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ACE CONFERENCE A SMALL SUCCESS!!!!
 
Our Atari Computer Enthusiasts User Conference
in Portland January 31 was a smashing success for
all in attendance. Masterminded by Bridget Schwarz,
our over-achieving Atari Representative, the
conference brought together over 150 Atari users
and enthusiasts to hear jammed seminars on topics
ranging from new programming languages to BASIC
programming tips.

The format was straight-forward and simple! After
a general session of introductions, overview and
special announcements, users moved into the four
seminar corners to hear more about their favorite
topics. One Atari in the hallway was kept busy all day
with users trading programs and showing their tricks
and techniques.

Speakers and sessions included Eroca Moon of
Personal Software, who presented Visicalc
Overview, Applications and Advanced
Applications seminars; Mike Ward of Compuserve,
who demonstrated the features of his dial-up
electronic mail and time-share computer network;
Wynn Smith of Mosaic Electronics who spoke on
BASIC programming tips and talked a little about his
exciting new hardware products; Pat Mullarkey, of
the Video Store, who had an enthusiastic crowd at
each session as he demonstrated his new FORTH
compiler; and of course Pam and Dale Yokum from
Atari’s Sunnyvale plant, who managed to answer in
one day most of the questions everyone in the
Northwest has thought of in the past six months! 

Add to that the exciting new program products that
Atari’s Steve Warren presented, and you can see that
the day was indeed jam-packed with topics of
interest!

To cap off the day, the Eugene ACE group 
challenged the Seattle group (they call themselves
SPACE) to a match in the new Atari game MISSILE 

COMMAND. Unfortunately for us, the Seattle folks
beat us badly (something like 30,000 to 75,000
points).
 
As we cleaned up the room and packed up our
computers, we watched ourselves on evening TV
news, as the high points were broadcast all over the
Northwest!
 
To our knowledge, a User Conference such as this
has not been done before. Judging from the
response we received from the users, and from
those who gave demonstrations at the show, we
have witnessed the beginning of something big,
that hopefully will spread across the country.
 
In summary, I would again like to acknowledge
Bridget Schwarz, of Richard Reeves and
Associates, who came up with the concept of the
conference and put it all together; thanks to her
boss, Dick Reeves, who made sure she had the
support to get it together; thanks to Atari, who sent
their best folks into the Northwest to tell us all
about Atari’s products; thanks to Pam and Dale
Yokum, obviously Atari’s finest folks; to Steve
Warren, who can even put on Atari demos without
having all the products he is expected to demo; to
Personal Software’s Eroca Moon and Compuserve’s
Mike Ward, for adding great value to the show!
 
               Rumor has it that we will try to put 
               another show together for Seattle in 
              August. 
                                                               

                                                             See you there!
                                                             S. Goff
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VIEW FROM THE FIRST BYTE

This month has been bath busy and exciting, and
I'm glad things will be getting back to a dull roar. I
want to cover a number of points in this issue, and
they include:
 
    1) Our ACE conference, a smash success, covered
        elsewhere; 
    2) Some comments on how to form a user's 
        group, and 
    3) Our position on program sharing vs. pirating.

It is truly exciting to see the growth of ACE this last
few months I predict the next few will be even
better!

2

magazine as Softside has done, but remain as we
have been, an enthusiastic group of Atari owners
and users, not attached to any store or to the
company, providing the latest news and rumors
about our computer.

A magazine requires a 3 to 4 month lead time for
an article, we can do it in a 3 to 4 day period, you
can’t get much quicker news. We are interested in
being a user’s group, and not competing with the
commercial magazines. We are willing to help you
establish your own group and newsletters.
Reader’s suggestions and help is needed and
wanted.

Our goals will be:
1. Provide the latest information on products from 
    Atari or otherwise since magazines have such a 
   long lead time.
2. Hints and “secrets”, as well as rumors from 
   “informed sources”-but not anything we have 
   been asked not to report.
3. Some programs, but mostly ones that 
    demonstrate some programming techniques.
4. Help support other user’s groups.
 
I would rather send one copy to a club, and have
your club copy what they want for your newsletter,
giving due credit. If I run out of money in doing
this, I will ask the clubs to help out.

In return, we would like our readers to:
 1. Let us use your newsletters as we will let you 
     use ours.
 2. Reviews of hardware or software you might 
    have, especially new or unusual items.
 3. Any undocumented Pokes for our “POKE list”.
 4. Your support.

We are a User’s group-for you.

From the Editor

At the recent meeting of the A.C.E. Club of Eugene,
it was decided to start charging for the Newsletter.
We have been growing so quickly, that we need
help to cover expenses. We decided to charge
$8.00 for a year for regular members, $5.00 for
students, $10.00 for “angels” who would like to
support our group.

Dealers in the Northwest, Atari folks, Presidents or
Editors of User’s groups, Editors of computer
magazines, and contributors would not need to
pay. Other User’s groups could use our articles as
long as due credit is given to the Author and A.C.E.
and as long as they gave us the same privilege.
Remember, we are a User’s group, so help us out.

People who contribute on a regular basis will have
free subscriptions, and also those with lead
articles. We also want smaller contributions such
as an undocumented POKE you have discovered
and how to use it, programs illustrating some
techniques, or anything else. You would then get
free issues or perhaps some programs or
whatever.

Now that we have found it necessary to charge, we
would like to outline our goals for the newsletter.
We want it to be fun for us and for you, not a
job. We do NOT plan on becoming a “slick” 



PROGRAM EXCHANGE—
PIRACY OR SHARING?

The issue of reproduction of copyrighted software
is growing louder; most magazines in the trade
have addressed the problem, and I think it is time
that we state our position. 

Atari Computer Enthusiasts (ACE) does not
support the distribution or trading of proprietary
software; we discourage the “stripping” of
copyright information from program listings, and
support the identification of all programs by
author, source, and permission to reproduce.

In keeping with our policy, and in order to make
members more aware of the programs which ARE
available for sharing, we are compiling an
exchange library, for which a directory will be
printed in full in a future issue.

If, as a member of ACE, you would like to
contribute programs, you may begin by
inventorying your non-proprietary programs by
the following groups:

100 Series—Demonstration programs
200 Series—Utility programs
300 Series—Tricks and Techniques
400 Series—8K Game programs
500 Series—24K Game programs
600 Series—Other games
700 Series—Educational programs
800 Series—Personal Interest programs
900 Series—Business Applications

Having inventoried according to the above groups,
next list the following information: Program
name, author, source, description (maximum 60
bytes), date developed or last modified, size and
hardware requirements.

We will be developing a programming inventory
system as part of our basic Basic class over the
next several months, so we can keep track of all
the programs available; within the next two
months I hope to develop procedures for
exchange by mail (unfortunately we are not
equipped to deal with many requests at this time).

At the same time, we are developing a review list
for proprietary programs, using the Games
Evaluation Matrix introduced in the last issue.

We will use this to indicate whether our members 

thought games rated were worth looking at or
not, something I wish I could have found out
before I purchased several I have. 

This will be available upon request, with summary
“boxscores” appearing regularly in the ACE News.
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LOOSE BITS
Atari’s newest marketing campaign is oriented
towards a “computers for people” theme, and I
think they’re right on target; however, I think I’ll
miss their “Touch the Future” theme, because
thats what its all about.

Reflecting upon the success of the ACE User
Conference, and the enthusiasm I experienced, I
think the biggest thing that may hold back rapid
growth in the microcomputer market is the
uncertain economy. But the reason the economy
may affect growth is NOT because of weak buyer
interest, but because of overly cautious dealers,
who don’t have enough equipment in stock to
make sales! And the way all the magazines are
finally recognizing the superiority of the Atari,
sales are going to take off! Dealers, are you
ready for it?

ATARI is a registered trademark of Warner Communications
A.C.E. is not related in any way to the Atari corporation.

TOM’S TIPS
When I saw the Player-Missile Graphics program
running at the last User Group meeting I was very
impressed. The horizontal movement of the space
vehicle was clean and crisp. I thought my wishes
had come true, until I saw the vehicle move
vertically. The crisp vehicle moved like a strange,
crawling creature. The vertical movement looks
primitive compared to the horizontal movement.
 
POKING AROUND
Is Atari hiding a POKE location that will allow for
clean vertical movement? If not, I hope someone
can devise a way to get quick, crisp vertical
movement, that can match the quality of the
horizontal movement.

Anyway, here is an extension of the Player-Missile
Graphics program, that enables two players to
move on the screen. There are a few
programming tricks in this program, which were
devised by Stacy Goff, so pay close attention!

-Tom Ettel, A.C.E. (See Page 7)



HOW TO FORM A USER GROUP
 
Five months ago, we held our first meeting, and 
I wrote our objectives:

  1. Promotion of a local service center for Atari products
  2. Develop productive relations with key vendors and
      dealers
  3. Interchange and communication with other regional 
      User Groups
  4. Better access to Atari for problem resolution, and 
      input to marketing plans
  5. An opportunity to benefit from the experience of 
     others with software products
  6. Create an opportunity to share the fun and 
      excitement of the world of microcomputers

We have made a tremendous amount of progress
against those objectives since we started; partly due
to the enthusiasm of our members, and partly
because we came along at exactly the right time: As
I have observed, Atari owners are hungry for
relevant information to help them get more out of
their Atari's.

I started by stating our objectives because I believe
you've got to know what you expect before you can
organize to achieve it. Over the last five months, I
have developed some slightly different views about
the role of our group. In the beginning, we had
some definite problems with service, programming
problem assistance, and software product
availability. As these problems have been cured or
reduced, our needs have changed a bit. The single
most important function of our group is now the
assistance we can provide to members who are not
yet 'up to speed' with their computers.

This became apparent as soon as the problems
went away. This assistance occurs in two ways:

Education  &  Program sharing

A secondary function of the group then becomes
the sharing of programs and programming tips
from other users in other areas. This is important
because in this way we achieve a level of cross-
fertilization (so-to-speak) that keeps our skills
constantly growing. The third role of the User Group
is to provide members with an opportunity to
further their chosen area of endeavor with their
computer: this may occur in many ways, whether
writing programs and articles for profit, establishing
personal or business applications, or using
computers as a social focus.
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So we have addressed the question "WHY do you
start a User Group." Now to the difficult part. How
do you get it going? Well, let’s look at your WHYs a
little; do you have different or similar ones? Establish
for yourselves WHY you think you want one. If you
know, then the next thing you want to do is
establish WHAT you want to do. I'd suggest
something like the following:

BUSINESS MEETINGS, probably monthly, to cover
any business your group has (hopefully not too
much--if you've got too much busywork-stuff it will
get in the way of your objectives!)

SOCIAL MEETINGS, or that's what I call them, which
should be weekly or bi-weekly, and cover an area of
interest for a portion of the group: New games or
utility programs, for example.

CLASSES OR TUTORIALS, which cover specific topics,
such as Basic or Assembler language (6 to 12
sessions with a trained educator) or Atari Graphics
and Sound (1 session seminar).

SOCIAL SHARING SESSIONS, using a pre-arranged
structure, so that programs are shared between all
group members. An example of a structure might be
a simple distribution "tree", where one person gives
programs to two others, who in turn give the
programs to two others, who in turn, and so on. In
this way, everyone gets their copy, and no one is
stuck with making 50 copies of the same program.
The next question is WHO; this is critical, but if you
have made it this far, it is probably clear who your
leaders are. Every group has a handful of folks who
represent the "core group", and really are the ones
who get things done. It is a measure of the group's
success how well EVERYONE is involved in group
activities. You will need a President, or lead person
who will delegate, rather than do everything
him(her)self. Next most important is probably a
Newsletter Editor, since the newsletter is the most
visible product of the group. Following that, you will
need a Membership Chairman, who should be
responsible for setting up the "sharing trees" and
integrating new members into the group. Finally,
you need a Secretary/Ambassador, to coordinate
communications with other groups, including
program exchange, etc. The last element needed is
good followers, ready to write programs to share,
newsletter articles, and step into the leadership
roles when needed.

Why, what, and who? Three critical components
of a user group!



Since we are both relative beginners in
programming — he just has had his Atari for a few
days, we will report in future articles about the
two, and the progress we make with the language,
from the Novices point of view. 

Any articles or programs by others will be
welcome—either by expert or beginner.
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Portland A.C.E. Convention
M. R. Dunn, ed

 
This issue will focus on an overview of the first ever
Atari Users convention. So much was covered that
this will only be an overview; the next few issues will
go into more detail.
 
The most interesting parts of the program included
the announcement of Atari’s new Software
Exchange Program. Sometime in April or May, Atari
will send all registered owners a catalogue of over
200 pieces of software. These will be inexpensively
priced, and will include such items as Forth, a Text
Processor, utilities, games, etc. Initially, many of
these will be programs from Atari, but the whole
program will then begin—a user or professional
programmer will send to Atari a program with
documentation.
 
The programs that are the best or of the most
interest will be bought with up-front money plus
royalties, further developed by the Atari
professionals, and released and marketed by Atari
in the present manner.
 
If not quite up to these high standards, or of limited
interest, it will be included in the Software Exchange
division. It will be released in its original form, with
the author’s documentation, and a royalty be paid.
 
If still a good program, but not to these standards,
then it would be released on a User’s disc, with
many other similar programs, and the author would
receive a small royalty still. 

A wonderful opportunity for talented, 
but busy or unknown to copyright and get 

royalties for their work, with no hassle. 

DO NOT try to get or give programs yet 
— wait until the catalogue is released.

 
Speaking of FORTH, Pat Mullarkey of NMW
Software, 206 Northside Rd., Bellevue, Wa 98004,
phone 206-453-9698, showed us his new FORTH,
demonstrating the ease of use and fantastic speed
of execution. It was very impressive!

So impressive that I decided to buy a FORTH—but
which one. Last month, Quality Software wrote
about their’s, and now a new one. Well, I bought the
one from Pat, and another A.C.E. member sent for
the Quality Software one.

PILOT by Atari was demonstrated by Steve
Warren of Atari. It is an easy to use but powerful
language, especially in graphics and Education
purposes. Other languages in the works, release
date uncertain, but probably this year, include
Pascal, a Macro-assembler, and who knows what
else!

The new Microsoft BASIC, that’s what else! Now
apparently being written, it is rumored to be very
much like TRS-80 Level II, with graphic and sound
additions. When it will be ready and marketed is
unknown, but may be sooner than you think. This
BASIC and the PASCAL will make the Atari the
most powerful personal computer around.

According to an “informed source”, as they say in
the newspaper, the Atari is capable of some truly
amazing things that are just mentioned and then
quickly denied with “no comment”. If you hear any
fantastic rumors, such as the ability to turn the
Atari into a machine as powerful as the Apple III,
or that the machine might be capable of
addressing much more memory than anyone
realizes, who knows, it might be true!

TARI TREK REVIEW COMPLETED
BY Stacy A. Goff

Last month I began the review of the new
Startrek-based game by Quality Software; if you
recall, it came out pretty high on our Games
Evaluation Matrix, its strong points being overall
concept, strategy, challenge, ease-of-use and its
exceptional documentation. Against all that its
only weaknesses were in its limited use of Atari
graphics.

The best news is that the program is one of the
most reasonably priced you’ll find: At $11.95 for
tape and $14.95 for disk, I’d highly recommend
it if you are interested in space-strategy games.

Tari Trek is available from Quality Software, 6660
Reseda Blvd Suite 105, Reseda Ca 91335; phone
(213) 344-6599.
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A NOVICE’S IMPRESSIONS OF WYNN
SMITH’S “OPTIMIZING BASIC”

Having only begun to learn a little programming in
Basic since last fall, I was very interested in Wynn’s
presentation at the A.C.E. conference.
 
Wynn had experimented with an 8 hour prime
number generator to see how he could speed it up;
he was able to cut it to 4 hours, but not everything
tried was useful. Several methods that did not work
or have significant changes were such techniques
as eliminating REMark’s, or shortening variable
statements e.g. A for Atari computer saves almost
nothing.
 
Wynn did find many time saving techniques.
Graphics is much faster than the Text mode(0).
He pointed out that the Atari is a dual processor;
the 6502 is doing the work while another processor
controls the display. Thus by using POKE 559,0 and
then the work statements for the 6502, and finally
another POKE 559,34 you can turn off the display
while the work is being accomplished. This can
make the Atari up to 60% faster!
 
Wynn also noted that POKE 559,35 can give us 384
resolution, but, unfortunately, can only be used
with machine language.
 
Other hints were to bunch up PRINT statements to
save about 10%. FOR_NEXT loops are very slow
and can be replaced with IF-THAN statements
whenever possible. Subroutines used repeatedly
should be put in front of the program, so the
processor does not need to search for them.
 
Wynn also suggested that defining all constants as
variables will provide a significant savings in time. 
When using IF-THAN statements, put the most
frequently used ones first.

Tom Easton, A.C.E.

Note: Tom is our newest member! Wynn Smith is from 
            MOSAIC ELECTRONICS, POBox 748 Oregon City, Or 97045
            Send for his new Atari products catalog.

MORE ON BASIC
by Wynn Smith

Do you want to get more speed from your basic
programs? I picked up some helpful hints from
Optimizing BASIC Programs by Wynn Smith of
Mosaic Electronics, one of the many sessions at
the recent ATARI COMPUTER ENTHUSIASTS 
user conference.

A few of the things he suggested follow. I think 
one of the best ideas is to put your subroutines 
at the beginning of your programs as follows:
 
1 GOTO 1000
2 REM START OF FIRST SUBROUTINE
10 REM START OF SECOND SUBROUTINE
1000 REM INITIALIZE AND MAIN PROGRAM
1010 DIM A$(10),B(8,8):HP=2:MY=10
1050 GOSUB HP
 
The reason for this is your ATARI looks at your
program line by line, to find where your subroutine
reside. If the subroutines are at the beginning of
your program it won’t have as far to search, hence
faster processing of the program. Another
shortcut is defining constants as variables, as in
line 1010. This will save time as well as memory.

If you just say GOSUB 2 or GOSUB 10 your
computer has to take the number, convert it to
binary, then take the appropriate action. If on the
other hand it is already defined, the computer
knows the value of the constant.

Another good idea is using IF THEN statements
instead of FOR-NEXT loops. FOR-NEXT loops work
well but are slower than IF-THEN statements.

Scrolling will also slow down a program, so should
be avoided. Instead use the clear screen function.
For those who don’t already know it just hit
(ESCAPE), hold down CONTROL or SHIFT and hit
CLEAR. This is done inside the parentheses of a
print statement.

Another technique which might help when you have
a lot of number crunching to do is to turn off the
display. To do this you POKE location 559 with a 0.
Turn the display on again by POKEing 559 with a
34. I would suggest however, you make sure the
program will run without errors before you do this,
as you won’t be able to see the error messages
with the screen off.

BASIC BASIC CLASS TO BEGIN

At our February meeting we will discuss a basic Basic class, which
will begin soon. The purpose is to bring everyone up to pretty
much the same level, so we can then move on to more involved
topics. Plan now to attend the series; we will be developing some
exciting programs together!

A
s seen by Chuck Rossi, A

.C.E.
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6502 ASSEMBLY LANGUAGE PROGRAMS
by Paul Hoffman

This is Paul’s 2nd article in the series-he would like
to have any Boston Area Atari users to call him at
617-491-0739 for information on the A.C.E. Club of
Boston-ed.
 
Programs written in 6502 assembly language are
lists of numbers that the CPU can interpret as
instructions. Every instruction is one, two or three
numbers long, and each number fits into one byte
(a word of memory). To make 6502 programs more
readable, a standard set of abbreviations has been
adopted for printed programs.
 
Each 6502 instruction consists of the command
(one byte) and the address in memory or data that
the command must operate on, (although some
commands have no addresses or data associated
with them). There are four special locations where
all of the CPU’s work gets done; the accumulator,
the X and Y registers, and the flag byte.
 
The accumulator is where you move data to and
from, where the numbers are mathematically
changed, and where comparisons are made. The X
and Y registers are bytes used as temporary
holding areas and indexes. The Flag word is 7 on-off
bits that are updated each time an instruction is
executed. The flags contain information about the
last operation such as whether it caused the
accumulator to be zero or negative.
 
The CPU can access any byte in memory. Each 256
bytes is called a page; the pages are numbered from
0 to 255. Thus the address portion of a 6502
command never needs to be more than two bytes
long. The zero page is special, in that commands
which reference memory take fewer bytes and are
often faster than any other page.
 
- Next issue: Translating 6502 Code

MISSILE-PLAYER GRAPHICS DEMO
By Chris Crawford of Atari

Modified for two players at double size
By the Eugene ACE Group 01/81

(Also Appeared in Jan. Byte)

A differnt view of missile-player graphics 
(See Page 3 for the Story)
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POKE TEXT INTO GRAPHICS 8!

The following program demonstrates an ability to
poke alphanumeric graphics characters into
graphics 8 mode; I was looking for just this sort of
subroutine to provide annotation on charts and
graphs I am producing. 

I’ve tried similar things in graphics 6; now here’s a
challenge: First reader who submits a program
that pokes lowercase and inverted characters
into gr. 7 will receive a subscription to this
newsletter!!
 
1 REM .****************

2 REM .*

3 REM .* GRAPHICS 0 ALPHANUMERIC

4 REM .* TEXT POKED INTO GRAPHICS

5 REM .* 8 MODE; USE FOR ANNOTAT-

6 REM .* ING GRAPHS AND CHARTS, OR

7 REM .* ??; MODIFIED FROM ATARI

8 REM .* SAMPLE BY ACE GROUP 12/80

9 REM .*

10 REM .****************

11 REM

12 DIM A$(40),C$(1)

20 A$="EUGENE'S ATARI COMPUTER

ENTHUSIASTS"

30 X=2:Y=80:REM LOCATION OF MESSAGE

40 GRAPHICS 8:SETCOLOR 1,0,15

45 SETCOLOR 2,0,0:REM SETCOLORS OPTIONAL

50 I1=PEEK(88)+PEEK(89)*256

60 I2=I1+Y*40+X

70 FOR Z=1 TO LEN(A$)

80 C$=A$(Z,Z):REM POKES ONE AT A TIME

90 GOSUB 200

100 I3=57344+X*8

110 FOR U=0 TO 7

120 POKE I2+U*40,PEEK(I3+U)

130 NEXT U

140 I2=I2+1

150 NEXT Z

160 STOP

200 X=ASC(C$)

210 IF X>127 THEN X=X-128

220 IF X>31 AND X<96 THEN X=X-32:RETURN

230 IF X>32 THEN X=X+64

240 RETURN

     Computer Convention
      Aaron Ness, age 14

      The Atari Computer Enthusiasts convention 
      in Portland was a big success. All the people 
      from Atari gave interesting and informative 
      lectures. 

      The Visicalc demonstrations by Eroca Moon 
      of Personal Software were good. She 
      covered what is Visicalc, what you can do 
      with it, and if you already own it, advanced 
ways of using it.
 
Pam and Dale Yokum of Atari told how to use
BASIC, Assembler, the new Pilot language, and the
new CX70 Light Pen. The DOS discussion and
general helpfulness added to their already
overwhelming friendliness.
 
Wynn Smith of Mosaic Electronics demonstrated
the new Plot and Draw program. He also showed
off the new 32K Memory Board.
 
All the other people gave lectures on Compuserve,
BASIC, educational tools, personal interest and the
new Missile Command game.
 
The Missile Command match between the Eugene
group and the Seattle group took place. Seattle
won after a courageous and valiant effort by
Eugene. 5 players from each group fought it out.
The winners won prizes of Casio digital Jogger
Watches and some fine wine.
 
After the convention was over, KGW Channel 8 in
Portland ran a segment on the ‘people who
gathered and talked about Atari computers’; also
KGW ran their news credits against the Atari
rainbow. So eat your heart out Apple!

KID
S CO

RN
ER

BALLY Home Computer and CURSOR
Fred Cornett was kind enough to publicize our
newsletter in CURSOR. Many people who bought
the Bally did for it’s expansion capability, but then
got tired of waiting, so bought an Atari. There are
lots of us, judging from the response of Fred’s plug.
Those of you who still have a Bally, CURSOR is
mandatory!
 
They have just announced the availability of a
Keyboard unit with Microsoft Basic, 32K, disc
controller, and the fabulous ZGrass graphic
language. CURSOR 

P.O. BOX 266 
North Hollywood, CA 91603 (213) 763-7701
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	ACE CONFERENCE A SMALL SUCCESS!!!!
	Our Atari Computer Enthusiasts User Conference in Portland January 31 was a smashing success for all in attendance. Masterminded by Bridget Schwarz, our over-achieving Atari Representative, the conference brought together over 150 Atari users and enthusiasts to hear jammed seminars on topics ranging from new programming languages to BASIC programming tips.
	The format was straight-forward and simple! After a general session of introductions, overview and special announcements, users moved into the four seminar corners to hear more about their favorite topics. One Atari in the hallway was kept busy all day with users trading programs and showing their tricks and techniques.
	Speakers and sessions included Eroca Moon of Personal Software, who presented Visicalc Overview, Applications and Advanced Applications seminars; Mike Ward of Compuserve, who demonstrated the features of his dial-up electronic mail and time-share computer network; Wynn Smith of Mosaic Electronics who spoke on BASIC programming tips and talked a little about his exciting new hardware products; Pat Mullarkey, of the Video Store, who had an enthusiastic crowd at each session as he demonstrated his new FORTH compiler; and of course Pam and Dale Yokum from Atari’s Sunnyvale plant, who managed to answer in one day most of the questions everyone in the Northwest has thought of in the past six months!
	Add to that the exciting new program products that Atari’s Steve Warren presented, and you can see that the day was indeed jam-packed with topics of interest!
	To cap off the day, the Eugene ACE group  challenged the Seattle group (they call themselves SPACE) to a match in the new Atari game MISSILE
	COMMAND. Unfortunately for us, the Seattle folks beat us badly (something like 30,000 to 75,000 points).
	As we cleaned up the room and packed up our computers, we watched ourselves on evening TV news, as the high points were broadcast all over the Northwest!
	To our knowledge, a User Conference such as this has not been done before. Judging from the response we received from the users, and from those who gave demonstrations at the show, we have witnessed the beginning of something big, that hopefully will spread across the country.
	In summary, I would again like to acknowledge Bridget Schwarz, of Richard Reeves and Associates, who came up with the concept of the conference and put it all together; thanks to her boss, Dick Reeves, who made sure she had the support to get it together; thanks to Atari, who sent their best folks into the Northwest to tell us all about Atari’s products; thanks to Pam and Dale Yokum, obviously Atari’s finest folks; to Steve Warren, who can even put on Atari demos without having all the products he is expected to demo; to Personal Software’s Eroca Moon and Compuserve’s Mike Ward, for adding great value to the show!
	Rumor has it that we will try to put                 another show together for Seattle in                August.
	See you there!                                                              S. Goff
	VIEW FROM THE FIRST BYTE
	This month has been bath busy and exciting, and I'm glad things will be getting back to a dull roar. I want to cover a number of points in this issue, and they include:
	1) Our ACE conference, a smash success, covered         elsewhere;      2) Some comments on how to form a user's          group, and      3) Our position on program sharing vs. pirating.
	It is truly exciting to see the growth of ACE this last few months I predict the next few will be even better!


	From the Editor
	At the recent meeting of the A.C.E. Club of Eugene, it was decided to start charging for the Newsletter. We have been growing so quickly, that we need help to cover expenses. We decided to charge $8.00 for a year for regular members, $5.00 for students, $10.00 for “angels” who would like to support our group.
	Dealers in the Northwest, Atari folks, Presidents or Editors of User’s groups, Editors of computer magazines, and contributors would not need to pay. Other User’s groups could use our articles as long as due credit is given to the Author and A.C.E. and as long as they gave us the same privilege. Remember, we are a User’s group, so help us out.
	People who contribute on a regular basis will have free subscriptions, and also those with lead articles. We also want smaller contributions such as an undocumented POKE you have discovered and how to use it, programs illustrating some techniques, or anything else. You would then get free issues or perhaps some programs or whatever.
	Now that we have found it necessary to charge, we would like to outline our goals for the newsletter. We want it to be fun for us and for you, not a job. We do NOT plan on becoming a “slick”
	magazine as Softside has done, but remain as we have been, an enthusiastic group of Atari owners and users, not attached to any store or to the company, providing the latest news and rumors about our computer.
	A magazine requires a 3 to 4 month lead time for an article, we can do it in a 3 to 4 day period, you can’t get much quicker news. We are interested in being a user’s group, and not competing with the commercial magazines. We are willing to help you establish your own group and newsletters. Reader’s suggestions and help is needed and wanted.
	I would rather send one copy to a club, and have your club copy what they want for your newsletter, giving due credit. If I run out of money in doing this, I will ask the clubs to help out.
	In return, we would like our readers to:  1. Let us use your newsletters as we will let you       use ours.  2. Reviews of hardware or software you might      have, especially new or unusual items.  3. Any undocumented Pokes for our “POKE list”.  4. Your support.
	We are a User’s group-for you.

	PROGRAM EXCHANGE— PIRACY OR SHARING?
	The issue of reproduction of copyrighted software is growing louder; most magazines in the trade have addressed the problem, and I think it is time that we state our position.
	Atari Computer Enthusiasts (ACE) does not support the distribution or trading of proprietary software; we discourage the “stripping” of copyright information from program listings, and support the identification of all programs by author, source, and permission to reproduce.
	In keeping with our policy, and in order to make members more aware of the programs which ARE available for sharing, we are compiling an exchange library, for which a directory will be printed in full in a future issue.
	If, as a member of ACE, you would like to contribute programs, you may begin by inventorying your non-proprietary programs by the following groups:
	100 Series—Demonstration programs 200 Series—Utility programs 300 Series—Tricks and Techniques 400 Series—8K Game programs 500 Series—24K Game programs 600 Series—Other games 700 Series—Educational programs 800 Series—Personal Interest programs 900 Series—Business Applications
	Having inventoried according to the above groups, next list the following information: Program name, author, source, description (maximum 60 bytes), date developed or last modified, size and hardware requirements.
	We will be developing a programming inventory system as part of our basic Basic class over the next several months, so we can keep track of all the programs available; within the next two months I hope to develop procedures for exchange by mail (unfortunately we are not equipped to deal with many requests at this time).
	At the same time, we are developing a review list for proprietary programs, using the Games Evaluation Matrix introduced in the last issue.
	We will use this to indicate whether our members
	thought games rated were worth looking at or not, something I wish I could have found out before I purchased several I have.
	This will be available upon request, with summary “boxscores” appearing regularly in the ACE News.

	LOOSE BITS Atari’s newest marketing campaign is oriented towards a “computers for people” theme, and I think they’re right on target; however, I think I’ll miss their “Touch the Future” theme, because thats what its all about.
	Reflecting upon the success of the ACE User Conference, and the enthusiasm I experienced, I think the biggest thing that may hold back rapid growth in the microcomputer market is the uncertain economy. But the reason the economy may affect growth is NOT because of weak buyer interest, but because of overly cautious dealers, who don’t have enough equipment in stock to make sales! And the way all the magazines are finally recognizing the superiority of the Atari, sales are going to take off! Dealers, are you ready for it?
	TOM’S TIPS When I saw the Player-Missile Graphics program running at the last User Group meeting I was very impressed. The horizontal movement of the space vehicle was clean and crisp. I thought my wishes had come true, until I saw the vehicle move vertically. The crisp vehicle moved like a strange, crawling creature. The vertical movement looks primitive compared to the horizontal movement.
	POKING AROUND Is Atari hiding a POKE location that will allow for clean vertical movement? If not, I hope someone can devise a way to get quick, crisp vertical movement, that can match the quality of the horizontal movement.
	Anyway, here is an extension of the Player-Missile Graphics program, that enables two players to move on the screen. There are a few programming tricks in this program, which were devised by Stacy Goff, so pay close attention!

	-Tom Ettel, A.C.E.

	HOW TO FORM A USER GROUP
	Education  &  Program sharing

	Portland A.C.E. Convention M. R. Dunn, ed
	A wonderful opportunity for talented,  but busy or unknown to copyright and get  royalties for their work, with no hassle.
	DO NOT try to get or give programs yet  — wait until the catalogue is released.
	A NOVICE’S IMPRESSIONS OF WYNN SMITH’S “OPTIMIZING BASIC”
	Having only begun to learn a little programming in Basic since last fall, I was very interested in Wynn’s presentation at the A.C.E. conference.
	Wynn had experimented with an 8 hour prime number generator to see how he could speed it up; he was able to cut it to 4 hours, but not everything tried was useful. Several methods that did not work or have significant changes were such techniques as eliminating REMark’s, or shortening variable statements e.g. A for Atari computer saves almost nothing.
	Wynn did find many time saving techniques. Graphics is much faster than the Text mode(0). He pointed out that the Atari is a dual processor; the 6502 is doing the work while another processor controls the display. Thus by using POKE 559,0 and then the work statements for the 6502, and finally another POKE 559,34 you can turn off the display while the work is being accomplished. This can make the Atari up to 60% faster!
	Wynn also noted that POKE 559,35 can give us 384 resolution, but, unfortunately, can only be used with machine language.
	Other hints were to bunch up PRINT statements to save about 10%. FOR_NEXT loops are very slow and can be replaced with IF-THAN statements whenever possible. Subroutines used repeatedly should be put in front of the program, so the processor does not need to search for them.
	Wynn also suggested that defining all constants as variables will provide a significant savings in time.  When using IF-THAN statements, put the most frequently used ones first.
	Tom Easton, A.C.E.
	BASIC BASIC CLASS TO BEGIN
	Do you want to get more speed from your basic programs? I picked up some helpful hints from Optimizing BASIC Programs by Wynn Smith of Mosaic Electronics, one of the many sessions at the recent ATARI COMPUTER ENTHUSIASTS  user conference.
	A few of the things he suggested follow. I think  one of the best ideas is to put your subroutines  at the beginning of your programs as follows:
	1 GOTO 1000 2 REM START OF FIRST SUBROUTINE 10 REM START OF SECOND SUBROUTINE 1000 REM INITIALIZE AND MAIN PROGRAM 1010 DIM A$(10),B(8,8):HP=2:MY=10 1050 GOSUB HP
	The reason for this is your ATARI looks at your program line by line, to find where your subroutine reside. If the subroutines are at the beginning of your program it won’t have as far to search, hence faster processing of the program. Another shortcut is defining constants as variables, as in line 1010. This will save time as well as memory.
	If you just say GOSUB 2 or GOSUB 10 your computer has to take the number, convert it to binary, then take the appropriate action. If on the other hand it is already defined, the computer knows the value of the constant.
	Another good idea is using IF THEN statements instead of FOR-NEXT loops. FOR-NEXT loops work well but are slower than IF-THEN statements.

	Scrolling will also slow down a program, so should be avoided. Instead use the clear screen function. For those who don’t already know it just hit (ESCAPE), hold down CONTROL or SHIFT and hit CLEAR. This is done inside the parentheses of a print statement.
	Another technique which might help when you have a lot of number crunching to do is to turn off the display. To do this you POKE location 559 with a 0. Turn the display on again by POKEing 559 with a 34. I would suggest however, you make sure the program will run without errors before you do this, as you won’t be able to see the error messages with the screen off.
	As seen by Chuck Rossi, A.C.E.




	6502 ASSEMBLY LANGUAGE PROGRAMS by Paul Hoffman
	This is Paul’s 2nd article in the series-he would like to have any Boston Area Atari users to call him at 617-491-0739 for information on the A.C.E. Club of Boston-ed.
	Programs written in 6502 assembly language are lists of numbers that the CPU can interpret as instructions. Every instruction is one, two or three numbers long, and each number fits into one byte (a word of memory). To make 6502 programs more readable, a standard set of abbreviations has been adopted for printed programs.
	Each 6502 instruction consists of the command (one byte) and the address in memory or data that the command must operate on, (although some commands have no addresses or data associated with them). There are four special locations where all of the CPU’s work gets done; the accumulator, the X and Y registers, and the flag byte.
	The accumulator is where you move data to and from, where the numbers are mathematically changed, and where comparisons are made. The X and Y registers are bytes used as temporary holding areas and indexes. The Flag word is 7 on-off bits that are updated each time an instruction is executed. The flags contain information about the last operation such as whether it caused the accumulator to be zero or negative.
	The CPU can access any byte in memory. Each 256 bytes is called a page; the pages are numbered from 0 to 255. Thus the address portion of a 6502 command never needs to be more than two bytes long. The zero page is special, in that commands which reference memory take fewer bytes and are often faster than any other page.
	- Next issue: Translating 6502 Code
	MISSILE-PLAYER GRAPHICS DEMO By Chris Crawford of Atari
	Modified for two players at double size By the Eugene ACE Group 01/81 (Also Appeared in Jan. Byte)
	1 REM ************************************************************ 3 REM * MISSILE-PLAYER GRAPHICS DEMO, BY CHRIS CRAWFORD OF ATARI; MODIFIED FOR TWO 5 REM * PLAYERS AT DOUBLE SIZE BY THE EUGENE ACE GROUP 1/81 (ALSO APPEARED IN JAN. BYTE) 9 REM ************************************************************ 10 SETCOLOR 2,0,0:DIM X(1),Y(1):X(0)=100:X(1)=140:X=100:Y=48:Y(0)=48:Y(1)=48 20 A=PEEK(106)-8:POKE 54279,A:PMBASE=256*A:REM SET PLAYER-MISSILE ADDR 30 POKE 559,46:POKE 53277,3:POKE 53256,3:POKE 53257,3:REM ENABLE PM GRAPHICS W/2-LINE RESOLUTION 40 POKE 53248,X:POKE 53249,X+40:REM SET HORIZONTAL POSITION 50 FOR I=PMBASE+512 TO PMBASE+768:POKE I,0:NEXT I:REM CLEAR OUT PLAYER FIRST 60 POKE 704,54:POKE 705,173:REM SET COLORS TO GREEN AND RED 65 FOR ZZ=0 TO 128 STEP 128 70 RESTORE 80:FOR I=PMBASE+512+Y+ZZ TO PMBASE+516+Y+ZZ:READ A:POKE I,A:NEXT I:NEXT ZZ 80 DATA 153,189,255,189,153 90 FOR ZZ=0 TO 1:Y=Y(ZZ):GOSUB 100 92 NEXT ZZ:GOTO 90 100 A=STICK(ZZ):Z=ZZ*128:IF A=15 THEN RETURN 110 IF A=11 THEN X(ZZ)=X(ZZ)-8:POKE 53248+ZZ,X(ZZ) 120 IF A=7 THEN X(ZZ)=X(ZZ)+8:POKE 53248+ZZ,X(ZZ) 130 IF A=13 THEN FOR I=6 TO 0 STEP -1:POKE PMBASE+512+Y+I+Z,PEEK(PMBASE+511+Y+I+Z):NEXT I:Y=Y+1 140 IF A=14 THEN FOR I=0 TO 6:POKE PMBASE+511+Y+I+Z,PEEK(PMBASE+512+Y+I+Z):NEXT I:Y=Y-1 150 Y(ZZ)=Y:RETURN
	POKE TEXT INTO GRAPHICS 8!
	1 REM .**************** 2 REM .* 3 REM .* GRAPHICS 0 ALPHANUMERIC 4 REM .* TEXT POKED INTO GRAPHICS 5 REM .* 8 MODE; USE FOR ANNOTAT- 6 REM .* ING GRAPHS AND CHARTS, OR 7 REM .* ??; MODIFIED FROM ATARI 8 REM .* SAMPLE BY ACE GROUP 12/80 9 REM .* 10 REM .**************** 11 REM 12 DIM A$(40),C$(1) 20 A$="EUGENE'S ATARI COMPUTER ENTHUSIASTS" 30 X=2:Y=80:REM LOCATION OF MESSAGE 40 GRAPHICS 8:SETCOLOR 1,0,15 45 SETCOLOR 2,0,0:REM SETCOLORS OPTIONAL 50 I1=PEEK(88)+PEEK(89)*256 60 I2=I1+Y*40+X 70 FOR Z=1 TO LEN(A$) 80 C$=A$(Z,Z):REM POKES ONE AT A TIME 90 GOSUB 200 100 I3=57344+X*8 110 FOR U=0 TO 7 120 POKE I2+U*40,PEEK(I3+U) 130 NEXT U 140 I2=I2+1 150 NEXT Z 160 STOP 200 X=ASC(C$) 210 IF X>127 THEN X=X-128 220 IF X>31 AND X<96 THEN X=X-32:RETURN 230 IF X>32 THEN X=X+64 240 RETURN
	Computer Convention       Aaron Ness, age 14
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