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BITS from the Editor

The A.C.E. club is a true users group started in
September of 1980 by a group of Eugene owners of
Atari 400 & 800’s. We began by publishing a
newsletter for our members, to inform them of
meetings, special events, and new products, but
soon Atari owners from all over the country
requested copies. The newsletter consists of articles
by our members and also by professionals in
computing. Because we are a newsletter, rather
than a magazine we are able to print the latest
news- our deadline is only three days before we mail
out the issue. I call Atari right before to learn the
latest, and then print it.
 
This is not a commercial endeavor! BUT it is
starting to get expensive to provide this service. Our
newsletter is now sent to all of the dealers in the
northwest, our local owners, editors of various
computer magazines; various software writers and
other vendors, and anyone else who requests it.
Expenses to send to the dealers is underwritten, but
Stacy Goff and I pay the rest. When we only sent out
40 or so, it was not a problem, but now we are
printing up over 300 and more each issue.
 
We are also improving each issue, and have writers
from all over the country, some of who are
professionals and some who are people like you
who want to support our users group. We aim to
become the main Atari users group newsletter,
but not compete with professional magazines.
 
To help pay these expenses, I would like to propose
for the next meeting the following fees-
Student-$5.00 Regular-$8.00 Angel-$10.00
 
If you cannot afford to pay, but want to continue,
that’s fine, and hopefully there will be enough
“Angels” to cover you.

This letter is not to have you send money now
(unless it is burning a hole in your pocket) but to get
your feedback about this, and what you consider to
be a fair fee for our monthly efforts.

VIEW FROM THE FIRST BYTE
by Stacy Goff

It is with great pleasure and excitement that we
announce the first annual Atari Computer
Enthusiast’s User Conference, a unique
opportunity for Atari personal computer system
owners to see and hear everything you ever wanted
to know about your Atari (but didn’t know who to
ask).

Scheduled for Saturday, January 31 in Portland, we
expect to attract users and user groups from all
over the Pacific Northwest. Presented by our ACE
user group together with Richard Reeves &
Associates, the ACE Conference will include topics
ranging from programming tips to new applications
software demonstrations to open seminars with
the folks from Atari who know it all.

Some of the topics are still awaiting confirmation at
this time, but include a Visicalc executive seminar
and hands-on workshop, time with Compuserve,
the communications link providing electronic mail,
an extremely useful Atari newsletter and many
other services, and several secret new Atari game
programs which will be announced later this year,
as well as the new applications Atari has just
announced for 1981.

As a featured attraction the Eugene ACE User
Group will challenge the Seattle user group (and
anyone else who cares to challenge) to a high-
points duel in the new Atari mystery game; to the
victor will go a special award, courtesy of Atari (no,
I’m afraid we can’t keep the game).

Another high point in the user interchange segment
of the program will be the introduction of ATARI-
TOO-DEE-TOO, a robot programmed by the Seattle
group to operate from the Atari’s joystick port!
 
As you can see, we have put together, with the aid
of Atari, a pretty impressive range of topics. To my
knowledge, this is the first time anything like this
has ever been done ANYWHERE! What’s more, 1
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The following program is by Bill Degroot, the new
manager of Camera Showcase, 5515 Main,
Springfield, Oregon 97477, phone 747-3332, an 
Atari Computer dealership. He used to program 
IBM’s at the U of O and now is interested in
developing business programs for his Atari.

—M.D., editor

Computer language is actually simple. To show that
to you, I wrote a program that will calculate
payments on your house mortgage, a new car, or any
other loan you decide to make. In addition to the
monthly payment, it will give you the unpaid balance,
how much of your payment will go to interest, and
how much goes to paying off the unpaid principal.
I found that it is a very handy program for myself, but
also in my brand new store, it has helped me close
deals on many cameras, but not computers yet. At
the same time, I grab the chance to introduce people
to the simplicity and convenience of a
microcomputer for personal use.

Here was my idea: many car salesmen, real estate
people, etc., walk around with plastified cards, full of
what is called “factors.” By multiplying this “factor”
with the amount of money to finance, the monthly
payment is found. The annual, or total finance
charges are usually not calculated, or explained by
these people. In the car business, they might not
understand what the heck you are talking about, and
usually refer you to the manager.

This program uses only a couple of really basic and 

there is no charge for attending the conference,
thanks to Atari and Richard Reeves.

So what do we do to sign up? Simply fill out the entry
form on the inside of this newsletter, and mail it to
the address listed by January 17. By return mail your
registration will be confirmed, and the location and
schedule of events will be included.

Who is invited? Everyone who either has an Atari
or is considering the purchase! However this is a
user conference, not a sales meeting! After the
conference you may visit your dealer and place any
orders you wish to make.

I’d like to thank Bridget Schwarz and her company,
Richard Reeves and Associates, for putting the ACE
conference together. I eagerly look forward to
January 31; hope to see you there!
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simple commands. The most difficult part was to find
the original mathematical formula to calculate these
“factors.” Every textbook on financing has the
formula, but since I did not have one, I went to the
LCC library and found it in a mathematical
encyclopedia.

It took several trials to convert the formula properly
into BASIC, as I am not the world’s greatest
programmer, you know!

Try it out, and see if the payments out of the
newspaper ads of the local car dealers are correct.
You will have some surprises.

1 REM ***********************************
2 REM BY BILL DE GROOT, A.C.E.
3 REM **********************************
4 REM THIS PROGRAM WILL ASK FOR AN AMOUNT
5 REM OF MONEY TO FINANCE, THE ANNUAL 
6 REM PERCENTAGE RATE AND THE NUMBER OF 
7 REM MONTHLY PAYMENTS. IT WILL CALCULATE 
8 REM THE MONTHLY PAYMENT, THE UNPAID 
9 REM PRINCIPAL, THE INTEREST AND 
10 REM PRINCIPAL PARTS OF THE PAYMENT.
99 REM
***************************************
100 PRINT "ENTER AMOUNT TO FINANCE";
110 INPUT B
120 PRINT "ENTER THE ANNUAL PERCENTAGE
RATE";
130 INPUT APR
140 PRINT "ENTER THE NUMBER OF MONTHLY
PAYMENTS";
150 INPUT MO
160 FM=B/((1-(1+APR/100/12)^(-
MO))/(APR/100/12))
170 PRINT
190 PRINT "MONTH ";MO
200 PRINT "TOTAL PAYMENT ";FM
210 PRINT "PRINCIPAL ";B
220 I=B*APR/100/12
230 PR=FM-I
240 B=B-PR
250 PRINT "INTEREST PAYMENT ";I
260 PRINT "PRINCIPAL PAYMENT ";PR
270 PRINT "NEW PRINCIPAL ";B
280 MO=MO-1
290 IF B>0 THEN 170
300 END



VISICALC

The ‘Hot’ new software this winter by Personal
Software

If you can type—you can do a budget.
If you can dream—you can find out What If?
If you have a printer—you can keep a copy
of where you have been and where you are going.
This software called VisiCalc is selling computers
across the land. VisiCalc means “visible calculator”

FEATURES
1. It doesn’t use program language.
2. It is an electron work sheet.
3. It has 254 rows going down and columns

across.
4.Model and Data can be saved separate or

stored together.
5.This program does what no large calculator

can.
6.the screen shows the value or formula by

cusher location to keep you informed.
7. Its a giant blackboard without the mess or

headaches or math errors.
8.The best What If planning tool in the business.

APPLICATIONS
1.Plan budgets
2. Inventory control
3.Compounds interest
4.Expense accounts
5.Cost estimating
6.“Money Maker”
7.Financial analysis
8. Income tax
9.Medical expenses

10.Cash flow
11.Mad money
12.Travel expenses
13.Bid calculations
14.Home managers can keep track of grocery

seasons and household items, there must be
200 more to discover but I just saw the
demonstration—Oh Santa can you hear me!

Linette Knoll

WHO would be interested in the answers to
these questions?
WHAT is a D*D*D*D*D?
WHEN will the phantom assembler language
cartridge be available?
WHERE can you get more information to help
you unlock ALL the power of your Atari
computer?
WHY isn’t the Personal Finance program
available?
HOW can you write a $40,000 financial
planning and forecasting program without
learning any program language?
WHO is that always helpful, nice sounding
Pam Yokum, anyway?
WHAT new mystery game soon to be available
for your Atari computer will top even Space
Invaders as the most popular arcade game?
WHEN will you be able to expand your Atari
400 to 32K?
WHERE do you find fast reliable service for
your Atari?
WHY should you buy an Atari personal
computer (if Santa didn’t leave one under your
tree)?
HOW can you scoop the 5 o’clock news by
intercepting the Associated Press newswire—
in your living room?
WHY am I asking all these questions?

Because these questions, and many more,
deserve answers. On January 31 the sales,
marketing and technical experts from Atari will be
in Portland to meet with you and answer all your
questions.

Also attending our Atari user’s conference will be
representatives from other companies offering
software and services to support Atari personal
computer owners. We hope you will attend!

Please indicate your desire to do so by returning
the registration form below by January 17th. Time,
location and a schedule will be mailed to you by
January 26. For additional information, call Diane
at Richard Reeves & Associates, Portland phone
(503) 292-3585.

—or use coupon in back—ed.
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TOUCH the FUTURE
by Bridget Schwarz

The successful introduction of Atari personal
computers in 1980 exceeded all reasonable
expectations. Your loyal support during our first
year of production will be rewarded!

Atari now has in place a first-class sales and
marketing team. Our goals for 1981 are these! To
become the worldwide leader in personal computer
systems and smart electronic products; to introduce
the best small business software available; and to
invest in the funding necessary to support Atari
dealers and owners.

Accordingly, 1981 is the year of the software. Our
new vice-president of software development is
charged with the responsibility of acquiring the
software packages in demand for personal and
professional use, as grouped by market
applications.

Now working for you at the Atari factory are an
educational software manager, a hardware
planning manager, and a user’s group manager.

Atari’s increased support for our dealers and users
will be evident at our first annual Dealer/Users
conference. Atari retail training specialists will be in
Seattle and Portland on January 27-31 to train your
store sales staff. A sales meeting held in conjunction
with the training will preview Atari’s 1981 marketing
plans for our dealers.

Also scheduled is an Atari Computer Enthusiasts
User Conference to be held in Portland January 31.
Atari users from Oregon and Washington will be
meeting to exchange ideas and discuss important
issues with representatives from Atari and a variety
of 3rd party software and service suppliers.

To register for these important meetings and sessions, call
me at Richard Reeves & associates, phone (503) 292-3585.
 
Want to know all the secrets of your computer? How
to use the special graphic chips, players and missiles,
overlays, etc., and also the schematics, and everything
else? Send $30 to Tom Harris, Atari, 1265 Borregas,
Sunnyvale, Cal 94086 and ask for the brand-new
Technical Manual, hundreds of pages of the Atari
“secrets.”

If you want to know how to use these “secrets,” Jan Byte
and Compute both have articles on using player/missile
graphics by Cris Crawford and Lane Winter from Atari-
Creative Computing has a similar article that explains it
even better.
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BEYOND BASIC
The following is the first of a new series for A.C.E. by
Paul Hoffman of Cambridge, Mass., a member of the
Boston Computer Society and a professional
computer programmer on large computers.

—M. Dunn, editor

ASSEMBLY LANGUAGE PROGRAMMING-1

The Atari computers are driven by a micro-
processor chip known as the 6502. The 6502,
when run with the BASIC cartridge, runs programs
written in BASIC. For many, this is the only
computer language you need to learn to get
entertainment and business applications running
on the Atari. However, there is another available
to you in which you can program: assembly
language (which translates directly into machine
language) for the 6502.

Machine language is the language that the
computer speaks to itself in. Every BASIC
command uses many machine language
commands to perform its function. 

Thus, a well written Assembly language
program runs much faster than BASIC can
because it, unlike BASIC, can translate the
program directly into machine language, rather
than indirectly as BASIC does. It’s the most exact
way of telling the Atari what you want it to do.

Unfortunately, it is not as easy to program in
assembly language as it is in BASIC. Assembly
language for the 6502 is made up of 56 distinct
commands, which when combined with the many
addressing modes form a set of 151 commands.
The commands are not as easy to read as BASIC,
but their effect on the program is usually more
predictable.

Knowing machine language has definite
advantages. There are some tasks, such as
serious screen manipulation, that cannot be
performed in BASIC but can be done with machine
language. Some graphic operations need to be
done much faster than BASIC can handle.

Future articles here will describe how to get
started with assembly language; how to read
assembly language subroutines that you may find
in some programs, and how to use the new
assembly language cartridge.



MEET WYNN SMITH AND SEE HIS NEW
32K BOARDS FOR THE 400 & 800 AT
THE A.C.E. USER CONFERENCE JAN. 30

To: A.C.E. NEWS readers
From Quality Software

We were pleased to see mention of our
FASTGAMMON program in the first issue of A.C.E.
News.

Regarding the lack of high resolution graphics in
this first version of FASTGAMMON for Atari
Personal Computers, please understand that our
motive in bringing out an 8K version was to
provide Atari 400 and Atari 800 owners who have
only 8K of memory with an excellent game. High
resolution graphics requires more memory, and
we do plan to market a hi-res version in the
future.

We also received some specific questions from M.
R. Dunn about our new product, QS FORTH. At the
present time (early December) we are working
furiously on documentation for this product,
which we expect to be ready for shipment in
January. QS FORTH is an extension of figFORTH,
the model of the FORTH Interest Group in San
Carlos, CA. Its extensions are:

An on-screen editor that makes use of the
keys for insert, delete, etc.,
Some valuable I/O routines, and
A 6502 assembler.

Of special interest is the I/O package, which not
only provides for interfacing with disk and printer,
but also includes graphics commands familiar to
BASIC programmers, such as GRO.

The extensive documentation includes both
tutorial and reference information. A newcomer to
FORTH should be able to learn the language by
studying the many examples in the
documentation.

However, it is important to understand that
FORTH is a more difficult language than high
level languages like BASIC or PASCAL. Only those
who feel they have a strong aptitude for
programming are likely to become proficient at
programming in FORTH.

QS FORTH, like fig-FORTH, contains no floating
point math. Such routines are undesirable when
not needed, because they take up a lot of space in
the dictionary. Hopefully our author (or someone
else) will come out with an add-on package for 
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THE ATARI 400 & 800
by Wynn Smith

Mosaic Electronics
I have been an active computer hobbyist for many
years, and, although the Atari is my first real
computer, I have spent hundreds if not thousands of
hours studying manuals and sitting at the keyboards
of many popular computers. 

I can state for a fact that no other personal
computer available comes close to equaling the
built in features of the Atari.

It was very disappointing to read the poor Atari
reviews that were printed by the hobby magazines.
They were incomplete, and few mentioned any of
the features that make the Atari so powerful. It is no
wonder that Atari had such a slow start. I am happy
to report that I have written a very thorough and
complimentary review of the Atari which will appear
in a future issue of Byte magazine.

I am the proud owner of one of the first Atari 400’s.
After several months of sharing notes and programs
with a friend who owned an Atari 800, we decided to
form a company and make our work available to
everyone.

Doing our many months of investigating and
probing, without the help of even a reference
manual, we discovered that our Atari’s were capable
of some truly amazing abilities. We also discovered
that the 400 and 800 contained nearly identical
circuits.

The only real differences are what you can see on
the outside. The Atari 800 has an extra connector for
direct connections to video and sound jacks. The 800
will accept two 8K ROM cartridges, and may expand
upto 48K RAM with no ROM cartridges inserted.

The Atari 400 will accept one 8K or 16K ROM
cartridge. The 400 will expand upto 32K RAM using
the MOSAIC 32K RAM board!!!

The most obvious difference between the 400 and
800 is the keyboard. In the home, the 400 is more
that satisfactory. Since each key is individually
contoured, and gives an audible click with each
keystroke, most users find that it simulates the feel
of a real keyboard very well.
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those applications that require floating point math. In
the meantime, there are many applications where
floating point math can be simulated using integer
math, including most business applications.
We at Quality Software are very impressed by the
Atari 800 and congratulate those of you who have
bought one. We are working hard to build up our line
of useful and entertaining software for the Atari, as
are several other companies. The future looks bright
for the Atari computer, and we are proud to be
supporting it.

Bob Christiansen
QUALITY SOFTWARE
Reseda, CA

SPACE INVADERS
by L.J. Knoll

age 11

For those who have the $19.95 space invaders
game know you cannot stop once you start. It stays
a step in front and you must fire to keep ahead.

To date I have the score of 4,730. My parents have
seen this score. My friend Aaron Ness is right
behind. That is the fun of a club-you can help or
keep score on each other.

Once you have played space invaders you can miss
the bombs with ease. Here are a few hints that I do.

Hint 1. They start shooting from the middle of the
bunch.
Hint 2. Don’t worry about low invaders-you can hit
them with ease. Just keep your firing button down.
Hint 3. Relax
Hint 4. Move the joy stick very little.
Hint 5. Shoot off right hand column except top one.
Hint 6. Then take off next right row-shoot off far
top right invader when clear to the right hand side
of screen-that gives you 4 points instead of 2.
Hint 7. Take off middle bottom ones-then clear
screen.
Hint 8. Don’t look at the bombs.
Hint 9. Don’t look at your score it distracts you.
Hint 10. On the rest of the screens hit them column
by column.
Hint 11. I keep the firing button down all the time
except for the last ship, then release and aim.
Hint 12. To leave in the middle of the game hit
control 1 to hold the game. You restart by hitting
control 1.

Happy shooting of those invaders in 1981.
Beating your score is alot of fun. Please share
your hints with me. To reach the score of 4,000
it takes about 30 minutes.

KIDS CORNER

Through the heroic efforts of Pam Yokum and
Georgia Marszalek, we are able to give you the latest
releases from Atari released on Jan 9, ’81, the day this
is typed--can you be more up to date then that?

For 1st Quarter
       Atari 400 with 16K!! $630 (3K $500)
       815 Duel Disc Double Density Disk Drive $1500
       Conversational French, German, Spanish, or 
       Italian (5 tapes each) $60 each--plus many items
       already announced but not yet released, including 
       the long awaited Assembler Cartridge 
       (this month for sure?!).

For 2nd Quarter
       Business Programs including the Atari 
       Accountant, which consists of Accounts
       Receivable System, General Accounting System, 
       and Inventory Control Systems--each consists of 4 
       or 5 discs and run with 48K, meaning they have 
       their own language.
       Atari Word Processor, on two discs and also 
       requiring 48K.
       Scram, a nuclear reactor simulation for $20
       AND ASTROIDS, MISSILE COMMAND, PILOT, all 
       on plug in ROM’s with prices to be announced.
 
From ANDERSON PERIPHERALS, 
          PO Box 629, Richardson, Texas 75080
            16K board $100 - Microtec 80col printer, 7×7, 
            125 char/sec $700 - Interface for above and Atari 800 $565

        A.N.A.L.O.G. 400/800 MAGAZINE, PO Box 23,
       Worcester, Ma 01603, $10/yr--6 issues--

       --M. R. Dunn, editor



GAME EVALUATION MATRIX (GEM SYSTEM)
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by Stacy A. Goff
The following items represent factors which should be
considered in the evaluation of a game for the Atari
personal computer. The GEM system can be used to
evaluate a program for purchase, or by software
developers to evaluate their products to determine
strengths and weaknesses.

CONCEPT of game (range of points 0-20, 20 high)
indicates originality, suitability of subject to personal
computers, and how well the overall concept “works” as
a computer program.

STRATEGY (0-10) indicates the mix of strategy and luck
required to win the game; a low rating means that luck
plays too great a role in success.

CHALLENGE (0-10) indicates the game’s attention
holding capabilities; does it become boring once the
ideal strategy is clear? This indicator provides a hint as
to whether the game will be one of your “favorites”,
once the newness wears off.

EASE-OF-USE (0-10) This demonstrates how the
manipulation of controls or keyboard suits the nature
of the game. Is it awkward and inefficient, or natural,
flowing and logical? A game requiring formulas and
calculation or notetaking would lose points here.

SPEED/TIMING (0-5) Is the game responsive to
commands? Games which take too long to respond, or
seem to have vague joystick control would lose points
here.

GRAPHICS (0-10) How well does the game take
advantage of the Atari’s graphic capabilities? Some very
good games which are merely converted to Atari BASIC,
without taking advantage of the superior capabilities,
would lose points here. Note that this factor reduces
scores for “other”.

SOUND (0-5) How well are the Atari’s sounds used?
Does the sound intrude upon the playing of the game?
Sound can be tremendously effective in a game, or it
can detract if not carefully used.

MULTIPLE PLAYERS (0-5) Solo games are fine for one
player; but shared enjoyment really is more fun. If the
game can be played by multiple people simultaneously,
great! Turn-taking is ok too, altho can be boring if turns
are long.

EDUCATIONAL VALUE (0-10) Does the game have 

educational value? Do you learn anything useful
from it, or is it merely a time-consumer?

DOCUMENTATION (0-10) Adequate documentation
makes a very great difference between great game
programs and mediocre ones. If it is well laid out,
easily followed and clearly written, learning a new
program can be effortless! I’ve actually had to read
the program code to determine how to play some
commercial offerings!

Now lets use the GEM system to rate a program.
One I’ve received recently is the Tari Trek program
from Quality Software. You may recall I reviewed
their Fastgammon game. The game was written by
Fabio Ehrenroetter, and is a Star Trek type program,
fairly common for other personal computer
systems. A good indicator of its overall
professionalism was the way three of us were able
to run it from beginning to end the first time we put
it into the computer, thanks to the excellent
documentation.
But lets see how it fares in the GEM system, and just
for the heck of it, lets toss in some well-known
benchmarks for comparison purposes!

Now it should be pointed out that the benchmarks
chosen for comparison are about the toughest
available. For other comparison, Softside’s baseball
scored 65 on the same system, while Fastgammon
scored 69. Startrek, a similar program produced by
Color Software scored 30 points.

So what does all this mean? Well, in my opinion, if
you have any interest in a Star Trek type of game,
you should buy it, although its weakness is that it
makes but little use of Atari’s graphics. It is
challenging, well-documented and fun; best of
all, it will be selling for under $12.



GAMES!
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Tom Ettel is a U of O Art student and is our most
creative game programmer. We hope to make this a
regular column.

-M.R. Dunn, editor

Almost all of the software available now is some kind
of game. You can save the galaxy or win a million, and
why not? Atari’s graphics, color and sounds make it a
great game computer. Here are some tips to help you
create your own games.

JOYSTICKS
Here is the simplest way to use joysticks in a program
in which a plotted shape moves around the screen:

5 GRAPHICS 7:COLOR 1
10 A=STICK(0):GOTO A+10
15 X=X+1:GOTO 23
16 X=X+1:GOTO 24
17 X=X+1:GOTO 30
19 X=X-1:GOTO 23
20 X=X-1:GOTO 24
21 X=X-1:GOTO 30
23 Y=Y+1:GOTO 30
24 Y=Y-1:GOTO 30
25 GOTO 10
30 IF X>156 THEN X=156
31 IF X<3 THEN X=3
32 IF Y>75 THEN Y=75
33 IF Y<5 THEN Y=5

40 PLOT X,Y : GOTO 10

To avoid an error statement on account of going off
the screen, lines 30 through 33 keep the plotted shape
within the screen boundaries in GRAPHICS 7.

WHAT’S IN A GAME!
It’s important in a game to make it a game and make it
difficult. It is a good idea to have your target move
randomly. For example, you could have your target
move randomly within a small section of the screen,
like this:

10 LET B=INT(5*RND(1))
20 IF B=1 THEN X=X+1
30 IF B=2 THEN X=X-1
40 IF B=3 THEN Y=Y+1
50 IF B=4 THEN Y=Y-1

This is an easy way to make a target type of game
more challenging!

SOUND ON!

The sound can really help a game become realistic.
Here is a short program that will help you discover
appropriate sounds for your games.

10 ? "PITCH";:I,X:? "DISTORTION";:I,Y
20 SOUND 0,X,Y,3
30 GOTO 10

This way you will have the data you need to produce
the appropriate sounds for games.

COLOR

Color is just like sound. Color can make your game
exciting or realistic. You should use accurate color
when possible (if something is dangerous use red, if
it is peaceful then use green). Try this program to
find useful colors:

10 ? "COLOR";:I,X:? "INTENSITY";:I,Y
20 GR.2:SE.4,X,Y
30 GOTO 10

Now you can use joysticks in your programs and
discover sounds and colors. I hope you can have as
much fun I have had creating new games.

GOOD GAMING!
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	As a featured attraction the Eugene ACE User Group will challenge the Seattle user group (and anyone else who cares to challenge) to a high-points duel in the new Atari mystery game; to the victor will go a special award, courtesy of Atari (no, I’m afraid we can’t keep the game).
	Another high point in the user interchange segment of the program will be the introduction of ATARI-TOO-DEE-TOO, a robot programmed by the Seattle group to operate from the Atari’s joystick port!
	As you can see, we have put together, with the aid of Atari, a pretty impressive range of topics. To my knowledge, this is the first time anything like this has ever been done ANYWHERE! What’s more,


	1 REM *********************************** 2 REM BY BILL DE GROOT, A.C.E. 3 REM ********************************** 4 REM THIS PROGRAM WILL ASK FOR AN AMOUNT 5 REM OF MONEY TO FINANCE, THE ANNUAL  6 REM PERCENTAGE RATE AND THE NUMBER OF  7 REM MONTHLY PAYMENTS. IT WILL CALCULATE  8 REM THE MONTHLY PAYMENT, THE UNPAID  9 REM PRINCIPAL, THE INTEREST AND  10 REM PRINCIPAL PARTS OF THE PAYMENT. 99 REM *************************************** 100 PRINT "ENTER AMOUNT TO FINANCE"; 110 INPUT B 120 PRINT "ENTER THE ANNUAL PERCENTAGE RATE"; 130 INPUT APR 140 PRINT "ENTER THE NUMBER OF MONTHLY PAYMENTS"; 150 INPUT MO 160 FM=B/((1-(1+APR/100/12)^(-MO))/(APR/100/12)) 170 PRINT 190 PRINT "MONTH ";MO 200 PRINT "TOTAL PAYMENT ";FM 210 PRINT "PRINCIPAL ";B 220 I=B*APR/100/12 230 PR=FM-I 240 B=B-PR 250 PRINT "INTEREST PAYMENT ";I 260 PRINT "PRINCIPAL PAYMENT ";PR 270 PRINT "NEW PRINCIPAL ";B 280 MO=MO-1 290 IF B>0 THEN 170 300 END
	VISICALC
	The ‘Hot’ new software this winter by Personal Software
	If you can type—you can do a budget. If you can dream—you can find out What If? If you have a printer—you can keep a copy of where you have been and where you are going. This software called VisiCalc is selling computers across the land. VisiCalc means “visible calculator”
	FEATURES
	APPLICATIONS
	Linette Knoll
	—or use coupon in back—ed.
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	MEET WYNN SMITH AND SEE HIS NEW 32K BOARDS FOR THE 400 & 800 AT THE A.C.E. USER CONFERENCE JAN. 30

	THE ATARI 400 & 800 by Wynn Smith
	Mosaic Electronics I have been an active computer hobbyist for many years, and, although the Atari is my first real computer, I have spent hundreds if not thousands of hours studying manuals and sitting at the keyboards of many popular computers.
	I can state for a fact that no other personal computer available comes close to equaling the built in features of the Atari.
	It was very disappointing to read the poor Atari reviews that were printed by the hobby magazines. They were incomplete, and few mentioned any of the features that make the Atari so powerful. It is no wonder that Atari had such a slow start. I am happy to report that I have written a very thorough and complimentary review of the Atari which will appear in a future issue of Byte magazine.
	I am the proud owner of one of the first Atari 400’s. After several months of sharing notes and programs with a friend who owned an Atari 800, we decided to form a company and make our work available to everyone.
	Doing our many months of investigating and probing, without the help of even a reference manual, we discovered that our Atari’s were capable of some truly amazing abilities. We also discovered that the 400 and 800 contained nearly identical circuits.
	The only real differences are what you can see on the outside. The Atari 800 has an extra connector for direct connections to video and sound jacks. The 800 will accept two 8K ROM cartridges, and may expand upto 48K RAM with no ROM cartridges inserted.
	The Atari 400 will accept one 8K or 16K ROM cartridge. The 400 will expand upto 32K RAM using the MOSAIC 32K RAM board!!!
	The most obvious difference between the 400 and 800 is the keyboard. In the home, the 400 is more that satisfactory. Since each key is individually contoured, and gives an audible click with each keystroke, most users find that it simulates the feel of a real keyboard very well.


	To: A.C.E. NEWS readers From Quality Software
	We were pleased to see mention of our FASTGAMMON program in the first issue of A.C.E. News.
	Regarding the lack of high resolution graphics in this first version of FASTGAMMON for Atari Personal Computers, please understand that our motive in bringing out an 8K version was to provide Atari 400 and Atari 800 owners who have only 8K of memory with an excellent game. High resolution graphics requires more memory, and we do plan to market a hi-res version in the future.
	We also received some specific questions from M. R. Dunn about our new product, QS FORTH. At the present time (early December) we are working furiously on documentation for this product, which we expect to be ready for shipment in January. QS FORTH is an extension of figFORTH, the model of the FORTH Interest Group in San Carlos, CA. Its extensions are:
	An on-screen editor that makes use of the keys for insert, delete, etc.,
	Some valuable I/O routines, and
	A 6502 assembler.

	Of special interest is the I/O package, which not only provides for interfacing with disk and printer, but also includes graphics commands familiar to BASIC programmers, such as GRO.
	The extensive documentation includes both tutorial and reference information. A newcomer to FORTH should be able to learn the language by studying the many examples in the documentation.
	However, it is important to understand that FORTH is a more difficult language than high level languages like BASIC or PASCAL. Only those who feel they have a strong aptitude for programming are likely to become proficient at programming in FORTH.
	QS FORTH, like fig-FORTH, contains no floating point math. Such routines are undesirable when not needed, because they take up a lot of space in the dictionary. Hopefully our author (or someone else) will come out with an add-on package for

	KIDS CORNER
	those applications that require floating point math. In the meantime, there are many applications where floating point math can be simulated using integer math, including most business applications. We at Quality Software are very impressed by the Atari 800 and congratulate those of you who have bought one. We are working hard to build up our line of useful and entertaining software for the Atari, as are several other companies. The future looks bright for the Atari computer, and we are proud to be supporting it.
	Bob Christiansen QUALITY SOFTWARE Reseda, CA
	SPACE INVADERS by L.J. Knoll age 11
	For those who have the $19.95 space invaders game know you cannot stop once you start. It stays a step in front and you must fire to keep ahead.
	To date I have the score of 4,730. My parents have seen this score. My friend Aaron Ness is right behind. That is the fun of a club-you can help or keep score on each other.
	Once you have played space invaders you can miss the bombs with ease. Here are a few hints that I do.
	Hint 1. They start shooting from the middle of the bunch. Hint 2. Don’t worry about low invaders-you can hit them with ease. Just keep your firing button down. Hint 3. Relax Hint 4. Move the joy stick very little. Hint 5. Shoot off right hand column except top one. Hint 6. Then take off next right row-shoot off far top right invader when clear to the right hand side of screen-that gives you 4 points instead of 2. Hint 7. Take off middle bottom ones-then clear screen. Hint 8. Don’t look at the bombs. Hint 9. Don’t look at your score it distracts you. Hint 10. On the rest of the screens hit them column by column. Hint 11. I keep the firing button down all the time except for the last ship, then release and aim. Hint 12. To leave in the middle of the game hit control 1 to hold the game. You restart by hitting control 1.
	Happy shooting of those invaders in 1981. Beating your score is alot of fun. Please share your hints with me. To reach the score of 4,000 it takes about 30 minutes.
	Through the heroic efforts of Pam Yokum and Georgia Marszalek, we are able to give you the latest releases from Atari released on Jan 9, ’81, the day this is typed--can you be more up to date then that?
	For 1st Quarter

	Atari 400 with 16K!! $630 (3K $500)        815 Duel Disc Double Density Disk Drive $1500        Conversational French, German, Spanish, or         Italian (5 tapes each) $60 each--plus many items        already announced but not yet released, including         the long awaited Assembler Cartridge         (this month for sure?!).
	For 2nd Quarter

	Business Programs including the Atari         Accountant, which consists of Accounts        Receivable System, General Accounting System,         and Inventory Control Systems--each consists of 4         or 5 discs and run with 48K, meaning they have         their own language.        Atari Word Processor, on two discs and also         requiring 48K.        Scram, a nuclear reactor simulation for $20        AND ASTROIDS, MISSILE COMMAND, PILOT, all         on plug in ROM’s with prices to be announced.
	A.N.A.L.O.G. 400/800 MAGAZINE, PO Box 23,        Worcester, Ma 01603, $10/yr--6 issues--
	--M. R. Dunn, editor


	GAME EVALUATION MATRIX (GEM SYSTEM)
	educational value? Do you learn anything useful from it, or is it merely a time-consumer?
	DOCUMENTATION (0-10) Adequate documentation makes a very great difference between great game programs and mediocre ones. If it is well laid out, easily followed and clearly written, learning a new program can be effortless! I’ve actually had to read the program code to determine how to play some commercial offerings!
	Now lets use the GEM system to rate a program. One I’ve received recently is the Tari Trek program from Quality Software. You may recall I reviewed their Fastgammon game. The game was written by Fabio Ehrenroetter, and is a Star Trek type program, fairly common for other personal computer systems. A good indicator of its overall professionalism was the way three of us were able to run it from beginning to end the first time we put it into the computer, thanks to the excellent documentation. But lets see how it fares in the GEM system, and just for the heck of it, lets toss in some well-known benchmarks for comparison purposes!
	Now it should be pointed out that the benchmarks chosen for comparison are about the toughest available. For other comparison, Softside’s baseball scored 65 on the same system, while Fastgammon scored 69. Startrek, a similar program produced by Color Software scored 30 points.

	GAMES!
	5 GRAPHICS 7:COLOR 1 10 A=STICK(0):GOTO A+10 15 X=X+1:GOTO 23 16 X=X+1:GOTO 24 17 X=X+1:GOTO 30 19 X=X-1:GOTO 23 20 X=X-1:GOTO 24 21 X=X-1:GOTO 30 23 Y=Y+1:GOTO 30 24 Y=Y-1:GOTO 30 25 GOTO 10 30 IF X>156 THEN X=156 31 IF X<3 THEN X=3 32 IF Y>75 THEN Y=75 33 IF Y<5 THEN Y=5 40 PLOT X,Y : GOTO 10
	10 LET B=INT(5*RND(1)) 20 IF B=1 THEN X=X+1 30 IF B=2 THEN X=X-1 40 IF B=3 THEN Y=Y+1 50 IF B=4 THEN Y=Y-1
	SOUND ON!
	10 ? "PITCH";:I,X:? "DISTORTION";:I,Y 20 SOUND 0,X,Y,3 30 GOTO 10

	COLOR
	10 ? "COLOR";:I,X:? "INTENSITY";:I,Y 20 GR.2:SE.4,X,Y 30 GOTO 10
	GOOD GAMING!



