“by:PO
SITION 4.16:? *Gary CoppPola’

7668 FOR 2=1536 TO 1554:READ H:POKE Z.
H:NEXT 2

7670 POSITION 16.,21:? *Press BulEn To
Begin°‘

76808 POSITION 4,1:? "EREEE:U=USRc1536

b J

7690 DATA 104,173,31,208,201,6,240,10,
232,142,10,212,142,25,208,76,1,6,96
7700 IF PEEK¢53279>=6 THEN 10020

7800 POSITION 25.,18:? * Uerification:
[EWEE? €Y 7 N2 »:60SUB 830:60SUB 130
76810 TRAP ?7?80@:GET #1,6:IF 6=89 OR 6-=1
21 THEN POKE 82.,2:GRAPHICS ©:END

768208 IF 6=?8 OR G=116 THEN 480

7838 GOTO 7810

?850 ? "® Verification:ESHUEEHINFEN?
Y/N3>*:G0SUB 830:G0S5UB 130

7868 TRAP 8050:GET #1,G:IF 6=89 OR 6=1
gl THEN SAUVE °*D:PHOTOLBL.BAS*":G0TO 600
78?0 IF 6=78 OR 6=110 THEN 6000

72880 GOTO 7860

8000 POKE ?12,66:POKE ?52,1:POKE 82,3:
FOR J=1 TO 3

8065 FOR @=14 TO O STEP -1:S0UND 0,150
+@,10,Q:NEXT Q:NEXT J:60SUB 22680

8610 POSITION 3,8:7? * EHREOE s ; PEEKc19
53:7? *HAS OCCURRED*":? :? “RETURNING TO
©:?2 ** MAIN MENU‘

8020 FOR Q=1 TO 130:NEXT Q@:TRAP 40800
8636 GOTO 40

8650 TRAP 48889 ? *HQ DISK SAV
E - ABORTED®":? ERROR % *
3sPEEK¢€1953

8060 FOR J=1 TO 140:NEXT J:G0TO 6080
16660 REM REDEFINE CHARACTERS

10020 CHSET=6T»*256:POSITION 5,21:7? *IN
ITIALIZING, PLEASE MWAIT...*

10030 POKE 204,GT:POKE 206,224 :MOVES="
hWBI!IEﬂIMIIImIImﬁED"’U USR ¢ADR ¢cMOVES)>

18846 POKE ?56,G6T:FOR J= 1 TO 9:READ OC
éﬂgSg FOR B=0 TO 7:READ I:POKE CHSET+0

10066 NEXT B:NEXT J:G0TO 1S5
512,255,255,192,192,192,192

100670 DATA

192,192

10080 DATA 576.0.,0.,0,0,176,170,1706.,170
1006986 DATA 584.,255,255,3,3,3,3,3,3
16100 DATA 592.,85.,85,85,85.,85,85,85,85
10110 DATA 6006.,3,3,3,3,3,3,255,255
10120 DATA 608,192,192,192,192,192,192
»2595,25%

10130 DATA 632,24.,24,0,255,255,0,24,24
10140 DATA 640.,170,170,1706,170,170.,170
,170,170

1061506 DATA 672.,85,85,85,85,0,0.,0.,0

LISTING 2

10 REM PHOTO LABELMAKER, LISTING 2

20 REM BY GARY COPPOLA

30 REM ¢c> 1985,1988 ANTIC PUBLISHING
48 REM ¢LINES 10-250 MAY BE USED WITH
OTHER BASIC LOADERS IN THIS ISSUE.

58 REM CHANGE LINE 7?0 AS NECESSARY.>
60 DIM FN$¢20>,TEMP$¢28>,ARS$ 93> :DPL=P
EEK¢18592> : POKE 18592, 255

7?0 FN$="D:LINES.LST“:REM THIS IS THE N
AME OF THE DISK FILE TO BE CREATED

gﬂ ? “Bhlisk or Massette?';:POKE 764,25

986 IF NOT ¢PEEK¢?64>=18 OR PEEKc¢?764>=
58> THEN 90
100 IF PEEK¢764>=18 THEN FNS="C:*

110 POKE ?764,255:GRAPHICS B8:? ° AN .
TIC'S GENERIC BASIC LOADER*
120 ? ,*"BY CHARLES JACKSON'
1360 POKE 10592,DPL:TRAP 200
148 ? :? :? 'Creating *;FN$:? *"...plea

se stand by.*

FEBRUARY/MARCH 1990



cHM
va

éSO RESTORE :READ LN:LM=LN:DIM ASCLN>:

160 ARS='":READ ARS

%?gsgnﬂ X=1 TO LENcARS> STEP 3:POKE 7?75
189 LM=LM-1:POSITION 10. 19 ?

e e T-3INTCLM710> ;>

190 nccc Cr= CHRSCUnLtnRS¢X X+233)> :C=C+
1:NEXT X:60T0 160

2008 IF PEEK¢195>=5 THEN ? :7? :? °*{3T00
MANY DATA LINES!'':? “CANNOT CREATE FIL

**¢cCountdo

E!*:END
210 IF C<LN+1 THEN ? :? “IITO00 FEW DATA
LINES!*:? *CANNOT CREATE FILE!*:END

228 IF FNS$=C:" THEN ? :? ' Prepare ca

ssette, pPress CRETURN21*

230 OPEN 21,8.,0,FN$

240 POKE 766.,1:7? s1;A%$; :POKE 766.0

250 CLOSE #1:G6RAPHICS 0:? EEINZRELHEDNE
10060 DATA 78

1610 DATA 04904804805164803208008796750
690320500480528440710840580800879075069
032050048054044050050052058

1020 DATA B?707908860690360610341041620
04160000177205145203200208249230206230
204202208242096034058085061

1030 DATA 0850830820400650680820400770
79086069036041041155

CAVERNS OF THE MINOTAUR

COLLECT GOLD AND DIAMONDS WHILE AVOIDING THE DREADED MAN-BULL
LISTING 1

oX

KW

AE

NC

KF
KO

D

NL

@ REM CAVERNS OF THE MINOTAUR

1 REM BY RUFUS REYNOLDS

2 REM ¢c21998., ANTIC PUBLISHING INC.
CLR :DIM P1$¢20>:A=PEEK¢1086>-8:NCB=A

256:POKE 204.,R:POKE 286,224

R X=1 TO 206:READ B:P1$cX,X>=CHRScB

XT X

TA 104,162,4.,16

8,249,230, 20

ADRcP153>
P EK¢560)+PEEK(561!*256
I=2:SKILL=1
.224.191.165,229 0,0,56,56.,
40,108,60.,126,195,223,209.;
8
9

D
0,0,177,2085,145,283
6,230,204,202,208.,2

N b MU& X W
NN
=41 -1 @wzmm

=M N

»24,60,126,126,60,24.,0

,0,15,19,27,3,7,0.,6,0,24
224.,60,24,255,255,189,18
187.187.,0,238,238,238.0

+1%8 TO NCB+9%8-1:READ E:P

O

8
6.,
e
e

[Ty
D= =+

m
NRPOQOOTIHHNEO TMIOOND: V1ODFIIVveDMe

Du
SN O=DRe
e +®

L]

19,0,06,1,8,1,11,1,19.,1.,0.,2
9,10,0,12,0,22,19,12.,19,22

6,3,9,3,10,3,13,3,16,3.,2,
4,16,4,17,4,8,5,11.,5,4.,6.,
15,6,15.,6
$,7,14,7,16,7,4.,8,4.,8,15,
i,

*r OVADUWEDEE MMMIOCTOMDINRDONDNHESO-

R OCCCAORONCUIOROUIO OO RO®
ROAWD: v -
.~ .
D @D- s Dr > == D

(4}
C=-HOO=RRDOE OXXTEM =D
=

16,8,11,8,14,11.,11,11.,1

1
16,4,16,15,16,15,16,3.,17.5,
»17,4,18,4,18,9,18,106,18,15
i
()
i

N
[~}
(-]

T
7,14,1

A
7,
18.,15,18
A
1

REAORAJRY s OB NOAAUNUIOAWWOAONNE @D

9,11,19
»3,20,8,20,11,20,16,26,17
»13,21,16,21,9,21,10,21, -

»8,23,19,06,19.,23,1.,0,18.,0.,

$5,6,3,4,5,8,3,11,3.,8.,4.,
3,45,5,13,5,15,3.,9.,8.,
6,11,10
»9,11,10,11,14,10.,15
1,16,11,3,12,6,12,13

13,10,13,14,13.,15
1,15,9,16,10.,16.,4

19,8,21,11.,19,11
$,21,13,21.,15.,19

P 07T 19,11
14:EX1=10

[F99

w

AON® 100
o
S

DORDRED I~
s v 0= N =

wire
[T
N 2RI
[« . 1)
[Ty

DY
..

D~ DOW

FON={NF =
RPDRADRRDOAD: D

CNORRW ROV
[y #pe

("8
HOY VOO RWE

NES & B & s o s OO b b v
Tike « A

OCRERNORRRRA® U1t & NW

O POVUONOD®:

mokR.

L
tEY=
EY 6:EX1=10

:DRAHTO EX1.EY

Wi I OFR BN
T==iFR RO
SRR,
Mmoo,

rzzo-
emm= | W
—-ZZ
.(..

AN -

ANTIC SOFTWARE LIBRARY

Don't type the
TYPO Il Codes!

m
>

EECHSXERECr@TT XTCO
M=ELCVNXSEONNVNE XTC

B < BPDIO
BX H mmo<

X=-{&Z D
NEEE N

Article on page 31

G

1 THEN A1=9:A2=11:A3=10
2 THEN A1=9:A2=4:A3=10
:PLOT A1,A2:COLOR 38:PLOT

1 THEN X=9:Y=1:X1=X:Y1=Y:M
1=MX:MY1=MY

THEN X=6:Y=4:X1=X:Y1=Y:HM
=MX:MY1=MY

THEN RESTORE 310

HEN RESTDRE 32

P=
=~

(]

=<
X DDADRD JDD
WRrMMIMIM Wmm

= =D
Whs 2@ ONN P01 BN GNN-N-N

-]
S Rejp
* DRPUDSOIIRPUWUD NDEOTIIIIIRI XX
.
s
« Wais 1l
We «QNREN
-

..

ESTORE 36
ESTORE 37
-1 THEN 386
D2:60T0 340
'8’6‘11'6'16'605'
8,8,18,11,18,16.,1
21,-1,-1
8,3,10,8,11,16.,10
6,4,20,15,20.,-1, -

X,Y:COLOR 167:PLOT HX
N 1,0:? u6;5C

08680 THEN GOTO 295000
EN COLOR 2:PLOT 14.06:DRA

O BP0 NOANWE

DDV
WhrmmeEW.

=
BPA®: Wors || 1 & W

)
WON: SOTEHHRPUWD: « OODHE « HIENOHEH

WODUWUHWWW: * WERAWWNNNXNXNDNNN
AN »* AUARWUWNEN: « ROVODIINIAWAAEW
CORAROCOOUIDROR® I ROSOUIORDRD: 006
*t DOODEMTTAEA D I EDSMTTMIN<T T

W
[y
=l
« s NOrs
B s RO I

=)
o P @=ss =D

e
=
QN

A ==

4=l RIN

.

RAAATAWWS
(0}

NNNK R =000
nacnecoene<®

Lo L I e e e T e R e e e L e L L L L e T e e e - I )

>MY,HIT

(x)
* O TTDLLXXOON=r-ror-n=

B0 unn

<™
N X< AvVvAvVvE®

0
4 THEN POKE 77,0
1:IF X<@ THEN X=1

nmil

Wapep BX

i

+1:607T0 6060
A X=1 AND Y=11
11:PLOT 19,.11:6070

AND KEY=1 AND X=18 AND Y=11

=SONNNoNddl A=NNGNALL2DADL L
NAZNANE DWW W NROVONONAWN

=X-
8
;- 16070 668
1

e

= F=Huun usTun un
sinnnm
-}

o=
M OTMTINTN NN MICTTMMMEOeTMTNTNTMMII MM S

NMOOOY!I 00! OICCOOOCOOODEN
*
O IORRRER BN NX ~N==--fIXIIS

()]
=

39



0725" COLOR @:PLOY 8,11:PLOT 19,11:60T DY
BG| 580 IF T=0 AND KEYi=1 AND MAZE=1 AND X BX
=9 AND Y=15 THEN COLOR 6:PLOT 9.14:DRA
HTO 10,14 NE
P0O|585 IF T=06 AND KEY1i=1 AND MAZE=1 AND X WT
=10 AND Y=15 THEN COLOR @:PLOT 9.14:DR un
ANTO 16,14 UF
ME|598 IF T=6 AND KEY1i=1 AND MAZE=2 AND X
;913"2 ¥=7? THEN COLOR @:PLOT 9.6:DRANT gg
UU|592 IF T=0 AND KEYi=1 AND MAZE=2 AND X JE
=10 AND Y=7? THEN COLOR @:PLOT 9.6:DRAK
TO 16.6 5J
OR|595 GOTO 420 Ga
AK| 688 LOCATE X.,Y,HIT PY
HX | 648 IF HIT= 33 THEN KEY=1:60T0 22000 PA
2Y|628 IF HIT=1 THEN KEY1=1:60T0 228600 BJ
KT | 638 IF HIT=35 THEN GOLD=6OLD+1:SC=SC+1
8:60T0D 23000 o
MU| 640 IF HIT=36 THEN GOLD=6OLD+1:SC=SC+2 =
8:60T0D 230600
HA gsa IF HIT=37 OR HIT=38 THEN GOTO 2460 -
277|670 IF HIT=167 THEN 21000 23
ID| 686 IF HIT=48 OR HIT=136 THEN X=X1:Y=Y
1
‘CB| 690 IF GOLD>=14 AND MAZE=1 AND KEY<>1 KE
THEN COLOR 33:PLOT 18,4 B
XP| 691 IF GOLD>=14 AND MAZE=2 AND KEY<>1
THEN COLOR 33:PLOT 13,280 i
ac| 692 IF G60LD>14 AND nnzs 1 AND KEY1<¢>1
THEN COLOR 1:PLOT 1,4 te
EJ| 693 IF GOLD>14 AND nnzc 2 AND KEY1<>1
THEN COLOR 1:PLOT 6,20 g
JC| 695 COLOR @:PLOT Xi,Y1:COLOR 2:PLOT X, v
YiX1=X:Y1=Y:G0TO 420 HR
NM| 768 GOTO 4208
GR| 26008 MX=MX1:MY=MY1
MA| 26010 MOVE=INT ¢4%RND ¢8> +1> EQ
¥X gaezo IF MOUE=1 THEN HX=MX+1:60T0 2006 PE
BS gaosa IF MOUVE=2 THEN MX=MX-1:G0T0 20606 G
CG| 20848 IF MOVE=3 THEN MY=HMY+1:G60T0 2066 KL
FB| 26056 IF MOVE=4 THEN MY=MY-1:60T0 2006 %?
UD| 20868 LOCATE MX.HMY,HIT:IF HIT=40 OR HI
T=136 THEN HMX=HMX1:MY=MY1:G0TO 520 SV
CR| 26870 IF HIT=2 THEN 210600
UD| 206086 GOTOD 526 IT
FH| 21068 COLOR a:pLoT MX,HMY:PLOT MX1,MY1:
COLOR 167:PLOT X, zn
DE| 210610 COUNT=800: FuR 22=20 TO0O @ STEP -1 UE
:SOUND ©,COUNT.10,22:SOUND 1,COUNT+c2ZZ
%99 ,10,22:COUNT=COUNT-108:NEXT 22
TE|21020 SOUND ©.06.,8,08:SOUND 1,0.08,0:LI=L 6D
I-1:6070 55
RU| 22060 222=60:FOR 2Z=0 TO 48 STEP -1:50
UND ©,22,10,8:S0UND 1,222.10,8:222=222Z Al
-1:NEXT 22
EA| 228616 COLOR 2:PLOT X.,Y:COLOR 8:PLOT X1
L¥1:X1=X:yi=¥Y UL
MP| 22020 SOUND ©0,0,8,0:S0UND 1, 0.9,8
WC| 22838 GOTD 3980

230606 COLOR 2:PLOT X,Y:COLOR @:PLOT X1
SY¥L1:X1=X:¥1=Y

23010 FOR ZZ=-20 TO 20:SOUND O0.,ABScZZ>
,10,8:NEXT 22:S0UND 0.0.0,0:60T0 390
4000 GOSUB 25000

3 ETCOLOR 4.8.8

COUNT=8 T
zZ
ZZ2=1 TO SB:NE

N
E-Y
®

1 @voEN QAUIANWND
FROOUIOD OCOONSOR

0 5:5
Z=1 Tﬂ 50 :NEXT
»8:FOR

= =D

nue
Ny I RRS
r..

ILL+1

EY=0:KEY1=0:60T0 55
1 TO 3:FOR ZZ=28 T0

8,108,2Z:NEXT 2Z:50

:RETURN

LOT CLEAR,O:DRAWUTO CLEA
+1

20 THEN 26040

0 3:50UND S.,0.0,0:NEXT

BLOT 6 2:DRAWTO 13.2:D

H2dbdE DAL =D

NNNNN NNNXN§
an

oo OO0 O
MeuuE HUuZ umMm
eexnTm Tmm mMee
=t-lm il

L
C
L
r4
ZE=2 THEN MAZE=1
+
a:
r4

8 ST
EP :S0 UND ©
,0,0,0:NE
26000 CLE
26010 CO
R,23:CL
26020
26030

26040
S

SBM -
w :C\ == I DT NN
2 SND

=+ ZDW

1l RW g NS D= QQDFQQNQN

w
-
a
w
BET V2TEHTREO TeH

HAOFHE = =HO

HEN GOLD=0:KEY
=1:SKILL=1:60T

N-00mMe

:SETCOLOR 2,0,0:P0SIT

UERNS OF THE" POSITION

OTnUR"

52,2

1 Made by Rufus H Revynolds
L) SiEEEE TO BEGIN

?

S 70

AD C,B:IF C=-1 THEN RESTORE 30
U

S

I

ZOo0 oates,
O PO OO OMOOOOHOOW O
Z2:00
ﬂl.ﬂ@ Nak
~

N =N

0
,£,18,16:FOR I=1 TO B*8.4
ND 0.6,8.,8

EK¢53279>=6 THEN SOUND 8,0,

6 BBTO 300840

76 DATA 81,50,60,56,60,100,64,50,64
0,72, 58 ?2,50,81,100,91,50,96,50,96
0,

8

HHEHN=HEE VTR
M:U

81
(%] DﬂTﬂ 60,50,60,100,64,25,64,50,72
81,50,81,200,81,50,60,50,60,50,60.,
0,50,64,50,64,1080
® DATA 722.50,72.56,81,50,81,50,96,
(] 508121 ,50,121,1608,?2,25,?2,25,7
2,100
DATA 81.25.,81,25,91,100.,96,1006,1
,0,106, -1, -1

SUNUIWUT W * WWOW* WOUWWHWWASWNS I NNMN

o0 OODUIORE OO0 OZONOOHO®

Q\JQ

STATWHIZ

ANALYZING NUMERICAL DATA WITH YOUR ATARI
LISTING 1 AN

Article on page 23

UD| 1 REM STATWHIZ cVUer. 1> SN |15 FOR X=1 TO 8:McX2=8:TOTcX>=0:55@¢X>

JL|2 REM BY Bermard I. Sparks, IIL =@:SDCcX>2=0:URCX>=0:HUCX2=-9999999:LU X

LB| 3 REM (c>1990. ANTIC PUBLISHING INC. 3=9999999:NEXT X:RETURN

ZH|5 RAD :G0SUB 2650:G0SUB 18:GO0TOD 30 XN |36 GOSUB 2588:605UB 6:U=80

YR| 6 POKE 16,64:POKE 53774,64:RETURN L@ |40 GET #2,Q:IF Q<65 OR @>72 THEN 48

SD| 7 GRAPHICS 16:SETCOLOR 2.7.,0:DL=PEEK¢S GN |56 IF @=65 THEN TS$='"GENERAL STATISTICS
683 +PEEK (5613 %256 : POKE 559.,0:POKE DL*3 w:pS=D:EN.SH:AN=700:G0TO0 140
»?78:POKE DL+6.,6 oD |60 IF @=66 THEN T$=' T-TEST CINDPD>"

EP|8 POKE DL+?7,2:POKE DL+29.,65:POKE DL*+30 DS="D:TI.SH:AN=9088:U=2:U=0:60T0 140
,PEEK¢568> : POKE DL+31,PEEK¢561>:POKE ? pa |65 IF @=67 THEN T$=* T-TEST C¢DEPND>':
52,1:605UB 6:RETURN DS=""D:TD.SH**:AN=1150:U=2:U=0:60T0 1480

OL|9 IF NSG<2 THEN GO5UB 1180:GO0TO0 140 EU |78 IF @=68 THEN T$=' ONE-WAY ANOUA*:D

AS| 10 FOR X=1 TO 8:AcX>=0:BcX>=0:TTCX2=8: S$=oD:AL.SH:AN=1310:60T0 140
TTScX>=0:TBcX>=0:TBS¢X2=0:TcX2=0:NEXT @M |?5 IF @=69 THEN T$=" THO-WAY ANOUA*:D
X:T=0:A=0:B=0:C=0:D=0:E=0:F=0:TT=0 $=D:A2.5U":AN=1550:60T0 140

IQ@| 11 R=0:TB=0:TTS=0:TBS=0:TOT=0:RETURN UK |86 IF @=70 THEN T$=' CHI-SQUARE':DS$

40
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ZI

WI
KB

BY

PO
EZ

6R

YP
av

BP

LO

K6

IB
LI

=*D:CH.SH':AN=1800:U=2:U=1:60T0 140

98 IF @=71 THEN Ts$=* CORRELATION':D
$="D:CR.SH":AN=2100:U=2:U=0:G60T0 140
120 IF @=72 THEN D$="D:RG.SH'":TS="
REGRESSION' :AN=2200:U=2:60T0 148

148 GOSUB 250:60SUB 2628:POKE 559.ANTI
C:60S5UB 6:08="5:":HC=0:TOT=0

GET #2,Q:IF @<65 OR @>69 THEN 1580
65 THEN G0SUB 300:G0T0 140

66 THEN GOSUB 500:60T0 140

67 THEN GOSUB 630:60TO0 1480

68 THEN GOSUB AN:GOTO 148

69 THEN GOTO 30

2,Q:IF Q=89 THEN GOTO RL1

7 THEN GO0TO RL2

POSITION 1
52 :POSI

nZn\l @

N
=
(]
) e ) @G bl G bl e e B B

1
1

ﬂhN =N AT W

a=
(']
a
a
Q
a
0 21
u
2
T
H 25> :
L) CHRS ¢25
0 8:NE
UB 15:TR
:G0SUB 26
MP Groups
UT NSG:IF U=2 A
IF U= T
THEN 318
1 OR NS6E>8 THEN
GO0TO 32

(%]
IF NSG<>2 THEN 3060
GOTO 3206

IF NSG<2 OR NSG>4 THEN 308

P=6:FOR X=1 TO NSG:POSITION 8,YP:
in Group #*;:? X;:? ;T

< 3606

320
? *“*SubJjects

NPUT

6070 324
IF NS5G6<2 OR NSG>4 THEN 3080
60T0 3286
IF U=2 AND U=1 THEN 327
IF D<1 OR D>225 THEN 300
GOTO 330
IF D<2 OR D>4 THEN 30686
SUBJ¢cX>=D:YP=YP+1:NEXT X:
?2,21:7 ADS:RL1=340:RL2=300:6
340 FOR X=1 TO NSG:FOR ¥Y=1 T
356 TRAP 350: GOSUB 260:POSIT

?
“GROUP 3;:?
*SUBJECT s; P

3680 POSITION 8., 18 ?
OSITION 11,12:? “DATA:'; :POKE 559 ANTI
TH

PO ITIUN
0TO0 21
0 S BJ (9.&]
ION 10.8:
2 Y
C:INPUT D=SU(X.Y)=D=TOT(X’“TOT(X)*D
365 SSACX>=5SACX>+cD*D> : IF D>=HU ¢X>

EN HUcX>=D

375 IF D<=LUc¢X> THEN LVUCX>=D

380 NEXT Y:McX>=TOTcX3,5UBJcX>:POSITIO
N 7.21:? AO0S:RL1=395:RL2=396:G60T0 210
398 McX>=0:TOTcX>=0:550¢cX>=08:HUcX>=-99
99999:LVUCX>=9999999:FOR Y=1 TO SUBJcX>
:60T0 350

395 NEXT X:LOOP=1:POSITION 7.21:? SDS:
RL1=410:RL2=6060:60T7T0 210

410 OPEN #1,8,0,D$:? #1;NSG:FOR X=1 TO
NSG:? #1;SUBJCX>:? #1;McXd:? 8#1;TOTcX
2:7 #1;55@¢X>:? 1:HUcCX?:? s1;LUCX>

420 NEXT X:FOR X=1 TO NSG:FOR Y=1 TO S
UBJcXd:? s#1;SUCX,Yd> :NEXT Y:NEXT X:CLOS
E 81 :RETURN

500 TSS$=" NEFAGE FEGEENEEE':G60SUB 260:6
0suB 710

520 TRAP 5006:POSITION 6,7:? "Modify wh
ich group? *; :POKE S559,ANTIC:INPUT 2Z2:I
F 2<1 OR Z>NS6 THEN 5080

5406 POSITION 6.9:? *Modify which SubJj.
? *;:INPUT UW:IF H<1 OR H>SUBJcZ> THEN

500

560 TRAP 560:605UB 260:POSITION 10.,8:7?
**SubJject #: *;:? W:POSITION 16.10
t? *Previous Data: *;:? SUcCZ, W

565 POSITION 10,12:? 'Modified Data: "

3:POKE S559,ANTIC:INPUT X:POSITION 7,21
1?7 ADS:RL1=570:RL2=5608:60T0 2190
5708 TOT¢Z>=TOTcZ>-SVUcZ,Hr:55@¢cZr=55Q¢2

dD-¢C¢SUCZ,WI%SUCZ, WY :SUCZ, WI=X:TOTcZ>=T
OTecZ>+X:55@¢ZI=55@CcZ + CX%X>

575 HUZ>»=-9999999:LUcZ2»=9999999:FOR X
=1 TO SUBJ¢Z>:IF SUcZ,X>>=HUcZ> THEN H
VeZr=5VU¢Z, X3

276 IF SUcZ,X3<=LVc2Z> THEN LUcZ>=5VcZ,

b ]
578 NEXT X:McZ>=TOT<cZ>75UBJ¢Z> :POSITIO
P2 BRI En'd Modifying?l | [dyDlels] | (ND o]

ANTIC SOFTWARE LIBRARY

JF
r4v
PE
YT

vz
vJ

ML
P&

16
LO
X6
YK

UM
MY
DI

SV
PJ
IU

PU
FC

H:RL1=590:RL2=500:L00P=1:60T0 2106

590 POSITION 6,21:? SD$:RL1=410:RL2=60
8:60T0 210

600 RETURN

6380 TRAP 295:60SUB 10:0PEN 31,4,08,D$:I
NPUT 21;NSG6:FOR X=1 TO NSG:INPUT $1i;:;D:
SUBJ¢X>=D:INPUT 31;:D:McX>=D

640 INPUT 3#1;D:TOTcX>=D:INPUT $1:;D:55Q
€X2=D:INPUT 31i:;D:HUcX>=D:INPUT s1;:D:LUVU
CX2=D:NEXT X:LOOP=1:FOR X=1 TO NSG

645 FOR Y=1 TO SUBJcX>» :INPUT #1;:D:5UcX
»¥Y2=D:NEXT Y:NEXT X:CLOSE %1:RETURN
708 G0OSUB 710:TRAP 760:60S5UB 250:P0OSIT
ION 6,4:? "Analvze which SamPle Sroup:
3 sPOKE S559,ANTIC:INPUT Z:60TO0 7286

718 IF LOOP=6 THEN GOSUB 630

715 RETURN

720 IF Z<1 OR 2Z>NS6 THEN 760

750 POKE 559,0:FOR X=1 TO SUBJ¢€Z>:Tc2>

=TCZd>+CcCSUCZ, X2-MeZd32%cSUCZ, XdI-McZy>3:

NEXT X:UR¢Z>=T¢cZ>,S5UBJc2Z>

760 SD¢Z>=SARCURCZr>

778 OPEN 23.8.0.

780 POSITION 3,6 #3;Sample Group:*,
t? 23;Z:POSITION

,8:? 833 Mean:*,,:?
#3;McZ>
790 POSITION 3,108:7? s#3;:;°Variance:*, :?
UR¢Z> :POSITION 3,12:7 33 Std. Dewv.
t? #3:5D¢Z> :POSITION 3,14

37
(4
0$:605UB 250
t?
3

W

83

3 »

860 ? 3 Max. Value:*,:? #3;HUCZ> :POS

I;ION 3,16:7? 83;:Min. Value:*,:? #3;LV
[¥4)

810 IF HC=0 THEN CLOSE u#3:POSITION 7,2

1:? HCS: POKE 559, ANTIC:RL1=830:RL2=820
16O0TO 21

828 CLOSE #3: RETURN

830 LPRINT :08$="P:*:HC=1:G60T0 7780

900 GOSUB 710:60SUB 9:POKE 559.0:60S5UB
990:60S5UB 10606: RETURN

990 SA=5S@¢c1>-cTOTc1>»TOTc13>,SUBJci>:
SB=SS0@<¢2> - cTOT€2>*TOT¢c2>>/5UBJ 2>

1068 52=¢SA+SB2> 7 ¢SUBJC1>+S5UBJ¢€2>-2>:T=
ABS ccMcid -Mc€232/SARCS52/,5UBJ¢c1>+52-5UBJ
€233 :5T=T:DF=SUBJ¢1>+SUBJ¢2> -2

1621 TRAP 10855:R=ATN¢ST/SA@RcDF>> :RC=CO
SCRY : X=1:R2=RC*RC:RS=SINCR>

1622 IF DFs2=INTc¢DF-2> THEN 10640

1825 IF DF=1 THEN Y=R:G60T0 10506

1836 Y=RC:FOR Z=3 TO ¢DF-2> STEP 2:X=X
¥R2%¢Z-12/7Z: Y=Y+ X*RC:NEXT Z:Y=R+RS*Y:(6

0TO 105806

1040 Y=1:FOR Z=2 TO ¢DF-2> STEP 2:X=X3
52*(2-1)/Z= =Y+X:NEXT Z:P=1-Y>*RS:RETUR
1058 P=1-Y*0.63661977:RETURN

10855 P=0

1060 TOT=0:T5$="T-Valiue: °

1065 OPEN 23,8.,0,05:605UB 250

1670 IF P=0 THEN POSITION 5.8:? #3:;T7S%
»2? #3;T:POSITION 5,10:? u#3;"P-Value:
v,:? u3;“<.881"'60T0 1872

1071 POSITION 5.8:? 23;75%,:? #3;T:P0S
ITION 5,10:7? 83:"P Value: *,:? u3;P
1872 IF TOT=1 THEN POSITIDN 11,14:? *C
ell count of N<S5!*:POSITION 3.,16:7 *Ch

i-Square may not be aPpPropPriate!*
1073 IF TOT=1 THEN ? CHRS%¢253>

1080 IF HC=0 THEN CLOSE u#3:POSITION 7.
21:? HCS:POKE 559,ANTIC:RL1=18908:RL2=8
20:60T0 210

1085 CLOSE #3:RETURN

1090 LPRINT :0$="P:":HC=1:G0T0 1065
1150 POKE 559.8:B=0:C=0:G05UB 718:G0SU

B 9

1166 IF SUBJc1><>SUBJc¢2> THEN GOSUB 11
80:RETURN

1170 N=SUBJc1>:DF=N-1:60T0 1190

1186 G60SUB 250:? CHR$¢253> :POSITION 6.
8:? ""Sample Sroups are not equal!°*:P0S
ITION 6,10

1181 ? **The data cannot be analyzed!*":
POKE 559.,ANTIC:FOR X=1 TO 250:NEXT X:R
ETURN

1196 FOR X=1 TO SUBJc1>:A=5VUc1i,X>-5U¢2
» X2 :B=B+A:C=C+A>*A:NEXT X:T=ABScBsSARcc
CN*C> - cB2B>> 7 cN-133> :ST=T

1216 60SUB 16821: GOSUB 1060: RETURN

13106 N=8:T=8:TS= =0:605UB 710:60SUB

9
1320 POKE 559.,8:FOR X=1 TO NSG:N=N+SUB
JEXI : T=T+TOTcX?:TS=TS+55@ ¢X> :NEXT X:A=



PB

XT
DM
HD
YM
PX

LS

X6

TI
BS
MN

EE
WN
GH

YU

42

T*T/N:FOR X=1 TO NSG6

1330 B=B+cTOTcX>%TOT cX>~/SUBJ X33 : NEXT

X:C=B-A:D=TS-B:F=¢ccB-A>~7 ¢NS6-12>7CCTS~

B> 7 ¢cN-NSG3)> : T=F

1358 U1=NSE-1:U2=N-NSG:X=17¢cU1/U2%F+1)
:¥=1-X:PF=1:PT=1:UA=VU1:UB=U2

1366 IF U1/2<>INTcU1/2> AND U2/,2=INT¢cVU

272> THEN 1390

1365 IF U172<>INT¢cU172> AND U272<>INTC¢

U2s2> THEN 1400

1370 IF U2,2=INTcU272> AND U2>=U1 THEN
1396

1380 FOR Z2=1 TO ¢VU1,2-1>:PF=PF*c@.572%

¥Y3%UBY :PT=PT+PF:UB=UB+2:NEXT Z:P=X~cU2
0.53%PT:60T0 1475

1390 FOR Z2=1 TOD ¢U272-1> :PF=PF*cB.5723%
X*UQAd :PT=PT+PF:VUA=VUA+2:NEXT Z:P=1-Y~ ¢V
1%0.5)%PT:60T0 1475

1400 XT=ATNC¢SAQRCF»*U1,U23> : X=SINCXT>:¥=
COScXT? :PT=Y:PF=Y

14106 IF U2=1 THEN 1425

1420 FOR Z=2 TO ¢U2-3> STEP 2:PF=PFxY*
¥*§;¢Z+1) :PT=PT+PF:NEXT Z:PT= PT*X XT=X
+

1425 PT=1:PF=1

1436 IF VUi=1 THEN 1470

1440 FOR Z=2 TO <¢U2-1> STEP 2:PF=PF»2/
€Z-13 : NEXT 2

14508 PF=PF»YAU2%X:PZ2=1:PT=1:UB=VU2+1:F0
R 2=3 T0 ¢U1-2> STEP 2:PZ=P2Z3xUBxXxX/2:
PT=PT+PZ2:UB=UB+2:NEXT 2

1460 XT=XT-PT*PF

1470 P=1-XT»273.14159265

1475 TS$="F-Value: ":G0S5UB 1065:RETURN

1558 GOSUB ?710:605UB 9:POKE 559.,06:FO0R
X=1 TO NSG:D=SUBJX>
1578 IF D~/2<>INT¢Ds2> THEN 1598

15868 NEXT X GOTO 1595

1596 GOS 180: RETURN

1595 GOSUB 10=FOR X=1 TO NSG:FOR Y=1 T
0 SUBJCX>/2:TT=TT+SUCX,Y¥2:TTS=TTS5+¢c5Vc
X.Y)*SU(X.YS)=T¢X)=T(X)+SU(X Y3

1600 NEXT Y:T=T+TCX2%TcX>:TcX2=0:NEXT
X:FOR X=1 TO NSG:FOR Y=¢SUBJcX>-2>+1 T
0 SUBJcX>:TB=TB+S5UcX,Y>

1602 TBS=TBS*cSUCX,Y>*S5UcX,¥22:TCX2=T¢
X>+SUCX, ¥ :NEXT Y:T=T+TeX2%T X2 :NEXT X
tFOR X=1 TO NSG6:FOR Y=1 TO SUBJcX>
16085 ACXdI=ACXd>+SUCX,Y> :B=B+SUCX,¥2%5VUc
X,¥Y3 :NEXT Y:A=A+cACX>%A X33 :NEXT X
1616 CH5=(0/SUBJ(1))-((TT+TB)*¢TT+TB))

s ¢CNSG*SUBJ c13>

1620 RUS=CCTT*TTI>+cTB*TB»3~ cccSUBJC1ID
223 %NSGI - CCTT+TBI%cTT+TBY> 7 ¢ cNSGE*SUBJ ¢
133>

1630 MC=B-¢T/c¢SUBJC1>723> :IT=CB-CCcTT+T
By cTT+TB> 7 ¢NSG*SUBJ 132333 -RUS-CMS-HC
1640 C=¢IT7 c¢NSGE-133 7 clC/ c2%NSE*ccSUBJ ¢
13723-133)>

1660 A=RUS~/ cUC~/ c2%NSG*ccSUBJc1>72>-13>
3 :B=¢cCMS7 CNSG-13> 7 clC~ €2%NSG*ccSUBJ c1>
s23-1333:DF=1:5T=A:605UB 1821

1670 D=P:ST=B:DF=NSG-1:60S5UB 1621:
ST=C:DF=2%NS6»*ccSUBJc1>72>-13: GOSUB 18
21:6=P

1680 OPEN u3.8,0,0$:605UB 250

1690 POSITION 3.5:? #3:"FCrowsd:*,,:?
$#3;A:POSITION 3.7:? #3;:Pcr> Value:*,:
? #3;D:POSITION 3,9:? s#3;:"Fccolsd:*,
1700 ? u3:;B:POSITION 3,11:? u3;:"Pc¢ccd U
alue:“.:? #3;E:POSITION 3,13:7? #3;°"FCi
ntd:* :? #3;C:POSITION 3,15

1710 ? #3;"P¢id> Value:",:? #3;

1720 IF HC=0 THEN CLOSE #3: POSITIBN ?,
21:? HCS:POKE 559,ANTIC:RL1=1730:RL2=8
20:60T0 210

1725 RETURN

1730 LPRINT :08=°P:*:HC=1:G0T0 1680
aagg GOSUB 710:G60SUB 9:POKE 559.0:G05U
1805 Q=SUBJ¢13>:FOR X=1 TO NSG:FOR Y=1
TO SUBJCXd :TBCX>=TBeCX>+SUCX,¥d:TTcY>=T
Tey>+SUcX,¥d:IF SUCX,¥><=5 THEN TOT=1
1811 IF SUBJ¢X><>Q THEN 1815

1813 NEXT Y:T=T+TBcX> :NEXT X

1814 G60TO0 1820

1815 60SUB 11806:RETURN

1820 FOR X=1 TO NSG:FOR Y=1 TO SUBJ<X>

:IF TOT=1 THEN C=C+ccABScSUCX, ¥ - cTH X
2%TTCYd>/T232-0.532427¢cTBCX>%TTcY>7T>

Y1| 1838 IF TOT=06 THEN C=C+ccSUCX,Y>-¢cTH X
3%TTCYII/Z/TIA2) 7 CTBCXI*TT cYd /T

CI|1840 NEXT Y:NEXT X:DF=¢SUBJc1>-13%CNSG
..1)

LE| 1868 IF C<31 OR DF>2 THEN A=DFs2-1:R=1
:6G0TO 1880

UX| 1870 P=0:G0TO0 2020

NX| 1888 IF DF=2 THEN R=1:G0T0 1895

RL|1881 IF DF>1 THEN FOR B=1 TO ¢DFs/2-0.5
Y:R=R>*A:A=A-1:NEXT B

FA 1g§g4IF DF72<>INT¢DF~s23> THEN R=R»1.772
4

HK| 1895 D=1:F=1:6=¢€¢cC72>~cDF723>%27 cEXP ¢C
72> %R%DF> : X=DF +2

MY | 1897 F=F>CsX:X=X+2:D=D+F

WP | 2000 IF F>9.99999999E-31 THEN 1897

FM| 2810 P=1-6»D:T=C

EF |2820 TS%$=""Chi-Square:*":0s="S::605UB 1
0865 : RETURN

LA %123 60SUB 710:60SUB 9:POKE 559.0:605U

LK|2191 IF SUBJc13><>SUBJ¢2> THEN GOSUB 11
80:RETURN

TU (2185 FOR X=1 TO SUBJc¢1>:QA=A+cSUCci, X3 *5
Uc2,X3>:B=B+c5Uc1,X>%50c1, X3>

LL (2118 C=C+cS5Uc2,X>%5Uc2,X3>:D=D+5VUc1,X>
tE=E+SU €2, X2 :NEXT X:N=SUBJc1>

6GS (2120 F=ccN*A> - cD*E>> 7SAR c c cN*B> - ¢cD*D>>
% CCN*C> - CEXE>»3) : R=F

HU (2130 TRAP 2145:S5R2=R*R:DF=N-2:ST=50R¢S
R2*DF~7 ¢1-SR2>> : R=ATN¢ST/SARcDF>> : RC=CO
SCR> :R2=RC*RC: RS=SINCRY : X=1

PL 2132 IF DFs2=INT¢DFs2> THEN 2140

CR|2134 IF DF=1 THEN Y=R:G0TO 2142

S6|2136 Y=RC:FOR 2Z=3 TO ¢DF-2> STEP 2:X=X
#¥R2%cZ2-1>7Z: Y=Y +X*RC:NEXT Z

EB|2138 Y=R+RS*Y:G60T0 2142

SK|2140 Y=1:FOR Z=2 TO ¢DF-2> STEP 2:X=X3
g§;52-1>/Z=Y=Y+X=NEXT Z:P=1-Y*RS:GOTO

GH | 2142 P=1-Y%0.6366197?27:60T0 21586

XR| 2145 P=0

F@Q|2150 T=F:TS5%="Coefficient:*:05$="5:*:60
SUB 1065:RETURN

SHM ﬁ%ﬂg TS=" REGRESSION :60SUB 710:60S

HX | 2201 GOSUB 250:A=0:POSITION 6.5:? °*Cal
culate which regression?*:POSITION 9.7
t? **A> Group 1 on Groupr 2°

AK|22862 POSITION 9.9:? "By Grour 2 on Gro
up 1°:POSITION ?7.,21:? AS:POKE 559, ANTI
C:GET #2,Q:IF G<65 OR @>66 THEN 2202

MR (22063 IF @=65 THEN @=2:2=1

NL |2264 IF @=66 THEN @=1:2=2

JY (2210 POKE 559.,0:IF SUBJc1><>SUBJ¢2> TH
EN GOSUB 1186:RETURN

JZ (2226 FOR X=1 TO SUBJc1>:A=A+SUCc1, X3 %S5V
53;£)=NEXT X:N=SUBJc1> :B=A-TOTc13>%TOT ¢

HUW | 2238 C=5SQc@>-cTOTc@>22> /N:D=B/C:E=¢TO
TcZ> -DxTOT c@>> /

TF |2243 DF=N-2:5X=55Q¢@>-cTOT c@>*TOT c@> /N
3 :5Y=550¢Z>-TOTcZ>*TOT cZd/N

RE 2244 TRAP 2255:5B=B/5X:52=¢S5Y-B*B/SX>/
DF:5T=ABS ¢5B>7SAR¢52/5X> : 60SUB 1021:60
T0O 22606

HK |2255 P=0

XT |2260 OPEN 23.,8,0,05:605UB 250

UP |2276 IF @=2 THEN POSITION 5.,8:?7 #3;°'Re
gression of 6r. #1 on 6r. B2 :TS="X*:
TSS="¢c¥Y>*:60TO0 22986

SM|2280 IF @=1 THEN POSITION 5.,8:?7 #3;°'Re
gression of 6r. 82 on 6r. #L*°:TS=y e
TSS:II(X’II

GR (2296 IF E>® THEN POSITION 6,10:? #3:T$
3:2 135 = *;:? #3;D;:POSITION 18,10:7?
#3;TSS;:7 835 + *;:?2 B3 E

GC |2292 IF E>@ THEN POSITION 36,10:7? #:3;°

*“:GO0TO 2305

EQ (2300 POSITIUN 6,10:7? #3;TS;:? #I;* =
;-7 33. :POSITION 18,10:? 83;:;T5%$::? &
I3 =2 ? #3;ABS CcE>

GV |2363 PUSITION 30,10:? u3;° G

LK|2385 IF P=0 THEN POSITION 6.,12:7? u3;°' P
-Ualue:*, :?7 83;°°<.001:6070 2310

(54 ggag POSITION 6,12:? #3;°P-Value:™, :?

A0 (2310 IF HC=0 THEN HC=1:POSITION ?7.,21:7

HCS

:POKE 559,ANTIC:RL1=2330: = :
G070 30:RL2=2320

210
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IH
ZR
UK

SH

KD

Jo
vo
TF
aJ
PI
zu

SB

%SZB CLOSE #3:T$="" REGRESSION':RETU
%330 LPRINT :CLOSE #3:0%="P:*:6070 226

2500 GRAPHICS 17:SETCOLOR 2.0,0:DL=PEE
Kc560> +PEEK¢561>%256: POKE 559,0:POKE D
L+13,2:POKE DL+21,2:POKE DL+23.,2

2510 POKE DL+15,2:POKE DL+19,2:POKE DL
+28,65:POKE DL+29,PEEK¢5602 :POKE DL+30
»,PEEK¢561> : POSITION 6.5

2520 ? u#6;:"HtatMhiz*:POSITION 6.8:7 %6
;*Statistical Analysis Program*:POSITI
ON 15,11:7? u86;:cVer. 1.63"

2536 POSITION 19.,19:7? 2#6: by :POSITION

9,22:7?7 186;"Bernard I. Sparks, III"
2540 POKE S59.ANTIC
2550 FOR U=10 TO @ STEP -4:FOR X=1 TO

16:READ Z:SOUND ©6.,Z+30,10,V:50UND 1.2,
10,VU:FOR D=1 TO 6

2560 NEXT D:NEXT X:RESTORE 2578:NEXT U
:SOUND 0.,08,8,08:SOUND 1.0.,0,0:RETURN
2570 DATA 230.,20,210,40,190.,60,170,800
,150,100,130,120,110,140.,90,160

2580 GRAPHICS 0:POKE 559.,0:POKE 752,1:
SETCOLOR 2,13,1:POSITION 15.0:7? *MAIN
MENU:*:POSITION 9.3

2598 ? *A> General Statistics :POSITIOD
N 9,5:7? B> T-test ¢(Indpdd*:POSITION 9
»?2:? "C> T-test ¢Depnd?*:POSITION 9.9

Iv

HP

EO

sa
Jz

Ya

ST

CF

r4H

**D> One-way ANOUA*:POSITION 9.1
9,13:7?

2600 ?
1:? “E> Two-way ANOUA:POSITION
*“F> Chi-Saquare*:POSITION 9,15
2610 ? '*6> Pearson Correlation*:POSITI
17:? *H> Resression":POSITION 8.2

OKE 559,ANTIC:RETURN

TION 9,7:7 °°A> Create Databas
B> Modify Database"
**C> Load Database*
9,13:7? D> Analvze Datab
9,15:7? °E> Return to Mai

N ?.21:7? AS:RETURN

2650 DIM D$¢8>:DIM SUc8,225:DIM SUBJc

225> :DIM AS5¢c28> :DIM TS5¢20>:DIM TS$c20>
:0PEN $2.,4,8,K:":ANTIC=PEEK¢559>

2660 As="Press NEEEEE of selection":DI

M SD$ <283 : SD$="ESANEEENENASREEENMNEEEE

ENDOE:DIM HC$¢28> :DIM 05¢2>:DIM Nc8>

2670 HCS="EIRRRNERNEEEEEGENRDESEEENDGOE : D

IM EAS¢28) : EAS="EENNEIDENFNEACSEERRNNEEE

BEYVEGOE::DIM A0S ¢28> :DIM SHMPc2>

2680 AOS="ERNNBENBNEEENNEDECERGNRGE *:D

IM HU¢8> :DIM S¢8>:DIM 55Q¢8>:DIM LU 8>
:DIM TOT¢8>:DIM Mc8> :DIM T¢8>

2690 CIM SD¢8>:DIM UR¢8>:DIM TS¢8>:DIM
Be8>:DIM TT¢8>:DIM TTS¢8>:DIM TB¢8d:D

IM TBS¢8>:DIM Ec4.4>:DIM Ac8>

2800 CH=0:U=0:VU=0:605UB 2500:RETURN

PULL-DOWN MENUS

LEARN HOW TO PROGRAM THIS POPULAR SOFTWARE TECHNIQUE
LISTING 1

REM
REM
REM

PULLDOMN MENUS

BY MARC ABRAMOMITZ

€C»1990, ANTIC PUBLISHING INC.
REM Pulldown Menu Subroutine DEMO
REM User to modify and use these su
broutines in hiS/her own Progsrams

100 B=0:T=14:X=1:DIM AS 99> ,M$CI99)

110 GRAPHICS O:POKE ?09.T:POKE 710.B:P
OKE ?752.,1:605UB 470

120 MS=" DRAMK EDIT LAYER ‘*°:N=
3:XM=5:605UB 1806:REM GO TO MAIN MENU

130 IF X=1 THEN MS$=°LINE CIRCLE
SQUARE **:N=3: XM=5

140 IF X=2 THEN MS='ERASE COoPY
MOVE *:N=3:XM=14

150 IF X=3 THEN M$="MAKE SET
LTYPE COLOR i N=4:XM=23

166 GOSUB 300:REM GO0 TO SUB-HMENU

170 POSITION XM+1,12:? MScA+1,A+6> :REM

PRINT CHOICE

171 FOR LOO=1 TO 100:NEXT LOO

172 IF STRIG¢0>=0 OR PEEKt¢764>=12 THEN
N

RU
1?3 GOTO 172
175 REM CEEENNEGENVBEIE0EDNES
180 POSITION 0.1:? “OOOOOOGR:IF FL THE
N GOTO 240
190 A=¢cX*%9>-9:A$=MS:D=USRCINU,ADRCASI +

A,B8>:POSITION XM,0:? AS
200 IF FL AND FL2 THEN FL=8:FL2=8:RETU

RN
205 REM CEEENEREESEMEGEHN0NEG
ST=STICK¢O> :TR=STRIG ¢8> : K=PEEK¢764

210

;20 IF K=255 AND ST=15 AND TR=1 THEN 2

23 IF K=12 OR K=15 OR TR=8 THEN RETUR
IF K=6 OR K=134 OR ST=11 THEN X=X-

236
N
IF K=7 OR K=135 OR ST=7 THEN X=X+1

IF X<1
IF X>N _THEN X=1

POKE ?64,255:60T0 198
RENM_CENEBHNESUNSHEOTNED

POSITION 6.1:? *HB*;:POSITION XM,1:
ol **

316 FOR I=1 TO N
3286 A=¢I*9>-9:POSITION B6.,1:7?
TION XM,1:7? °*[I';MScA+1,A+6I;

ANTIC SOFTWARE LIBRARY

Don't type the,
TYPO Il Codes!

GU
CI
PE
FI
LZ
IX
CX
Ba
DJ

Article on page 29

X

330 POSITION ©.,1:?7 ° O ;:POSITION XM,1:
? BOEEEEEEe

340 POKE ?764,255:Y=1:60T0 440

345 REM DEEREEESSEEEEENONED

350 ST=STICKc8> :TR=STRIG<¢O> : K=PEEK¢?64
3:IF K=25%5 AND ST=15 AND TR=1 THEN 350

368 POKE ?764.,255:POSITION XM+1,Y+1:? M

$CA+1,A+63
376 IF K=12 OR TR=0 THEN RETURN

380 IF K=6 OR K=7? OR K=134 OR K=135 OR
TgT;;BOR ST=11 THEN FL=1:FL2=1:POP :GO
igg IF K=28 THEN FL=1:FL2=0:POP :607T0

4?6 IF K=14 OR K=142 OR ST=14 THEN Y=Y
410 IF K=15 OR K=143 OR ST=13 THEN Y=Y
+

4206 IF Y<1i THEN Y=N

438 IF Y>N THEN Y=1

440 Y2=N-Y+1:A=¢cY2%9>-9

450 AS=MS$:POSITION XM+1,Y+1:D=USRCINUVU.

ADRCASI+N,83:? ASCA+1,A+6> :60TO0 350
460 REM DEHEENNUERHEEBOVIERENENE

470 INU=ADR ¢ hBhHEhANHA0HSNEWEE i QRCEER
NEm®@> : RETURN

LISTING 2

L
6
E
I
P

D €O

Ho
RD
PY

TH
uB

MY
KB
PU

16 REM PULL-DOWN MENUS, LISTING 2

28 REM BY MARC ABRAMOWITZ

36 REM c¢c> 1985,1988 ANTIC PUBLISHING
48 REM c¢LINES 10-250 MAY BE USED MWITH
OTHER BASIC LOADERS IN THIS ISSUE.

S8 REM CHANGE LINE 786 AS NECESSARY.>
60 DIM FN$<¢208>, TEMPS$¢28>,AR$¢93> :DPL=P
EEK<18592> : POKE 10592, 255

78 FNS='"D:LINES.LST*:REM THIS IS THE N
AME OF THE DISK FILi TO BE CREATED

go ? *Bllisk or Massette?*; :POKE 764,25

980 IF NOT ¢PEEK¢?764>=18 OR PEEK<¢?764>=

58> THEN %6

100 IF PEEKc¢?64>=18 THEN FNS=°C:°"

110 POKE 764.,255:GRAPHICS B8:7? ° AN

TIC*S GENERIC BASIC LOADER'

120 ? ,°*BY CHARLES JACKSON*

136 POKE 18592.DPL:TRAP 200

140 ? :? :? °**Creating *;FN$:? *...plea
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LK |

Ba
YC

DM
BK
MM

cH

se stand by.

ésg RESTORE =RERD LN:LM=LN:DIM ASCLN>:

160 ARS="":READ ARS

;72520R X=1 TO LENcAR$> STEP 3:POKE 75

169 LM=LM-1:POSITION 10, 18 ? *“¢cCountdo
T—";INT‘LH’lO):")

198 ﬁ$¢C Cr= CHRSKURL(GRS(X X+2))) C=C+

1:NEXT X:G0TOD 160
200 IF PEEK¢1953>=5 THEN ? :? :? *“QTO0O
MANY ﬂﬂTﬁ LINES!**:? "CANNOT CREATE FIL

E!*:END
218 IF C<LN+1 THEN ? :? *LTOO FEW DATA

va
AR
AL
In
FB

66

LINES!*:? “CANNOT CREATE FILE!*":END
220 IF FN$='C:* THEN ? :? * Prepare ca
ssette, press C[RETURN1‘

230 OPEN %1,8.,0;FNS$
240 POKE 766.,1:7? 81;A5; :POKE ?766.0
250 CLOSE #1:GRAPHICS 0:7? “EEUMNEEEHERE

1000 DATA 53

1010 DATA 0852055648083207307808668610650
680820400341042160241041332641841332863
184133207104133206160000177

1020 DATA 2031051281452032001962080620882
4509603404105808206908408850820780832155

Tech Tips

VERTICAL RAINBOW
By Virender Dayal

Unlike the usual horizontally scrolling rainbows that
people are used to on the Atari, this program rotates ver-
tical bands of shaded color on a GTIA Graphics 9 screen.
Using the vertical blank interrupt (VBI), it changes the
colors every 1/60 of a second. It also creates 2 window
at the bottom of the screen, where you can enter color
changes while the program runs.

Don't type the
TYPO Il Codes!

FK

JI

GB

AK

TL
r4N

MJ

10 GRAPHICS 0:POKE 623,64:SETCOLOR 4.1
»0:POKE 559.,0:POKE 87,9:POKE 703,4:FOR
T=39939 TO0 39939+326 STEP 4
15 POKE T,?9:POKE T+1,128:POKE T+2,6:P
OKE T+3,15:NEXT T:POKE 39936,112:POKE
39937,112:POKE 39938,112:POKE T-1,143
20 POKE 88.,128:POKE 89,6:FOR X=8 TO 4:
FOR U=0 TO 15:COLOR U:PLOT U+X*16.,0:PL
OT U+X216,1:NEXT U:NEXT X
25 POKE 560,0:POKE 561,156:POKE 660.,0:
POKE 661,159:POKE 87,0:POKE T.,66:POKE
T+1,0:POKE T+2,159:POKE T+3,2
30 POKE T+4,2:POKE T+5,2:POKE T+6,65:P
OKE T+7,PEEK¢560)> :POKE T+8,PEEKcS5612:P
OKE 559.,34:POKE 54286.,0
35 FOR T=1536 TO 1595:READ fA:
T:D=USR¢1536) : POKE 54286,192
@ DATA 104,169,49,141,0,2,169.,6.,
?2,162,6
?2,6,72,24,105,1,41.,15,133,285
104,41,240,105,16,5,205,153,12
»,208,232,76,98,228,72,169,0.,141
141,27,208,104.,64

141,11

NLQ ATARI XMM-801
By Barton Bresnik

The Atari XMM-801 is a fine printer for general pur-
poses, but it lacks a near letter-quality (NLQ) print
mode. However, it does offer bold printing and
double-strike printing, both of which improve the
print quality somewhat.

What the XMM-801 manual doesn’t state, though,
is that botbh double-strike and bold printing can be
used at the same time, producing near letter-quality
print. Doing so is quite easy, whether from BASIC
or using a word processor—just send codes for

44

POKE T.A:

[ESC], CHR$(69), [ESC] and CHR$(71).

For example, using either AtariWriter or
AtariWriter Plus, you can turn on NLQ mode by
typing:

[CONTROL][O]27E[CONTROL][0]27G

Hold down the [CONTROL] key as you type the
capital letter O. To turn off NLQ, type:

[CONTROL][0]27F[CONTROL][O]27H

Note that after certain other printer control codes
it may be necessary to reinitialize NLQ mode. The
NLQ code may also be inserted with a custom
printer driver (see your word processor manual).

But ‘‘there ain’t no such thing as a free lunch.”
Printing NLQ takes longer, while ribbons and print-
head receive four times the wear of draft mode
printing, so reserve this NLQ technique for your fi-
nal copy. (We don’t presently bave an XMM-801 in
the office to check this tip, but it looks rigbt.
—ANTIC ED)

XMM-801 Draft Sample

What the XMM 8®1 owner’'s manu:

that hoth double strike and bold pri
same time. which produces near lette
quite easy. whether in BASIC or usii

codes +for L[ESC].

CHR#$(69), [ESC] and

XMM801 NLQ Sample

What the XMM 801 owner’‘s manua

that both double strike and bold pri
same time. which produces near lette
quite easy. whether in BASIC or usin
codes for [ESCl. CHR%(69). [ESC] and

Antic pays $25 for every original and exclusive Tech
Tip submission that we publish. Send your 8-bit or ST
disk and printout to: Antic Tech Tips, 544 Second
Street, San Francisco, CA 94107. Tech Tips welcomes
very short programs that demonstrate the Atari’s
powers, simple hardware modifications, or useful
macros for popular software.
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Anti¢ Classifieds

* ok Kk Kk ok

Getyourfree catalog of 800/XL/ XE Public
DomainandShareware. Choose fromover
300themedisks, alltestedand guaranteed!

The most descriptive catalog available
anywhere. Dependable worldwide serv-
ice. BELLCOM, Box 1043-A, Peters-
borough, Ontario, Canada K9J 7A5.

Finally, a company devoted to Atari 8-bit
games: Hundreds! Low prices. Fastserv-
ice. Free catalog: KAKE, 9 Smith Court,
Vincetown, NJ 08088

Slisthe LARGEST and BEST ATARI8-bit P-
D specialist in North America! Our SUPE-
RIOR Theme Disk Collection (300+ sides/
over 5,000 different programs!) averages
just $2-$3 per packed D-S disk. Shipping
FREE. Try MLX GAMES’ GREATEST HITS
(Our Most Popular title) for only $3 —
receive SI's Newest CATALOG FREE!
CATALOG alone/ $2. SASE for Disk List-
ingsonly. SOFTWAREINFINITY, 642 East
Waring Avenue, State College, PA 16801.

* % ok ok Kk

Antic Magazine is a vital source for you
and your Atari. Complete your collection
of Antic Magazine by ordering back is-
sues. For price listing and availability call
800/234-7001, or write Antic Back Issues,
544 Second Street, San Francisco, Ca.
49107.

* %k ok k k

FREE CATALOG of one of the world larg-
estandbestorganized collection of public
domain software for the Atari 800/XL/XE.
Over 300 disks, fast dependable service,
and very low prices! Computeractive,
Box 893-A, Clinton, OK 73601

NERDS graphicsforPrintShop (R): HEAVY
METAL Bands (100 pics) $9. BIOLOGY 1
& 2(200 pics) $15. Add $1 P&H. LSAE for
printouts. NERDS, Loeffler, 18 Wendy Dr.
Farmingville, NY 11738.

For the best in Atari Public Domain Soft-
warewrite for your free catalog. 8-bit or
ST. Good Prices and Fast service. Vulcan
software, P. O. Box 692, Manassas, Va.
22111-0692

Antic Magazine is an active part of the
Atari community and is the last magazine
devoted exclusively to the Atari XE/XL/
800. Subscribe now and get Antic with
disk foronly $34.00. That’safullyear(six
issues) of news and reviews written spe-
cifically for you and your Atari.

EXCELLENT PD SOFTWARE FOR 800/
XL/XE. Large selection, low prices, and
fast service. Send SASE: CLASSIC SOFT-
WARE, POBOX 373, RUNNEMEDE, NEW
JERSEY 08078

* ok ok kK

“CHANGING PATTERNS” NEW!(800/XL/
XE) COMPUTER ART WITHOUT DRAW-
ING!!! 80 MACROS! FUN! All Ages! Four
Disks: $35.00 (Introductory) Demo: $5.00.
Check, Money Order, only. STEWART
SOFTWARE, 11323 BLYTHE ST., SUN
VALLEY, CALIF. 91352

PDDISKS: Low as $1.80(8bit), $2.25 (ST).
‘AGAPEGAMES’5 Christian Games $12.95
(8bit- 48k), $13.95 (ST- color). Catalog:
SASE! Daniel Sharpe GPO BOX 911
CHICOPEE MA 01021

NERDS graphics for Print Shop (R): MAPS
1&2(200 pics) 15$. MAPS 3 &4 (200 pics)

15$. Add 1$ P&H. LSAE for printouts.
NERDS, Loefller, 18 Wendy Dr.
Farmingyville, NY 11738

JOYSTICK WARRIORS — Suit up for ac-
tiononyourXL/XE. Forinformation write:
Aerion Software Ltd., POBox 1222, River-
dale Station, New York, NY 10471-1222

FOR SALE! 10 Antic 8-Bit Software Pro-
grams for $49.95. That'sright, pickany ten
packagesand pay $49.95 (plusshipping &
handling). That's a 75% discount 1-800/
234-7001. Hurry! This offer good only
while supplies last.

Advertisers
Index

Advertising
Deadlines

AMERICAN TECHNAVISION ............
ANTIC PUBLISHING. .. :
CRIIE SOFTWARE .......ccoooveencinnnns. 34735
BI&C COMPUTERS.........
COMPUTER SOFTWARE SERVICES
S L COMPUTER ACTIVE ........ocoonmmisans 30
SAIN@SE COMPBUTERS ..........cc0000. 04,5

This list is provided as a courtesy to our advertisers. Antic does not
guarantee accuracy or comprehensiveness

April/May 1990
Insertion Orders Feb. 1
Ad Copy Feb. 8

On sale first week of April

June/July 1990

Insertion Orders April 2
Ad Copy April 9

On sale first week of June

Aug/Sept1990

July 2
July 9@

Insertion Orders

Ad Copy
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Back Issues

SALE

Complete Your Atari "Toolkit”

Incredible Savings

How To Order: Prices

A - Any 1 available Back issue of Antic
Simply tell us if you want special offer y

A, B, or C, corresponding to the
following selections:

magazine and Disk per issue $7.00
Plus shipping and bandling (per issue) $1.00

: _ . B - "GRAB BAG" special of fer any 12 available
A - 1 back issue Antic magazine Back issues of Antic magazine and Disks $49.95

and Disk Plus shipping and bandling $9.00

B - "GRAB BAG" special of fer 12 C - Complete Library $99.95

i " . Plus shippi d handling $15.00
Back issues Antic and Disk RSB et hardie

. . FOR ORDERS ONLY CALL TOLL-FREE
C - The complete Antic library (800) 2347001 (7.5 pm PST.)

MasterCard & Visa Only

% ; o Tab g Or send your check to: ANTIC BACK ISSUES
Availability Limited see opposite page of 544 Secorid Street

; s . . San Fransisco, CA 94107
Z ’ ;
BaCk issue Antic maga ne and dlSkS California residents add 6 1/2% sales tax.

| F A R R R R R R R R R N R R R R R R R R R R R B B
Order For [ Check Enclosed [ VISA [ MasterCard

: Selection A-B-C (circle 1)

i List Selections* Name

. Address

l City State Zip

[ | Credit Card #

l Exp. Date

I A-1 issue of Antic magazine w/Disk $7.00 (shipping & bandling per issue $1.00) Canada, Mexico and all other foreign add $1.00 per issue.
B-Any 12 issues of Antic magazine w/Disk $49.95 (shipping & handling-$9.00) Payment in U.S. funds must accompany all foreign orders.

i C-Complete available Antic library $99.95 (shipping and handling $15.00) California residents add 6 1/2% sales tax.

l *Please check opposite page for availability



Missing any issues? Looking for those great utilities,

games, and reviews? You'll find it all right here!
Copies are limited, so order today!

ORDER # ISSUE
1 April 1983: Games—3-D Maze, Voyeur (NoDisk)
2 May 1983: Telecomputing—Microids,
Tele Chess (No Disk)
3 June 1983: Databases—Stargazing,
Dancin’ Man (No Disk)
4 July 1983: Adventure Games—Dragonsmoke,
Shoot-em-up Math
5 August 1983: Graphics—3-D Fuji, Keystroke
Artist
(] September 1983: Education—P/M Tutor
7 October 1983: Sports Games— AutoCassette
8 November 1983: Sound & Music—Air Raid,
Casting Characters
9 December 1983: Buyer's Guide—
AUTORUN.SYS, Automate Player/Missiles
10 January 1984: Printers—Pocket Calendars,
Screen Dump
11 February 1984: Personal Finance—TYPO,
Gauntlet
12 March 18984: International Issue—DiskRead,
Poker Solitaire
13 April 1984: Games—Risky Rescue,
Math Wizard
14 May/June 1984: Exploring XL Computers—
Escape from Epsilon, Scroll to the Top
15 July 1984: Communications—AMODEM,
BASIC Animation Secrets
16 August 1984: Disk Drives—Horseplay, Recall
17 September 1984: Computer Graphics—
Graphics Converter, Olympic Dash (No Magazine)
18 October 1984: Computer Learning—Bouncing
Ball, Antic 4/5 Editor/Animator
19 November 1984: Computer Adventures—
AdventureIsland, Advent X-5
20 December 1984: Buyer’s Guide—Infobits,
Biffdrop
21 January 1985: Super Utilities—TYPOII,
DISKIO
22 February 1985: Finances—Home Loan
Analyzer, Drum/Bass Synth
23 March 1985: Printers—Kwik Dump, Font
Maker
24 April 1985: Computer Frontiers—Dot Matrix
Digitizer, Speech Editor
25 May 1985: New Super Ataris—Son of Infobits,
Arena Racer
26 June 1985: Computer Arts—View 3-D,
The Musician
27 July 1985: Computer Challenges—Miniature
Golf, Guess That Song
28 August 1985: Telecommunications—Atari
"Toons, Pro*Term
29 September 1985: Power Programming —

One-Pass Disk Copy 130, Crickets.

ORDER # ISSUE

30 October 1985: Mind Tools—Graph 3D, GEM
Color Cascade

31 November 1985: New Communications—
TYPO Il Double Feature, 130XE Memory
Management

32 December 1985: Shoppers Guide—DISKIO
Plus, Box-In

33 January 1986: Atari Products are Back—
Appointment Calendar, Dungeon Master’s
Apprentice

34 February 1986: Printer Power—T-Shirt
Construction Set, Forth Escapes

35 March 19886: Practical Applications—Lunar
Lander Constructor, Lie Detector

38 April 1986: Computer Mathematics—Fractal
Zoom, 3-D Fractals

37 May 19886: 4th Anniversary—Digital
Gardener, Molecular Weight Calculator

38 June 1986: Summer Computing—Weather
Wizard, Bomb Squad

39 July 1986: Computer Arts—Amazing Card
Shuffler, Grafcon ST

40 August 1988: Online Communications—
Ultrafont, Floppy Filer

41 September 1986: Weather—WEFAX Decoder
(8-bit/ST), BASIC Tracer

42 October 1986: Hard Disks—Video Stretch,
TYPO ST

43 November 1988: Personal Finance—Budget
dataBASE, V-Graph

44y December 1988: Shoppers Guide—Stepper
Motors, Nuclear Waste Dump

45 January 1987: Talking Atari—Talking
Typewriter, Rebound

486 Februaryl987: Word Processing—SF
Fogger, Electric Charlie!

a7 March 1987: Dvorak Keyboard,
Multi-AUTORUN

48 April 1987: —Designer Labels, Taxman

49 May 1987: 5th Anniversary—A-Rogue, Poker
Slot Machine

50 June 1987: Animation—Verbot Commander,
Citadel

51 July 1987: Print Anything—Ghost Writer,
Your Net Worth

52 August 1987: Atari Muscle—Sideways
Spreadsheet, Diamond Dave

53 September 1987: Work/Play—Mighty Mailer,
Maximillian B.

54 October 1987: Football Predictor—Antic
Prompter (8-bit/ST), Spelling Checker (Vo Mag.)

55 November 18987: Practical Applications—
Critical-Path Projects, WYSIWYG Cassettes

56 December 1987: Print Holiday—PS. Envelope

Maker, Antic Publisher (No Magazine)



3257 KIFER ROAD
SANTA CLARA, CA 95051

(408) 749-1003

(408) 749-9389 FAX

B & C For all your Atari computer needs...
ComputerVisions

STORE HOURS

TUE - FRI 10am - 6pm

SAT - 10am - S5pm

CLOSED SUN - MON

800/ X I/ X FE SOFT WARKE SO0/ X I/IXFE SOFT WARKEF
ALL TITLES ON DISK ALL TITLES ON CARTRIDGE
ENTERTA INMENT UNIVERSE .... 44.95 LINKWORD: ITALIAN .... 22.50 ENTERTA INMENT STAR RAIDERS ........ 10.00
12 ADAMS ADVENTURES .. 14.95 ZAXXON (400/800) ...... 13.50 MASTER TYPE . 14.95 3D TIC-TAC-TOE . 9.95 CARTRIDGE ONLY...... 5.00
ALIANTS ... 26.95 SAT PRACTICE TESTS ... 19.95 AIRBALL (XL/XE) . 24.95 STAR RAIDERS II ..... 19.95
ALT. REALITY CITY..... 26.95 PROGRAMMING SNOOPER TROOPS CASE #1 9.95 ALIEN AMBUSH ....... 9.95 SUBMARINEE COMMANDER  14.95
ALT .REAL DUNGEON ..... 26.95 CLSN PASCAL 35.95 SNOOPER TROOPS CASE #2 9.95 ACE OF ACES .(XL/XE) . 24.95 SUMMER GAMES (XL/XE). 24.95
ASSULT FORCE 3D....... 19.95 DOS 2.5 .... 7.95 STATES AND CAPITALS 9.95 ARCHON ¢ issis sravmiati o3 14.95 SUPER BREAKOUT ...... 9.95
AUTO DUEL ..... L K 35.95 DOS XE...... TOUCH TYPING ........ . 9.95 ASTEROIDS ........... 15.95  SUPER COBRA ......... 14.95
BEYOND CASTLE WOLF.... 14.95 DISK I/O ... s QUIZ MASTER CONSTR.... 8.95 ASTRO CHASE (400/800. 14.95 SUPER PAC-MAN
BANDY®S . .06 5s aamen s 5.35 KYAN PASCAL .......... 62.95 QUIZ MSTR. USA CONSTR. 8.95 ATARI TENNIS (no box) 9.95 Tnmum:;}gifl ONLY..... l:~g§
BISMARK ......cnovnen. 26.95 LIGHTSPEED C ........ 35.95 ATLANTIS ...... 3 14.95 .
BLOCK BUSTER .. 7.95 AMERICAN EDUCATION: BALL BLAZER ..... 14.95 TURMOIL ......ccc0000 9.95
BORDINO: 1812 woue: 1221450 A+ BIOLOGY G10+ 17.95 BARNYARD BLASTER . 24.95%
A+ GRAMMER G4+ .... 17.95 BASKETBALL .......... 14.95
ULDERDASH CONSTR.SET 9.95
:?wcn LEE 8.95 A+ READING COMP G1-8 35.95 BATTLEZONE . .. 19.95 PRODUCTIVITY
CASTLE WOLFENSTEIN. ... 14.95 A+ SCIENCE G3-4 .... 17.95 BLUE MAX ....... {+'907195, . NCTIONS 5chit e tnimas o 71.95
CHAMP. LODE RUNNER ... 26.95 A+ SCIENCE G5-6 . 17.95 BOULDERS & BOMBS .... 14.95 BASIC REV A CART .... 5.00
CONFLICT IN VIET NAM . 10.95 A+ SCIENCE G7-8 .... 17.95 CAVERNS OF MARS ..... 19.95 BASIC REV C CART .... 15.00
CONAN 8.95 A+ SPANISH ......... 17.95 CENTIPEDE . 14.95 BRSTC XL ooonmimimin mirks . 53.95
cosx:[c"i't'n.n'qi:i,é“:i:::. 9.95 A+ SPELLING G2-8 35.95 CHICKEN (400/800).... 4.95 BASIC XE & 71495
CRUSADE IN EUROPE .... 10.95 A+ U.S. GOV. G10+ .. 17.95 CHOPLIFTER .......... 19.95 DIAMOND (GEM O/S) . 69.95
D-BUG 4.95 A+ U.S. HIST. G5+ .. 17.95 CLAIM JUMPER . s 7495 TOGO. i s-uvsguiarsmrakios . 29.95
DELUXE. INVADERS ... ... 7.95 PRODUCTIVITY A+ VOCABULARY Gé+... 17.95 CLOUDBURST . ......... 9.95  MAC/65 ......... . 71.95
DECISION IN DESERT 10.95 ANIMATION STATION 79.95 A+ WORLD GEOG. G8+ . 17.95 CRIME BUSTER ........ 24.95* MAC/65 TOOLKIT- DISK... 26.95
DROP ZONE ... '9.95 ATARIWRITER+/SPELLCHK 44.95 A+ WORLD HIST. GB+ . 17.95 CROSSBOW 24.95% MICROSOFT BASIC II ... 31.50
F-15 STRIKE EAGLE . ... 14.95 ATARIWRITER 80 i (G = GRADE LEVEL) CROSSFIRE 9.95  MICROFILER DATABASE .. 22.50
FIGHT NIGHT oo 7005 REQUIRES XEPBO .... 44.95 ATARI: CRYSTAL CASTLES(XL/XE) 19.95  PILOT ........ e 905
GAUNTLET (64K) ....... 31.50 AWARDWARE (1050) ..... 13.50  CONCENTRATION 9.95 | DARK CHAMBERS (XL/XE). 24.95  SPARTA DOS X ......... 71.95
DEEPER DUNGEONS. . ... 22.50 BANK STREET WRITER.... 9.95 2“‘3;‘32 DRILL g':g gg}’;ggE:IDNIGET MAGIC lg-gg
i o= 3355 RAPHING ........ : i
eI Jovem 176 3698 mAnic sonits 111 0 Memonound coor 352 | S paiaon 1111 149 spucATION
HARD HAT MAC ......... 7.95 COMPUTE YOUR ROOTS ... 35.95 PLAYER MAKER ....... 9.95 DIG DUG ... 19.95  ATARI LIGHT MODULE
HERACLES . ... .. 26.95 DATAMANAGER .......... 8.95 PREFIXES ..... <. 9.93 DONKEY KONG . . 10.00 (REQ. STARTER SET) . 9.95
INFILTRATOR . .. 13.50 ELECTRONIC CHECKBOOK . 8.95 :‘égig: ’;g““ el 3'32 o N;ngngJgNm’ 13 Agg MATH ENCOUNTERS . ..... 9.95
EAKER .. .. 4.95 FAMILY FINANCE . . 6.95 RHDL ; IR .
i::il;ﬁhxi 13.50 FORMS GEN:RATOR .. 21.50 SECRET FORMULA ADVANC 9.95 EASTERN FRONT (1941). 19.95  FISHER PRICE (PRE SCHOOL):
KNICKERBOCKERS 13.50 HOME ACCOUNTANT ...... 19.95 SPELL IN CONTEXT 8.. 9.95 E.T. PHONE HOME ..... 9.95 DANCE FANTASY ...... 8.95
KENNEDY APPROACH .. 10.95 HOME FILING MANAGER. . 6.95 B(‘;’é; : GGE)T ONE FREEL! l}:igg’; l&;izy --------- ig-gz LINII((I:Ni mi;c g .Zg
v-8 8.95 INVENTORY MASTER ..... 80.95 | FINAL LEGACY ........ . 10G EVELS . !
?iT SWAT/PANTHER . 8.95 LETTER WIZARD .. 29.95 ASTROGROVER ....... . 8.95 FOOD FIGHT (XL/XE)... 19.95 MEMORY MANOR ....... 8.95
LODE RUNNER .......... 13.50 MONEY MANAGER pyus, —DIC EIRREPRGRIRA 20n | DR epenas men 14.95 ALL 4 FOR ONLY .... 24.95
NEVER ENDING STORY ... 8.95 MUSIC CONSTRUCTION SET 13.50 . : 14.95
MONTEZUMA'S REVENGE... 14.95 NEWSROOM (1050 - eax). T3E800 L esoi 22-3: SPINNAKER (AGE 3-10):
MOUSEQUEST. . , « e v evvn-- 17.95 NEWS STATION ..... . 26.95 E s . ALPHABET Z0OO ....... 9.95
MOON g!m’rTLE i.. ... 7.95 NEWS STA. COMPANION. . 26.95 MATH BLASTERS G1-6 26.95 | GORF (400/800) ...... 9.95 DELTA DRAWING ...... 9.95
NATO COMMANDER ....... 10.95 PAGE DESIGNER ........ 26.95 SPELL ITI AGE 10+.... 26.95 | HARDBALL ............ 19.95 FACEMAKER .......... 4.95
NIBBLER ....... ceien s ne 123950 CBRTNTL S0l v s ... 12.95 WORD ATTACK G4-12 26.95 | INTO EAGLES NEST(XL/XE)19.95 KIDS ON KEYS . 9.95
NINJA ..l .95 DPRINT POWER (1050). 13.50 DESIGNWARE: JOUST s osvisimiare s swvs 19.95 KINDERCOMP . ........ 9.95
OIL’S WELL ..... vev... 9.95 PRINTKIT (1050) ...... 13.50 MATHMAZE (6-11) 26.95 JUNGLE HONT 12.95 STORY MACHINE(400/800) 9.95
©'RILEY’S MINE 9.95 PRINTSHOP ............ 34.95 MISSION ALGEBRA (13+)13.50 KABOOM | 14.95 (AGE 7 - ADULT):
PENSATE .. 14.95 P.S. COMPANION (64K) . 24.95 SPELLICOPTER (6-11). 26.95 KARATEKA . ... soies, 1985 ADV.CREATOR (400/800).9.95
PIE MAN 14.95 P.S.GRAPHICS LIBRARY 1 17.95 LEARNING COMPANY: KRAZY ANTICS sies 14.95 FRACTION FEVER ..... 9.95
PIRATES OF BARB. COAST 22.50 P.S.GRAPHICS LIBRARY 2 17.95 REgER ixg” """ ;'3-;‘ LODE RUNNER ..... 24.95 (* = REQ. LIGNT GON)
PITFALL/DEMON ATTACK . 13.50 P.S.GRAPHICS LIBRARY 3 17.95 COLORAS B isiga ol 23 MARIO BROS (XL/XE). 19.95
PREPPIE I & II ....... 9.95 PROOF READER ......... 17.95 HORDSBINNER 2oieesse: 12 7.9 MEGAMANIA 9.95
ROME & THE BARBARIANS 17.95 PUBLISHING PRO ....... 35.95 TINK TONK (AGE 4-6): MILLIPEDE 9.95
SILENT SERVICE ....... 12.95 RUBBER STAMP ......... 26.95 gggl; e T ety g-gg :;NE? 20497ER (no box) lg-gg
SOLAR STAR 9.95 SUPER MAILER ......... 35.95 AND RERER . SSILE COMMAND ..... .
SOLO FLIGHT . 12.95 THE LOTTO PROGRAM ... 22.50 SMART THINKER: ccvieio o 8.95 CARTRIDGE ONLY ... 5.00
SPIDERMAN ............ 5.35 TIMEWISE ............ . 6.95 :ﬁg;ﬁgﬁlw --------- :-gz MOON PATROL ......... 19-35
SPEPPTRE B0 w/ovon: 0t ot stoe 31.50 TURBOWORD 80 ......... X84.195] | ASESRERRUNL &g e § MR. COOL ............ 4.95
SPY VS. SPY I & II ... 9.95 TOURBOFILE 80 ......... *44.95 ZRINRING SKILLS 8.95 NECROMANCER .. ... 19.95
STARBASE HYPERION .... 7.95 * REQUIRES XEP80 ALL 6 TINK TONKS.. 39.95 ONE ON ONE (XL/XE). 19.95
STARFLEET I .......... 44.95 VIDBO TITLESHOP (64K). 26.95 “':g?;&m — PAC MAN ............. 10.00
STAR RAIDERS II .. 17.95 VIRTUOSO ............ 29.95 CARTRIDGE ONLY ... 5.00
STOCKMARKET . 22.50 VISICALC ........... .. 24.95 (PRE-SCHOOL) ... . 26.95 PENGO +.ovvvvnrnnnnn. 19.95 XEGM COMPUTER
STRIP POKER . 26.95 FUN BUNCH (6-ADULT) 26.95 PLATTERMANIA ........ 9.95 INCLUDES:
SUMMER GAMES s 17495 EDUCATION WEEKLY READER (PRE-SCHOOL): | POLE POSITION ....... 19.95 * 64K MEMORY
TAX DODGE ....... .. 9.95  BUZZWORD 22.50 STICKY BEAR SHAPES . 26.95 POPEYE 14.95 * BASIC LANGUAGE
SRS R s e ‘ STICKY BEAR NUMBERS. 26.95
i el 35 TOCLOW RRmIAN 005 gony ppm WS o, 26,96 | gi 6.onoin L oles e
THEATRE EUROPE .. 8.95 gHEY DIDDLE (AGE 5“10; 9.95 STICKY BEAR OPPOSITE 26.95 RESCUE ON FRACTALAS . 19.95 * MISSILE COMMAND
TOP GUNNER 10.95 LINEAR EQUATIONS ..... 7.95 5B BASKET BOUNCE ... 26.95 | RETURN OF THE JEDI .. 14.95 * BUG HUNT
TRAILBLAZER ..... 26.95 LINKWORD: SPANISH . ... 22.50 STICKY BEAR BOP .... 26.95 ROBOTRON:2084 ....... 14.95 * LIGHTGUN
ULTIMA III ...... .. 35.95 [ INKWORD: GERMAN ..... 22.50 RON FOR IT ......... 26.95 SLIME (400/80Q0)...... 4.95 * JOYSTICK
ULTIMA IV .... +- 53.95 LINKWORD: FRENCH ..... 22.50 PIC BUILDER ........ 26.95 §§§§§Gf§mg}ig ------- lz-g: $119.95
@ RECONDITIONED ATARI MERCHANDISE 30 DAY WARRANTY n
5-V4" DISKETTES 800 (48K) DISK DRIVES 1020 COLOR 3-12" DISKS S
AS LOW AS 20 CENTS COMPUTER PRINTER/PLOTTER | AS LOW AS 75 CENTS BUSINESS
10 FOR $2.95 10 FOR $8.95
369,95 $19.95 MANA GEMENT
100 FOR $25.00 g 100 FOR $80 'ACCOUNTING
1000 FOR $150.00 1030 MODEM 810 HAPPY (new in box) 1000 FOR $750
S W PACKAGE
MOST ARE UNNGTCHED WITH EXPRESS! ENHANCEMENT S0COLDMID Y DOUBLE SIDED WITH $99.95
4 INC. PENS, PAPER, ETC. .
WITH OLD SOFTWARE $24.95 $79.95 ’ ’ OLD DEMO SOFTWARE 2 o

SHIPPING INFORMATION - Prices do not include shipping and handling. Add $5 00 for small items ($8.00 Min. for Canada). Add $8.00 for disk drive. Add $2.75 for C.0.D.

Calif. res. include 7.25% sales tax.
check, or personal check. Personal checks are held for three weeks before or

money order. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimum on all orders.

Phone orders accepted TUESDAY THROUGH FRIDAY from 10:00 am to 6:00 pm PST.
We carry a full line of ATARI products - large public domain library - write or call for free catalogue

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE - NO REFUNDS - ALL SALES ARE FINAL

Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders may be gre-paid with money order, cashier

er is processed. C.0.D orders are shipped via UPS and must be paid with cash, cashier check or




