
Notes from the Editor

My printer has not yet arrived so I will be unable
to include programs in this newsletter.
I do have the interface; it is much more versatile
than I expected. The various serial and parallel
ports have default modes for Atari equipment but
are programmable for other manufacturer’s
peripherals, including the ability to use BCD code.
I believe this means that the many used IBM
Selectronic printers that are sold cheaply can be
used with the Atari! The manual with it is the best
I’ve seen. The Interface must be used with DOS
II; this new DOS consists of two major parts; the
BOOT and the File System. The BOOT uses only 3
K of memory and is much faster.
 
Do not order programs by mail unless you know
it exists. I ordered 2 programs from Color
Software over 3 months ago. My check was cashed
in one week, the first program arrived 1 week ago
and the second has not, in spite of several letters
that have been unanswered.
 
Sebree’s advertises programs before they are
ready, but they do not charge you until they are
sent. The first program I bought 6 months ago was
their 3-D program. The manual was marked
“preliminary” and a note that a new one would be
sent. Last week I received a new final copy and
also an updated tape! The new manual is full of
neat hints and programs and I would
recommend it.
 
Sebree’s
455 Granite Ave
Montovia, Ca 91016
(Recommended)

VIEW FROM THE FIRST BYTE
by Stacy Goff

What the Atari computer system needs now is a
BASIC Compiler! But first, lets back up a little.
BASIC is by far the most prevalent language for the
Atari. The new Assembler will be excellent for
getting into the bits and really making the machine
sing, but by and large I suggest that the majority of
folks will continue coding in BASIC.

This has its advantages, and its disadvantages.
Netting it all out, the friendliness of BASIC is
betrayed only by its speed and its size. We are not
overly affected by the size, since the BASIC
Cartridge helps us there, but there is very little that
can be done about the speed.
 
This is where Assembler shines, as we are able to
use Assembler routines for graphics movement
which is faster and smoother than possible with
BASIC, and for Database System I/O, where speed
of access is limited by BASIC’s need to interpret
each instruction.
 
A BASIC compiler could be coded into a cartridge,
read the BASIC program off disk or tape, interpret
the program into machine code, and store the
result on disk or tape for later execution. Even if the
compile takes a while it would be worth it for those
high-volume activities, and it would be at our
option. Of the total Atari market, I’d bet that 20% or
more would buy a BASIC Compiler, while less than
half that would buy
 
Assembler or Pascal. How about it? If Atari can’t,
perhaps someone else should.
 
Speaking of data base systems, the system
presented and documented in Softside magazine
appears, with a little polishing, to be one of the best
available, and it is also the least expensive. For the
price of a subscription, you may acquire one of the
most sophisticated microcomputer data base
systems available!
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Color Software
5410 W. 20th
Indianapolis, In 46224
(Avoid)



COPY,FROM,TO—D?,P:-each file would then be
copied in turn to the printer automatically while
the screen lists each filename in turn.

To summarize the command sequence:
DOS
C
COPY—FROM,TO?
E:;filename

write your story, using the RETURN
key to determine the linefeeds

CONTROL 3
MENU
C
COPY—FROM,TO?
filename,E:

only whats on the screen will be
saved
COPY—FROM,TO?
E:;filename

make corrections by first erasing
original, then re-typing
CONTROL-3

C
COPY—FROM,TO?
E:;filename/A -to add to above file
C
COPY—FROM,TO?

filename,P: -using wild letters(?) 
or * to print multiple files.

The following program shows how to use the copy
editor written as above and edited line by line
before being sent to the printer. This is a less
complicated way of doing the changing of lines,
using the screen both to input the line and then,
after corrections are made, to output the
corrected line to the printer. Control codes can be
inserted at either point.

1 REM ********************************
3 REM EDIT SUBROUTINE BY
M.R.DUNN,A.C.E.
5 REM ********************************
6 REM
20000 DIM FILENAME$(10),WORDFILE$(1000)
20005 ? CHR$(125)
20010 ? "NAME OF FILE TO SEND TO
PRINTER";:INPUT FILENAME$

WORD PROCESSOR

The Atari has a built in word processor using the
DOS COPY command as an editor. This article was
written using this system. You begin by calling the
DOS menu then using the COPY (C) command. The
screen then shows COPY—FROM,TO?; you answer
E:;filename and start your typing.

This article is written with the 38 character line.
Each time you push RETURN the linefeed of the
printer will be activated and a new line started. For
an 80 line column use two lines per line printed
when you do the printing.

After you have finished your typing, save to the
disc by pressing CONTROL-3 and the file will be
loaded on the disc. Then you can reload to the
screen Editor by using COPY from filename to E:,
and you can do your corrections.

If the article is longer than the screen can hold, you
can stop the scrolling with a break key and either
change the COPY statement as above from
filename,E: to E:,filename using RETURN to re-
enter each line, and make corrections after erasing
the original letters so they won’t be duplicated.

It may be necessary to insert blank lines on the
screen so the MENU items won’t erase your file. If
you do it page by page, the files may be all
appended by using the /A after the main filename,
(eg. filename added, oldfilename/A), thereby
making a file of all the pages ready for printing.

All of the usual functions of a word processing
system can be used-the special control characters
used by the Atari 825 printer, blank lines added by
using the RETURN key, formatting your output,
tabbing, etc. It is necessary to experiment to see
how to use all of the above features to advantage,
and will have to do until a “real” word processing
system is available. (The above comments apply to
DOS II with the Atari 825 printer; I do not know if
DOS I and other printers will work the same.)

I found the easiest method was to store a page at a
time on the disc, using filename DA,DB,DC,etc and
then when printing using the wild letter ? for the
name of the file to copy from the file to the printer-
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20015 REM OPEN DISC FILE CREATED BY THE
COPY EDITOR
20020 OPEN #1,4,0,FILENAME$
20024 REM READ THE FILE STARTING FROM THE
0 LINE
20025 X=0
20029 REM WHEN FILE EMPTY, USE ERROR
MESSAGE TO END PROGRAM
20030 TRAP 20280:INPUT #1,WORDFILE$
20035 ?
20039 REM PRINT ON SCREEN THE STRING SO
IT CAN BE EDITED
20040 ? "WORDFILE=";CHR$(34);:? WORDFILE$
20050 ? "PRESS ESC TO PRINT LINE"
20060 ? "PRESS BREAK TO STOP AND CORRECT
LINE-BEFORE PRINTING, USING CURSOR
CONTROL"
20070 ? "USE 6-20090 TO CONTINUE"
20071 REM PEEKING THE KEYBOARD-UNLESS ESC
IS PRESSED-WILL LOOP AND HOLD PROGRAM
20075 FOR A=0 TO 3:REM PLACE CURSOR UP
20078 REM STOP UNTIL ESC(28)PUSHED!"
20080 POKE 764,255:REM RESET KEYBOARD
20090 IF PEEK(764)<>28 THEN 20090
20100 GOSUB 30000
20120 X=X+1
20130 GOTO 20030
20280 END
29999 REM OPEN EDITOR TO INPUT AND OUTPUT
30000 OPEN #2,12,0,"E:"
30005 REM OPEN PRINTER TO PRINT
30010 OPEN #3,8,0,"P:"
30020 PRINT #3;WORDFILE$
30030 CLOSE #3:CLOSE #2
30040 RETURN

The following program turns your Atari into an
electric typewriter. You type your text a line at a
time, and when you press return the line is printed,
just like an electric typewriter! You can also edit
anything on the screen by moving your cursor up to
a corrected line and pressing return. 

Pressing RETURN alone causes a linefeed. When it is
not necessary to save a program this is a very easy
way to print and edit anything on the screen.

1 REM ************************
2 REM TYPEWRITE by M.R. DUNN, A.C.E.
3 REM ************************
9 DIM A$(256)
10 OPEN #1,12,0,"E:"

15 OPEN #2,8,0,"P:"
20 INPUT #1,A$
30 PRINT #2,A$
40 GOTO 20
 
NOTES FROM THE EDITOR—mrd
As you can see from this issue, I have received my
Atari 825 printer. The quality of the print is very
good! There are several sizes and types that can be
used. The print used in this newsletter is reduced
to about 75% of normal by the copier.
 
DOS II is needed to operate the printer and disc
together; a pre-release DOS II was used to print this
issue. The new DOS uses much less memory—only
3K—and has a separate program for the MENU
commands. The new DOS supports random access
files with NOTE and POINT and is much faster than
the old one.

It has been reported that special pre-formatted
discs are needed—that is not true. Only the speed
of operation is increased even more with the
special discs. The speed without the pre-formatted
discs is much faster than the old DOS anyway.
 
I have been using Visicalc for a month now and find
it is every bit as good as you’ve heard. Highly
recommend to anyone who has a serious use for
their Atari. It is more expensive than the Apple
version but has some significant improvements.
 
DISC UTILITIES
The following program will list the disc
directory quickly on the screen especially
useful for DOS II, which has to load the disc
MENU each time it is used.
 
1 REM ************************
2 REM DISC MENU adapted by
3 REM M.R.DUNN from ATARI program
4 REM ************************
10 GRAPHICS 1
20 DIM FILES$(30)
40 FILES$="D1:*.*"
50 OPEN #1,6,0,FILES$
55 OPEN #2,8,0,"E:"
60 TRAP 90:INPUT #1,FILES$
70 PRINT #2;FILES$
80 GOTO 60
90 ? :? :? "TYPE RUN ‘D:NAME TO ENTER
PROGRAM’" : END
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The following program will call the disc directory in a
program.

1 REM ************************
2 REM DISC DIRECTORY SUBROUTE
3 REM by M.R.DUNN, A.C.E.
4 REM ************************
10000 POKE 82,0:POKE 83,40
10001 DIM Z$(15),C$(13)
10005 Z$="D1:*.*"
10010 OPEN #5,6,0,Z$
10015 FOR Z=1 TO 10
10018 TRAP 19999
10020 INPUT #5,C$
10030 PRINT C$,
10040 NEXT Z
19999 POKE 82,2:POKE 83,39
20000 STOP
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NEWS
MOSAIC ELECTRONICS, P.O. Box 748, Oregon City,
Ore. 97045, has just announced a 32K memory
expansion for the Atari 400 as well as the 800,
enabling the 400 owner to upgrade to discs. They
already have a 16K expansion kit for the 400 and the
8K 800 RAMs.
 
ADVENTURE INTERNATIONAL (Scott Adams) has
announced through Softside the Atari versions of his
famous Adventure series. Broderbund Software,
located in Eugene and run by the Carlston brothers,
are now working with Scott to convert their very
popular space adventures, the Galactic Trilogy
series, to Atari.
 
AUTOMATED SIMULATIONS have also announced
their Dungeon and Dragon type games for January.
 
ATARI ASSEMBLER will be released soon and I have
just received a review copy to try and hope to report
about it next issue.



110 IF (I-L)*(J-L)*(K-L)=0 THEN 210
200 PRINT N$(I);" ";N$(J);" ";N$(K);" ";N$(L)
210 NEXT L
220 NEXT K
230 NEXT J
240 NEXT I

Atari
1 DIM N$(10),M$(4)
50 FOR I=1 TO 4
60 FOR J=1 TO 4
70 IF (I-J)=0 THEN 230
80 FOR K=1 TO 4
90 IF (I-K)*(J-K)=0 THEN 220
100 FOR L=1 TO 4
110 IF (I-L)*(J-L)*(K-L)=0 THEN 210
200 GOSUB I*10+1000
201 ? " & ";
202 GOSUB J*10+1000
203 ? " & ";
204 GOSUB K*10+1000
205 ? " & ";
206 GOSUB L*10+1000
207 ?
210 NEXT L
220 NEXT K
230 NEXT J
240 NEXT I
300 END
1010 PRINT "BOB";:RETURN
1020 ? "TED";:RETURN
1030 ? "ALICE";:RETURN
1040 ? "CAROL";:RETURN

Be sure to always END your main program
before your subroutines start.
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Special Thanks....

To Steve Warren for giving me the
idea for the stereo hookup

To Pam Yokum for all her advice and
news of the future releases

To Tom Harris for sending me a new
disc drive when my old one gave me
problems---all from Atari, Sunnyvale

There are some differences between the Atari
GOSUB and others, including Microsoft’s. Most
basics RETURN to the next command, but Atari is
supposed to return to the next line.

10 GOSUB 100:PRINT "A"
20 PRINT "B"
30 END
100 RETURN

In Microsoft as well as most other Basics, “A” and “B”
would both be printed, however, according to the
manual, the Atari would only print “B”.

Although the above program will print both A and B
with my Atari, it doesn’t do so in all programs; it is
safer to use a GOSUB as the last statement on the
line.

The Atari Basic can use variables with GOSUB and
GOTO, an unusual and useful feature. In the
following example, the control of the joystick is
directed by the GOSUB:

10 GRAPHICS 0
15 S=STRIG(0)
20 GOSUB S+1000
30 POSITION 0,0:PRINT "RESULT: ";S;" "
40 GOTO 10
1000 S=S+1:RETURN

1001 S=S-1:RETURN

GOSUB and GOTO can also be used with a one-
dimension as the variable and can be used to
simulate a string array! The following program,
which combines the various names in all possible
ways, demonstrates a way to convert a Microsoft
string array program to an Atari program.

Microsoft
10 N$(1)="BOB"
20 N$(2)="TED"
30 N$(3)="ALICE"
40 N$(4)="CAROL"
50 FOR I=1 TO 4
60 FOR J=1 TO 4
70 IF (I-J)=0 THEN 230
80 FOR K=1 TO 4
90 IF (I-K)*(J-K)=0 THEN 220
100 FOR L=1 TO 4

GOSUB AND GOTO



FASTGAMMON: 
A BRIEF REVIEW
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I acquired the game Fastgammon, from Quality
Software. The first version I received would not load
at all; after sending it back I received a new copy and
this one works very well; I have not had a single
instance of loading problem.

The game plays well, although it is clearly
programmed for a system with nowhere near the
graphics capability of the Atari. Seems like kind of a
waste, but I guess they have an advanced version
coming--maybe that will take better advantage of
Atari’s graphics.

Those of you with disks are probably a little too
spoiled to enjoy the length of time it takes to load
the program into core; the new release is supposed
to be available on disk to improve that.

The game plays well. I especially liked the
adjustable speed for moves, although I don’t think
I’d ever use the slowest speed. It uses the Atari’s
keyboard clicker to make noise as it rolls the dice;
again a holdover from a system much less
sophisticated than our Atari--why not take
advantage of the great range of sounds available?
Besides, I’m not sure the keyboard clicker was
intended for that kind of use.

Overall, the Fastgammon game by Quality
Software is worth the $19.95 investment, although
a straight conversion from a less-interesting
computer system sorta wastes some good logic and
a great system.

by Stacy Goff

When the honeymoon's over, when you have had
your new Atari long enough to get tired of all the
games and programs you bought it for, but you
haven't had it long enough yet to learn how to
program it to do something really functional, that's
the time to take a look at your investment.

With some credit purchase payment plans, this
period coincides with the first monthly payment; for
others, the computer is paid for, and relegated to the
kids for games only; a tremendous loss to mankind,
for your Atari computer is an educational tool, a
household boon, a business productivity machine: If
only you can wring these capabilities from it.

How, you ask, can this be done? There are two paths.
One (I prefer this option) is to learn to program. The
Basic language is fairly easy to learn, as languages go. 

But an understanding of the computer's power is
necessary if you really want to make the box work for
you.

To this end I'd suggest a night-school class at a local
community college; perhaps a group of people (such
as A.C.E.) could put together a class at LCC, with
instructor and all, so we could get “up to speed.”

The other option is to define the areas you are
interested in putting on your computer, then shop
around for professionally written programs to meet
your needs. In this way you can acquire very
sophisticated systems (groups of programs which
work together to produce an end-result) which most
people are incapable of producing.

The critical step in this option is that definition of
areas and your needs in those areas. A major portion
of the data processing industry is involved with this
systems analysis.

In the next few years, as more and more folks get
into the microcomputer age, more and more
“standard packages” for major areas of application
will be made available. The same basic processes you
use to decide what else your computer can do for
you will be followed by hundreds of thousands of
people in the next decade; you are in good
company!

Reconstruction Note: 

Two surviving versions of ACE of Eugene,
Volume 1, Issue 2 appear to exist, with
overlapping pages and some differences
in content. This recreated edition
combines the available material into one
complete issue while removing
duplicated pages.

I/O



FIRST EVER ELECTRONIC CHRISTMAS CARD!
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Presented here as a special feature for A.C.E. readers
is the world’s first electronic singing Christmas card! 

At the same time the program contains some
techniques of value to most novice-to-intermediate
programmers.

The program makes use of the DATA statement to
supply information to a singing, writing loop. Data in
the data statements tell the program where to print
each word so the final image reflects a seasonal image
(I won’t tell you what!). In addition, the data
statements associate which notes to associate with
which words, and even how long to play each note.

A useful feature is the compare for 999, which the
program uses to determine if end-of-data has been
reached. Similarly, I have identified cases where a note
is produced without printing a word. See if you can see
how this is handled.

Three different kinds of loops are demonstrated in
the program: First notice the instruction 180 GOTO
120. This instruction creates a loop to read the next
data statement and sing the next note. The program
will continue in this loop until 999 is read or you cancel
the program.

Another smaller loop is the FOR TIME=1 TO 120:NEXT
TIME loop. This is a delay loop to cause a certain
duration for each note. The program adds the value of
the data variable DURATION to the time delay for each
note.

The last loop is the one in instruction 1000, which runs
the program again. What does the figure in the quotes
do? What would happen without it?

When I first wrote this program I had a problem with
each write wiping out everything earlier on the same
line. That is why the graphic mode has +32 added to it;
apparently not only does that keep the screen from
being wiped out when the GRAPHIC statement is
issued, it also keeps the PRINT statement from
clearing the line.

Have fun with your electronic Christmas card!!!
10 REM —THE FIRST EVER, AUTOMATED—
20 REM —CHRISTMAS CARD, USING —
30 REM —SIGHT AND SOUND TO WISH —
40 REM —YOU A MERRY CHRISTMAS —

50 REM —FROM THE A.C.E. (ATARI —
60 REM —COMPUTER ENTHUSIASTS) OF —
70 REM —EUGENE! S. GOFF 12/80 —
100 GRAPHICS 2+16+32
110 SETCOLOR 4,12,INT(RND(0)*5)+3
111 SETCOLOR 0,4,0:COLOR 0:DIM DATA$(20)
120 READ X,Y,DATA$,TONE,DURATION
130 IF X=999 THEN GOTO 1000:REM END OF
DATA
140 IF X=0 THEN GOTO 160:REM NO WORDS,
JUST SOUNDS
145 FOR TIME=1 TO 15:NEXT TIME
150 POSITION X-1,Y:? #6;DATA$
160 SOUND 0,TONE,14,8:SOUND 1,TONE-
1,14,6
170 FOR TIME=0 TO 120+DURATION
171 NEXT TIME:SOUND 0,0,0,0:SOUND
1,0,0,0
180 GOTO 120
200 DATA 11,0,X,5,0
210 DATA 10,1,WE.,100,30
220 DATA 9,2,WISH,75,0
230 DATA 8,3,.YOU,75,-30
235 DATA 13,3,A,67,-30
240 DATA 8,4,MERRY…,75,-40
245 DATA 0,0,,80,-40
250 DATA 7,5,CHRISTMAS,90,20
255 DATA 0,0,,90,40
260 DATA 5,6,WE,90,40
270 DATA 8,6,WISH,67,0
280 DATA 13,6,YOU,67,-30
290 DATA 17,6,A,60,-30
300 DATA 4,7,MERRY,67,-40
305 DATA 0,0,,75,-40
310 DATA 10,7,CHRISTMAS,80,20
315 DATA 0,0,,80,40
320 DATA 2,8,WE,80,0
330 DATA 5,8,WISH,60,20
340 DATA 10,8,YOU,60,-20
350 DATA 14,8,A,56,-20
360 DATA 16,8,MERRY,60,80
365 DATA 0,0,,67,10
370 DATA 1,9,CHRISTMAS,75,40
375 DATA 0,0,,90,40
380 DATA 11,9,&,100,-30
390 DATA 14,9,A,100,-20
400 DATA 16,9,HAPPY,90,0
405 DATA 0,8,,67,-20
410 DATA 10,10,NEW,80,20
420 DATA 9,11,YEAR!,75,40
500 DATA 999,0,,10,0
1000 ? CHR$(125):RUN



Listen ATARI!
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Connect your Atari to your Stereo for fantastic
sound! Follow the diagram. Use shielded mike
cable, connected by a 5-pin DIN plug to the Atari
Video Jack next to the tape/disc I/O port. Solder the
inner wire to pin 1 and the shield to 3.

Connect the other end to RCA plugs. I have 40' of
cable to my stereo and it sounds great, especially
with the music composer and with Star Raiders.
Sebree's sells the adapter to people who do not know
how to solder for about $17; I have not seen it but I
assume it is done the same way.

-mrd

By Stacy Goff

USING THE ATARI'S "WORD PROCESSING"
CAPABILITY FOR THE FIRST TIME, FOLLOWING
MIKE'S INSTRUCTIONS PRINTED ELSEWHERE IN THIS
ISSUE, I FOUND IT TO BE JUST A LITTLE CONFUSING.
I ESPECIALLY HAD PROBLEMS WITH THE PART ON
EDITING, INSERTING AND DELETING LINES. 

It wasn't until I had worked with it for quite a while
that I realized that everything didn't have to be in
capital letters! Now that I've worked with it a little, it
seems to be a pretty good feature (especially since
it's free!). Obviously it would be easier to deal with if
I had my own printer--so I can see what the output
looks like. But that will have to wait! VisiCalc is next
on my list of new acquisitions to save up for.

I think it is significant that this issue is produced
(almost) entirely on the Atari computer. At the same
time it is clear that it takes a little more care and
planning than sitting down at a typewriter and
whipping out some verbiage. On second thought,
perhaps with this arrangement, everybody wins!

The following short program shows how you can
use the POKE 201 (TAB) for plotting with the ATARI
825 printer. It could be expanded to plot functions,
charts, etc., as well as used for simple TAB
functions.
 
10 DIM A$(80)
20 OPEN #1,9,0,"P:"
30 A$="*"
40 FOR X=1 TO 100
50 POKE 201,X:PRINT #1,A$
60 NEXT X

 

 

—NEXT ISSUE more programs and news, some
game programs by Tom Ettel, our most talented
game writer for the 400, more reviews of Atari and
independent software, etc. If you receive or see this
newsletter and belong to another club, let's
exchange newsletters, etc.

VIEW FROM THE 
FIRST BYTE - II
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	Notes from the Editor
	My printer has not yet arrived so I will be unable to include programs in this newsletter. I do have the interface; it is much more versatile than I expected. The various serial and parallel ports have default modes for Atari equipment but are programmable for other manufacturer’s peripherals, including the ability to use BCD code. I believe this means that the many used IBM Selectronic printers that are sold cheaply can be used with the Atari! The manual with it is the best I’ve seen. The Interface must be used with DOS II; this new DOS consists of two major parts; the BOOT and the File System. The BOOT uses only 3 K of memory and is much faster.
	Do not order programs by mail unless you know it exists. I ordered 2 programs from Color Software over 3 months ago. My check was cashed in one week, the first program arrived 1 week ago and the second has not, in spite of several letters that have been unanswered.
	Sebree’s advertises programs before they are ready, but they do not charge you until they are sent. The first program I bought 6 months ago was their 3-D program. The manual was marked “preliminary” and a note that a new one would be sent. Last week I received a new final copy and also an updated tape! The new manual is full of neat hints and programs and I would recommend it.
	Sebree’s 455 Granite Ave Montovia, Ca 91016 (Recommended)
	Color Software 5410 W. 20th Indianapolis, In 46224 (Avoid)


	VIEW FROM THE FIRST BYTE by Stacy Goff
	What the Atari computer system needs now is a BASIC Compiler! But first, lets back up a little. BASIC is by far the most prevalent language for the Atari. The new Assembler will be excellent for getting into the bits and really making the machine sing, but by and large I suggest that the majority of folks will continue coding in BASIC.
	This has its advantages, and its disadvantages. Netting it all out, the friendliness of BASIC is betrayed only by its speed and its size. We are not overly affected by the size, since the BASIC Cartridge helps us there, but there is very little that can be done about the speed.
	This is where Assembler shines, as we are able to use Assembler routines for graphics movement which is faster and smoother than possible with BASIC, and for Database System I/O, where speed of access is limited by BASIC’s need to interpret each instruction.
	A BASIC compiler could be coded into a cartridge, read the BASIC program off disk or tape, interpret the program into machine code, and store the result on disk or tape for later execution. Even if the compile takes a while it would be worth it for those high-volume activities, and it would be at our option. Of the total Atari market, I’d bet that 20% or more would buy a BASIC Compiler, while less than half that would buy
	Assembler or Pascal. How about it? If Atari can’t, perhaps someone else should.
	Speaking of data base systems, the system presented and documented in Softside magazine appears, with a little polishing, to be one of the best available, and it is also the least expensive. For the price of a subscription, you may acquire one of the most sophisticated microcomputer data base systems available!

	speakATARI!
	WORD PROCESSOR
	The Atari has a built in word processor using the DOS COPY command as an editor. This article was written using this system. You begin by calling the DOS menu then using the COPY (C) command. The screen then shows COPY—FROM,TO?; you answer E:;filename and start your typing.
	This article is written with the 38 character line. Each time you push RETURN the linefeed of the printer will be activated and a new line started. For an 80 line column use two lines per line printed when you do the printing.
	After you have finished your typing, save to the disc by pressing CONTROL-3 and the file will be loaded on the disc. Then you can reload to the screen Editor by using COPY from filename to E:, and you can do your corrections.
	If the article is longer than the screen can hold, you can stop the scrolling with a break key and either change the COPY statement as above from filename,E: to E:,filename using RETURN to re-enter each line, and make corrections after erasing the original letters so they won’t be duplicated.
	It may be necessary to insert blank lines on the screen so the MENU items won’t erase your file. If you do it page by page, the files may be all appended by using the /A after the main filename, (eg. filename added, oldfilename/A), thereby making a file of all the pages ready for printing.
	All of the usual functions of a word processing system can be used-the special control characters used by the Atari 825 printer, blank lines added by using the RETURN key, formatting your output, tabbing, etc. It is necessary to experiment to see how to use all of the above features to advantage, and will have to do until a “real” word processing system is available. (The above comments apply to DOS II with the Atari 825 printer; I do not know if DOS I and other printers will work the same.)
	I found the easiest method was to store a page at a time on the disc, using filename DA,DB,DC,etc and then when printing using the wild letter ? for the name of the file to copy from the file to the printer-
	COPY,FROM,TO—D?,P:-each file would then be copied in turn to the printer automatically while the screen lists each filename in turn.
	To summarize the command sequence: DOS C COPY—FROM,TO? E:;filename write your story, using the RETURN key to determine the linefeeds
	The following program shows how to use the copy editor written as above and edited line by line before being sent to the printer. This is a less complicated way of doing the changing of lines, using the screen both to input the line and then, after corrections are made, to output the corrected line to the printer. Control codes can be inserted at either point.
	1 REM ******************************** 3 REM EDIT SUBROUTINE BY M.R.DUNN,A.C.E. 5 REM ******************************** 6 REM 20000 DIM FILENAME$(10),WORDFILE$(1000) 20005 ? CHR$(125) 20010 ? "NAME OF FILE TO SEND TO PRINTER";:INPUT FILENAME$


	20015 REM OPEN DISC FILE CREATED BY THE COPY EDITOR 20020 OPEN #1,4,0,FILENAME$ 20024 REM READ THE FILE STARTING FROM THE 0 LINE 20025 X=0 20029 REM WHEN FILE EMPTY, USE ERROR MESSAGE TO END PROGRAM 20030 TRAP 20280:INPUT #1,WORDFILE$ 20035 ? 20039 REM PRINT ON SCREEN THE STRING SO IT CAN BE EDITED 20040 ? "WORDFILE=";CHR$(34);:? WORDFILE$ 20050 ? "PRESS ESC TO PRINT LINE" 20060 ? "PRESS BREAK TO STOP AND CORRECT LINE-BEFORE PRINTING, USING CURSOR CONTROL" 20070 ? "USE 6-20090 TO CONTINUE" 20071 REM PEEKING THE KEYBOARD-UNLESS ESC IS PRESSED-WILL LOOP AND HOLD PROGRAM 20075 FOR A=0 TO 3:REM PLACE CURSOR UP 20078 REM STOP UNTIL ESC(28)PUSHED!" 20080 POKE 764,255:REM RESET KEYBOARD 20090 IF PEEK(764)<>28 THEN 20090 20100 GOSUB 30000 20120 X=X+1 20130 GOTO 20030 20280 END 29999 REM OPEN EDITOR TO INPUT AND OUTPUT 30000 OPEN #2,12,0,"E:" 30005 REM OPEN PRINTER TO PRINT 30010 OPEN #3,8,0,"P:" 30020 PRINT #3;WORDFILE$ 30030 CLOSE #3:CLOSE #2 30040 RETURN
	The following program turns your Atari into an electric typewriter. You type your text a line at a time, and when you press return the line is printed, just like an electric typewriter! You can also edit anything on the screen by moving your cursor up to a corrected line and pressing return.
	Pressing RETURN alone causes a linefeed. When it is not necessary to save a program this is a very easy way to print and edit anything on the screen.
	1 REM ************************ 2 REM TYPEWRITE by M.R. DUNN, A.C.E. 3 REM ************************ 9 DIM A$(256) 10 OPEN #1,12,0,"E:"



	15 OPEN #2,8,0,"P:" 20 INPUT #1,A$ 30 PRINT #2,A$ 40 GOTO 20
	NOTES FROM THE EDITOR—mrd As you can see from this issue, I have received my Atari 825 printer. The quality of the print is very good! There are several sizes and types that can be used. The print used in this newsletter is reduced to about 75% of normal by the copier.
	DOS II is needed to operate the printer and disc together; a pre-release DOS II was used to print this issue. The new DOS uses much less memory—only 3K—and has a separate program for the MENU commands. The new DOS supports random access files with NOTE and POINT and is much faster than the old one.
	It has been reported that special pre-formatted discs are needed—that is not true. Only the speed of operation is increased even more with the special discs. The speed without the pre-formatted discs is much faster than the old DOS anyway.
	I have been using Visicalc for a month now and find it is every bit as good as you’ve heard. Highly recommend to anyone who has a serious use for their Atari. It is more expensive than the Apple version but has some significant improvements.
	DISC UTILITIES The following program will list the disc directory quickly on the screen especially useful for DOS II, which has to load the disc MENU each time it is used.
	1 REM ************************ 2 REM DISC MENU adapted by 3 REM M.R.DUNN from ATARI program 4 REM ************************ 10 GRAPHICS 1 20 DIM FILES$(30) 40 FILES$="D1:*.*" 50 OPEN #1,6,0,FILES$ 55 OPEN #2,8,0,"E:" 60 TRAP 90:INPUT #1,FILES$ 70 PRINT #2;FILES$ 80 GOTO 60 90 ? :? :? "TYPE RUN ‘D:NAME TO ENTER PROGRAM’" : END


	The following program will call the disc directory in a program.
	ADVENTURE INTERNATIONAL (Scott Adams) has announced through Softside the Atari versions of his famous Adventure series. Broderbund Software, located in Eugene and run by the Carlston brothers, are now working with Scott to convert their very popular space adventures, the Galactic Trilogy series, to Atari.
	AUTOMATED SIMULATIONS have also announced their Dungeon and Dragon type games for January.
	ATARI ASSEMBLER will be released soon and I have just received a review copy to try and hope to report about it next issue.
	GOSUB AND GOTO
	There are some differences between the Atari GOSUB and others, including Microsoft’s. Most basics RETURN to the next command, but Atari is supposed to return to the next line.
	10 GOSUB 100:PRINT "A" 20 PRINT "B" 30 END 100 RETURN
	In Microsoft as well as most other Basics, “A” and “B” would both be printed, however, according to the manual, the Atari would only print “B”.
	Although the above program will print both A and B with my Atari, it doesn’t do so in all programs; it is safer to use a GOSUB as the last statement on the line.
	The Atari Basic can use variables with GOSUB and GOTO, an unusual and useful feature. In the following example, the control of the joystick is directed by the GOSUB:

	10 GRAPHICS 0 15 S=STRIG(0) 20 GOSUB S+1000 30 POSITION 0,0:PRINT "RESULT: ";S;" " 40 GOTO 10 1000 S=S+1:RETURN 1001 S=S-1:RETURN
	GOSUB and GOTO can also be used with a one-dimension as the variable and can be used to simulate a string array! The following program, which combines the various names in all possible ways, demonstrates a way to convert a Microsoft string array program to an Atari program.
	Microsoft 10 N$(1)="BOB" 20 N$(2)="TED" 30 N$(3)="ALICE" 40 N$(4)="CAROL" 50 FOR I=1 TO 4 60 FOR J=1 TO 4 70 IF (I-J)=0 THEN 230 80 FOR K=1 TO 4 90 IF (I-K)*(J-K)=0 THEN 220 100 FOR L=1 TO 4


	110 IF (I-L)*(J-L)*(K-L)=0 THEN 210 200 PRINT N$(I);" ";N$(J);" ";N$(K);" ";N$(L) 210 NEXT L 220 NEXT K 230 NEXT J 240 NEXT I
	Atari 1 DIM N$(10),M$(4) 50 FOR I=1 TO 4 60 FOR J=1 TO 4 70 IF (I-J)=0 THEN 230 80 FOR K=1 TO 4 90 IF (I-K)*(J-K)=0 THEN 220 100 FOR L=1 TO 4 110 IF (I-L)*(J-L)*(K-L)=0 THEN 210 200 GOSUB I*10+1000 201 ? " & "; 202 GOSUB J*10+1000 203 ? " & "; 204 GOSUB K*10+1000 205 ? " & "; 206 GOSUB L*10+1000 207 ? 210 NEXT L 220 NEXT K 230 NEXT J 240 NEXT I 300 END 1010 PRINT "BOB";:RETURN 1020 ? "TED";:RETURN 1030 ? "ALICE";:RETURN 1040 ? "CAROL";:RETURN
	Be sure to always END your main program before your subroutines start.

	Special Thanks....
	To Steve Warren for giving me the idea for the stereo hookup
	To Pam Yokum for all her advice and news of the future releases
	To Tom Harris for sending me a new disc drive when my old one gave me problems---all from Atari, Sunnyvale


	FASTGAMMON:  A BRIEF REVIEW
	I acquired the game Fastgammon, from Quality Software. The first version I received would not load at all; after sending it back I received a new copy and this one works very well; I have not had a single instance of loading problem.
	The game plays well, although it is clearly programmed for a system with nowhere near the graphics capability of the Atari. Seems like kind of a waste, but I guess they have an advanced version coming--maybe that will take better advantage of Atari’s graphics.
	Those of you with disks are probably a little too spoiled to enjoy the length of time it takes to load the program into core; the new release is supposed to be available on disk to improve that.
	The game plays well. I especially liked the adjustable speed for moves, although I don’t think I’d ever use the slowest speed. It uses the Atari’s keyboard clicker to make noise as it rolls the dice; again a holdover from a system much less sophisticated than our Atari--why not take advantage of the great range of sounds available? Besides, I’m not sure the keyboard clicker was intended for that kind of use.
	Overall, the Fastgammon game by Quality Software is worth the $19.95 investment, although a straight conversion from a less-interesting computer system sorta wastes some good logic and a great system.
	Reconstruction Note:
	Two surviving versions of ACE of Eugene, Volume 1, Issue 2 appear to exist, with overlapping pages and some differences in content. This recreated edition combines the available material into one complete issue while removing duplicated pages.


	I/O
	by Stacy Goff
	When the honeymoon's over, when you have had your new Atari long enough to get tired of all the games and programs you bought it for, but you haven't had it long enough yet to learn how to program it to do something really functional, that's the time to take a look at your investment.
	With some credit purchase payment plans, this period coincides with the first monthly payment; for others, the computer is paid for, and relegated to the kids for games only; a tremendous loss to mankind, for your Atari computer is an educational tool, a household boon, a business productivity machine: If only you can wring these capabilities from it.
	How, you ask, can this be done? There are two paths. One (I prefer this option) is to learn to program. The Basic language is fairly easy to learn, as languages go.
	But an understanding of the computer's power is necessary if you really want to make the box work for you.
	To this end I'd suggest a night-school class at a local community college; perhaps a group of people (such as A.C.E.) could put together a class at LCC, with instructor and all, so we could get “up to speed.”
	The other option is to define the areas you are interested in putting on your computer, then shop around for professionally written programs to meet your needs. In this way you can acquire very sophisticated systems (groups of programs which work together to produce an end-result) which most people are incapable of producing.
	The critical step in this option is that definition of areas and your needs in those areas. A major portion of the data processing industry is involved with this systems analysis.
	In the next few years, as more and more folks get into the microcomputer age, more and more “standard packages” for major areas of application will be made available. The same basic processes you use to decide what else your computer can do for you will be followed by hundreds of thousands of people in the next decade; you are in good company!


	FIRST EVER ELECTRONIC CHRISTMAS CARD!
	Presented here as a special feature for A.C.E. readers is the world’s first electronic singing Christmas card!
	At the same time the program contains some techniques of value to most novice-to-intermediate programmers.
	The program makes use of the DATA statement to supply information to a singing, writing loop. Data in the data statements tell the program where to print each word so the final image reflects a seasonal image (I won’t tell you what!). In addition, the data statements associate which notes to associate with which words, and even how long to play each note.
	A useful feature is the compare for 999, which the program uses to determine if end-of-data has been reached. Similarly, I have identified cases where a note is produced without printing a word. See if you can see how this is handled.
	Three different kinds of loops are demonstrated in the program: First notice the instruction 180 GOTO 120. This instruction creates a loop to read the next data statement and sing the next note. The program will continue in this loop until 999 is read or you cancel the program.
	Another smaller loop is the FOR TIME=1 TO 120:NEXT TIME loop. This is a delay loop to cause a certain duration for each note. The program adds the value of the data variable DURATION to the time delay for each note.
	The last loop is the one in instruction 1000, which runs the program again. What does the figure in the quotes do? What would happen without it?
	When I first wrote this program I had a problem with each write wiping out everything earlier on the same line. That is why the graphic mode has +32 added to it; apparently not only does that keep the screen from being wiped out when the GRAPHIC statement is issued, it also keeps the PRINT statement from clearing the line.
	50 REM —FROM THE A.C.E. (ATARI — 60 REM —COMPUTER ENTHUSIASTS) OF — 70 REM —EUGENE! S. GOFF 12/80 — 100 GRAPHICS 2+16+32 110 SETCOLOR 4,12,INT(RND(0)*5)+3 111 SETCOLOR 0,4,0:COLOR 0:DIM DATA$(20) 120 READ X,Y,DATA$,TONE,DURATION 130 IF X=999 THEN GOTO 1000:REM END OF DATA 140 IF X=0 THEN GOTO 160:REM NO WORDS, JUST SOUNDS 145 FOR TIME=1 TO 15:NEXT TIME 150 POSITION X-1,Y:? #6;DATA$ 160 SOUND 0,TONE,14,8:SOUND 1,TONE-1,14,6 170 FOR TIME=0 TO 120+DURATION 171 NEXT TIME:SOUND 0,0,0,0:SOUND 1,0,0,0 180 GOTO 120 200 DATA 11,0,X,5,0 210 DATA 10,1,WE.,100,30 220 DATA 9,2,WISH,75,0 230 DATA 8,3,.YOU,75,-30 235 DATA 13,3,A,67,-30 240 DATA 8,4,MERRY…,75,-40 245 DATA 0,0,,80,-40 250 DATA 7,5,CHRISTMAS,90,20 255 DATA 0,0,,90,40 260 DATA 5,6,WE,90,40 270 DATA 8,6,WISH,67,0 280 DATA 13,6,YOU,67,-30 290 DATA 17,6,A,60,-30 300 DATA 4,7,MERRY,67,-40 305 DATA 0,0,,75,-40 310 DATA 10,7,CHRISTMAS,80,20 315 DATA 0,0,,80,40 320 DATA 2,8,WE,80,0 330 DATA 5,8,WISH,60,20 340 DATA 10,8,YOU,60,-20 350 DATA 14,8,A,56,-20 360 DATA 16,8,MERRY,60,80 365 DATA 0,0,,67,10 370 DATA 1,9,CHRISTMAS,75,40 375 DATA 0,0,,90,40 380 DATA 11,9,&,100,-30 390 DATA 14,9,A,100,-20 400 DATA 16,9,HAPPY,90,0 405 DATA 0,8,,67,-20 410 DATA 10,10,NEW,80,20 420 DATA 9,11,YEAR!,75,40 500 DATA 999,0,,10,0 1000 ? CHR$(125):RUN
	Listen ATARI!
	-mrd


	VIEW FROM THE  FIRST BYTE - II
	By Stacy Goff
	USING THE ATARI'S "WORD PROCESSING" CAPABILITY FOR THE FIRST TIME, FOLLOWING MIKE'S INSTRUCTIONS PRINTED ELSEWHERE IN THIS ISSUE, I FOUND IT TO BE JUST A LITTLE CONFUSING. I ESPECIALLY HAD PROBLEMS WITH THE PART ON EDITING, INSERTING AND DELETING LINES.
	It wasn't until I had worked with it for quite a while that I realized that everything didn't have to be in capital letters! Now that I've worked with it a little, it seems to be a pretty good feature (especially since it's free!). Obviously it would be easier to deal with if I had my own printer--so I can see what the output looks like. But that will have to wait! VisiCalc is next on my list of new acquisitions to save up for.
	I think it is significant that this issue is produced (almost) entirely on the Atari computer. At the same time it is clear that it takes a little more care and planning than sitting down at a typewriter and whipping out some verbiage. On second thought, perhaps with this arrangement, everybody wins!
	The following short program shows how you can use the POKE 201 (TAB) for plotting with the ATARI 825 printer. It could be expanded to plot functions, charts, etc., as well as used for simple TAB functions.
	10 DIM A$(80) 20 OPEN #1,9,0,"P:" 30 A$="*" 40 FOR X=1 TO 100 50 POKE 201,X:PRINT #1,A$ 60 NEXT X
	—NEXT ISSUE more programs and news, some game programs by Tom Ettel, our most talented game writer for the 400, more reviews of Atari and independent software, etc. If you receive or see this newsletter and belong to another club, let's exchange newsletters, etc.




