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INTRODUCTION

Atari computer owners can
choose from literally thousands
of programs that can be used on
their computers. Hundreds of
new software programs come
out every year. These products
span a wide range of applica-
tions, from word processing to
entertainment to education to
business. With so many pro-
grams to choose from, how can
computer owners find the ones
that are right for their needs?

Choosing the right software has
just been made easier, with The
Best Atari Software. \Xritten
by the Editors of Consumer
Guide® and Atari software
expert Jim Bumpas, this is an
essential book for owners of
Atari computers. From account-
ing packages to adventure
games, from music makers to
math drills, this is the number
one source of Atari software.
Every review is clear, simple, and
complete—written in language
that anyone can understand.
One quick reading will tell you
what a program does, how it
can help you, and why that par-
ticular program is better than
competing products.

Each program has been rated on
a scale of 1 to 10 by the leaders
of over 100 Atari user groups
(clubs of Atari computer owners)
around the U.S. and Canada.
These are people who have
been using Atari software on a
daily basis, so their ratings are
based on real experience. Only
the programs that received an
average rating of 5.0 or better
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were included in The Best
Atari Software.

Each software review describes
the program'’s purpose and fea-
tures, detailing its advantages as
well as its disadvantages. The
program is evaluated for ease of
use, quality of both written and
on-screen instructions, and over-
all performance. Also included is
the basic information you’ll need
to purchase and use the pro-
gram: price, publisher, software
format(s) in which the program is
available, and hardware require-
ments. A quick reference chart
for each program gives an over-
all rating and summarizes key
points in the evaluation.

For some types of programs,
additional information is
provided to help you make
direct comparisons between
competing products. If you're
looking for a word processing
program, for example, you need
to know how much text the pro-
gram will be able to handle.
Therefore, we have included file
size as one of the ratings for
word processing programs. Simi-
lar information is provided for
database managers, terminal pro-
grams, and others.

Consumer Guide® has a long
tradition of helping consumers
choose the best products to
serve their needs, and The Best
Atari Software continues in
that tradition. Any program with
a star by its name is considered
a ""best buy”’—an exceptional
value for the price.



The following information is
included in every review:

DESCRIPTION: This is a con-
cise description of what the pro-
gram is or does. It tells you right
away, before you read the
review, whether this is a pro-
gram you want to know more
about.

SOLD BY: This is the name and
address of a company that sells
the program. It may not be the
only source of that program (in
fact, most of the software in this
book is available through local
computer stores), but it is the
source to turn to if you're hav-
ing trouble finding the program.

FOR: This tells you which Atari
models the program runs on.

REQUIREMENTS: This tells
you what extra hardware or
software is required to run the
program. Also included are
optional accessories that can be
used with the program.

PRICE AND FORMAT: The
price listed here is only approx-
imate; software prices can vary
drastically from dealer to dealer.
The format tells you whether the
program comes in a cartridge, a
cassette tape, or a disk.

PROTECTION: This lets you
know whether or not you can
make a backup copy of the pro-
gram; if it's a protected disk or
tape, you can’'t. Many software
companies have done something
to their cassette tapes or disks to

protect them from being copied.
Although cartridges are not
actually protected by the soft-
ware companies, the average
consumer does not have the
expensive equipment needed to
copy cartridges.

WARRANTY: This tells you
whether or not the program
comes with a written warranty.
Usually the warranty is on the
media only, which means it
covers only physical defects in
the disk, tape, or cartridge.

USER GROUP RATING: This
is the average of the ratings
given by the Atari user groups
for each software package. For a
few of the programs, the user
groups didn’t supply a rating
(usually because the program
was too new). In these cases,
we used an overall rating
provided by our authors and
editors instead.

In addition to the user group
rating, several other aspects of
each program are also rated on
a scale of 1 to 10. These extra
ratings vary depending on the
type of software reviewed, and
include such aspects as docu-
mentation, ease of use, and
graphics and sound. These
ratings are explained in the
legend on each page.



% CHAPTER 1

WORD PROCESSING

These programs turn your com-
puter into an electronic type-
writer. Some of them are full
word processors that include
many of the features found on
large and expensive word pro-
cessing systems. Also included in
this chapter is a program that
searches for spelling errors in the
text and allows you to correct
them.

There are several important fea-
tures to look for in a word pro-
cessing program for your ATARI.
Global editing commands like
search and replace will save time
when you need to edit your
work. Full cursor control and
extensive formatting ability allow
you to make the text look
exactly the way you want it to,
and a large file size is necessary
if you don’t want individual doc-
uments to be limited to just a
few pages. Another important
feature is the ability to print to
the screen in order to see text in
final form before printing. For
serious writers, the ability to
expand the screen display to 80
columns is an important
consideration.

The following special terms are
used in this chapter:

block move Moving a section
of text (as a unit) to a different
location in a document.

dot matrix printer A type
of printer that forms characters
by printing a grouping (mosaic)
of small dots on the paper.

formatting commands
Commands that specify the lay-
out of text when printed on
hard copy (such as margins,
spacing, indenting, ending a
page). Embedded formatting
commands are inserted within
text where you want the instruc-
tions to be carried out. In con-
tinuous formatting, text is
formatted on the video display
just as it will appear when
printed.

global edits The ability to
have a specified editing com-
mand (or string of commands) be
carried out at all appropriate
locations throughout a text file.

Justified margins Spacing of
text to produce even, vertically
aligned right and left margins.

print control characters
Characters that serve as com-
mands that control the operation
of the printer.

search and replace The abil-
ity to find a specified character,
word, or string each time it
appears in the text and replace it
with another character, word, or
string.

spelling checker A program
that compares each word in a
document to a built-in diction-
ary, then indicates and/or cor-
rects possibly misspelled words.



Description: full word
processor

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM,
printer; program recorder or
disk drive optional

Price and format: approx.
$100 cartridge

File size: limited by disk

Printers supported: any par-
allel printer

Compatible with: ATARI
word processing programs

Protection: cartridge

Warranty: 90 days

Overall rating: 8.7
Ease of use: 8
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7; Poor: under 5

This powerful, inexpensive, and
fast word processor meets most
text handling needs. With it,
users can create letters and doc-
uments and store them on cas-
sette or disk.

Major operations such as editing,
saving and retrieving documents,

WORD PROCESSING -

ATARIWRITER

and printing are chosen from a
simple menu. As with most word
processors, AtariWriter’s com-
prehensive editing commands
allow skipping to the top or bot-
tom of the document, cruising
through text a screen at a time,
or jumping to the beginning or
end of a line. Blocks of words
can be moved, deleted, or dupli-
cated, and changes undone with
a restore command. High-speed
searching and replacing is possi-
ble, too. The only editing task
not available with AtariWriter is
the ability to type over text. (Old
text must be deleted first, and
new text inserted.)

The print mode allows many
options, including an easy-to-use
facility for such things as under-
lining, superscripting, and chang-
ing the shape of dot matrix
characters. Centering text, right
Jjustification, margin adjustment,
and double-column printing are
among the printing functions
available.

With some editing of print con-
trol characters, AtariWriter’s files
are interchangeable with those
of Text Wizard, a less expensive
word processor. AtariWriter text
files also “‘talk to themselves”
(can be sent or received with an
acoustic modem without addi-
tional software), which is helpful
for authors working jointly.

AtariWriter is fast becoming the
most popular 40-column word
processor for the ATARI because
of its powerful capabilities and
ease of use.



2% WORD PROCESSING

BANK STREET WRITER

Description: simple word
processor
Sold by: Broderbund Soft-
ware, Inc.
17 Paul Dr.
San Rafael, CA 94903
415/479-1170
For: 400, 800, 1200XL
Requirements: 48K RAM, disk
drive; printer optional
Price and format: approx.
$70 disk

File size: 1300 words

Printers supported: most dot
matrix printers

Compatible with: Text
Wizard

Protection: yes

Warranty: yes

Overall rating: 7.0
Ease of use: 8
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

This easy-to-use, home-oriented
word processor, written by
Intentional Educations, Inc. and
the Bank Street College of Edu-
cation in New York, introduces
beginning computer users to the
power of word processing.

Bank Street Writer has all the
writing and formatting options
necessary to produce a docu-
ment of moderate length, but it
does not have the printer con-
trols or formatting options found
in more complicated word
processors.

Document length is limited to
approximately three printed
pages, a limitation that can

be circumvented by linking sepa-
rate files to produce longer
documents.

The program comes with an
excellent manual and a demo
program on the reverse side of
the disk that teaches use of the
writer. This is an interactive tuto-
rial requiring responses from the
user.

Bank Street Writer's best feature
is its ease of use. Although of
limited use as a real word pro-
cessor, it has been tested exten-
sively among young students
and praised highly by educators
for the introduction to comput-
ing and text processing that it
provides.



Description: full word
processor

Sold by: LJK Enterprises
7852 Big Bend Blvd.
St. Louis, MO 63119
314/962-1855

For: 400, 800

Requirements: 16K RAM; disk
drive optional, printer optional

Price and format: approx.
$100 cartridge or disk

File size: limited by disk

Printers supported: any par-
allel printer

Compatible with: Data Per-
fect, Spell Perfect

Protection: yes

Warranty: not written

Overall rating: 8.6
Ease of use: 7
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Letter Perfect is a fast and
powerful word processor with a
storage capacity of more than
36,000 characters on a 48K
computer. By eliminating key
clicks it also provides a silent
keyboard—a nice feature for
those who work at home.

The program is menu driven and
incorporates a large number of

WORD PROCESSING
LETTER PERFECT

disk utility and file management
capabilities. Text block move-
ment, deletion and insertion, and
the usual character and line
manipulations are provided.
Search and replace functions are
supported.

Printer controls take full advan-
tage of most printers, although
some may require the Printer
Driver Building Program (avail-
able from the vendor). Document
formatting is done before
printing and can be changed as
often as necessary. The program
will not, however, perform
double-column printing.

Letter Perfect is compatible with
Data Perfect and Spell Perfect,
but its disk files cannot be read
by programs that do not use
LJK’s special disk format and
operating system. A utility pro-
gram available from LJK allows
conversion between their format
and ATARI DOS format.

Possibly the most powerful word
processor available for the
ATARI, Letter Perfect is also easy
to use once mastered. Its user’s
manual is complete and exten-
sive. Used in conjunction with a
high-speed printer and special
hardware to provide an 80-
column display, this is a profes-
sional-quality word processor.



2% WORD PROCESSING
SPELL WIZARD

Description: spelling checker

Sold by: Datasoft Inc.
9421 Winnetka Ave.
Chatsworth, CA 91311
213/701-5161

For: 400, 800, 1200XL

Requirements: 32K RAM, disk
drive; printer optional

Price and format: approx.
$50 disk

File size: limited by disk

Printers supported: Epson
MX-80 and FX-80, Centronics
737

Compatible with: Text
Wizard

Protection: yes

Warranty: 90 days

Overall rating: 8.1
Ease of use: 9
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7; Poor: under 5

\Working at a rate of 600 words
per minute, Spell Wizard reads
text and compares it with words
in a dictionary. It works by flag-
ging words not found in its dic-
tionary (including misspellings)
and displaying them one after
another on the screen in inverse
video. The dictionary recognizes
over 33,000 words, and words
may be added by the user.
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For each word flagged, you have
three choices: continue scanning
(which means to accept the
word as spelled), make the
proper corrections if the word is
misspelled, or search a dictionary
for correct spelling. The search
option brings up a prompt ask-
ing you to type in the word to
be found. When you insert the
dictionary disk, the screen either
displays the correct spelling or
reports that the word is not
found. A wild-card search can be
requested if only the first few
letters of a word are known.

Corrected words can be saved
and flagged words added to a
user dictionary. As with all spell-
ing checkers, searching takes
time; thus you may want to
create specialized dictionaries
with different file names to avoid
constantly switching disks. A
hard copy of any dictionary can
be printed for reference.

Among program constraints are
that all proper nouns are auto-
matically decapitalized and all
possessives will be flagged under
the assumption that most apos-
trophes are mistakes. Further,
you are limited to 1000 flagged
words per document. Spell
Wizard can be used with Text
Wizard (see separate review),
but not with Letter Perfect,
which uses a customized disk
operating system.

Spell Wizard's clearly written
documentation and user-friendly
prompts make it easy to under-
stand and use.



Description: full word
processor

Sold by: Datasoft Inc.
9421 Winnetka Ave.
Chatsworth, CA 91311
213/701-5161

For: 400, 800

Requirements: 32K RAM, disk
drive; interface optional,
printer optional

Price and format: approx.
$50 disk

File size: 21,000 characters
Printers supported: Epson
MX-80, Centronics 737,

ATARI 825
Compatible with: Spell
Wizard
Protection: yes
Warranty: 90 days

Overall rating: 7.8
Ease of use: 9
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7: Poor: under 5

WORD PROCESSING <
TEXT WIZARD

This is the most inexpensive, full-
function 40-column word pro-
cessor available for the ATARI;

it is also perhaps the most
widely used.

Margin control allows for two-
column printing by setting two
right and left margins; spacing of
characters and lines and length
of form are controlled by em-
bedded printer commands at any
point in the text. In addition to
standard Atari editing com-
mands, Text Wizard uses page
up, page down, top of file, bot-
tom of file, and search and
replace commands. Text can be
deleted by character, line, and
block. Two screens of text at a
time can be marked for move-
ment or duplication. A handy
deletion technique not described
in the manual is marking a block
of text for a move and then not
moving it.

Some of Text Wizard's special
printing features can be used on
unsupported printers and include
centering text, blocking text to
the right margin, running head-
ers or footers, numbering or
skipping pages, pausing to load
sheet paper, and chaining multi-
ple files together. On these
unsupported printers, condensed,
elongated, underlined, and sub-
scripted or superscripted text
may not work. Right justification
is usually possible with most
printers, but proportionately
spaced characters can be right
Jjustified only with the supported
printers. Text Wizard is an excel-
lent buy.
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CHAPTER 2
BUSINESS

Although the ATARI computers
are not primarily for small busi-
ness, there are many business
programs available for them.
These include database mana-
gers, mailing list programs, elec-
tronic spreadsheets, and
accounting packages.

Database managers are versatile
programs that sort and organize
information. Information is
entered in the form of records;
each record contains roughly the
amount of information that can
be written on an index card.
After you have entered all of the
information you need to work
with, the database manager pro-
gram will selectively rearrange
records or generate lists.

Mailing list programs are data-
base managers designed specifi-
cally for use with lists of names
and addresses. They allow you
to sort a list and then print mail-
ing labels.

Electronic spreadsheet programs
are just what their name implies:
the electronic equivalent of an
accountant’s spreadsheet. They
allow you to enter rows and col-
umns of numeric information
(usually dollar amounts) and
then specify relationships
between various rows or col-
umns. If you change a value or a
relationship (equation), the
resulting changes in other parts
of the spreadsheet will be
shown immediately. This makes
electronic spreadsheets valuable
planning tools.
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The following special terms are
used in this chapter:

accounting package A pro-
gram for recording and reporting
the results of various types of
financial transactions.

cell A location determined by a
specific row and column on an
electronic spreadsheet. Spread-
sheet capacity is measured by
the total number of available
cells (the number of rows multi-
plied by the number of columns).

database manager A pro-
gram that stores information that
can be selectively rearranged to
generate answers, lists, or
reports.

electronic spreadsheet A
program for budgeting or plan-
ning in which calculations are
made and displayed in a column-
and-row format.

field In a database, a section
within a record that holds a par-
ticular type of information (such
as name, zip code, price, etc.).

file In a database, a full set of
related information organized for
a particular purpose.

record In a database, a section
within a file that holds all infor-
mation relating to one member
of the file (such as all information
regarding a particular cus-
tomer—name, address, etc.).



Description: electronic
spreadsheet

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 48K RAM, disk
drive, BASIC cartridge, 80-
column printer

Price and format: approx.
$150 disk

Protection: none
Warranty: 90 days

Overall rating: 6.9
Ease of use: 6
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Designed for use in a small-
business environment, The Book-
keeper requires some knowledge
of bookkeeping principles. The
system can also be used to keep
track of personal finances. It
maintains lists of customers and
vendors by numerical index or
alphabetical, balances checking
accounts, and computes cus-
tomer and vendor invoices.

A trial balance sheet can be dis-
played before the final version is

BUSINESS
THE BOOKKEEPER

printed. Accounts payable and
receivable listings show all
deposits and checks. Records can
be displayed in a general ledger,
and hard copies of all displays
can be produced on the printer.
Checks can be listed on screen
or by printer.

Up to 350 accounts can be
included. The program manual
suggests actual account names
for applications such as home,
medical/professional, dairy farm,
and grocery business use. Up

to 1000 distributions per month
and 10 account distributions per
journal entry can be calculated.
Values to $100 million can be
calculated. Data is entered by
screen pages, and users can
verify data during input. Incor-
rect entries cannot be deleted
but must be balanced by new
entries. Checks and invoices,
however, may be voided. When
the program closes out a month,
existing data is erased to prepare
space for the next month.

The Bookkeeper's chief benefit is
that it prints out reports that
would otherwise have to be
done by hand. As such, it can
help a small business save on
bookkeeping and accounting
services.
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BUSINESS
DESK SET

Description: office manager
Sold by: The Programmers
Workshop

5230 Clark Ave. Suite 19
Lakewood, CA 90712
213/804-1475

For: all

Requirements: 48K RAM, disk
drive; printer optional

Price and format: approx.
$29 disk

Protection: none
Warranty: 90 days

Overall rating: 6.2
Ease of use: 7
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5
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Desk Set is a three-part package
that helps keep track of appoint-
ments and address lists; it in-
cludes a perpetual calendar as
well as a letter-writing program.
Though designed primarily for
small business use, Desk Set can
also be used in the home.

The appointment calendar will
hold up to 15 appointments for
each day, all of which can be
displayed. You can move forward
or backward through the days of
the year to review appointments.
Up to 400 appointments can be
added or printed, and appoint-
ments can be deleted individu-
ally or in groups. Information is
automatically saved on disk. The
perpetual calendar can display
any month of any year up to
9999 A.D.

The card file part of the package
is a mailing list that manages up
to 200 addresses per disk and
allows printing of continuous
lists, labels, and envelopes.
Address files can be sorted or
recalled or used by area code,
zip code, or state.

A particularly attractive feature
of Desk Set is Letter Writer,

the third part of the package.
This is a preformatted text editor
that allows you to edit, print,
save, and recall text files. It is
very useful for informal corre-
spondence and can be used with
almost any printer.

For many small offices, Desk Set
can serve as an electronic
secretary.



Description: trend analysis
program

Sold by: The Programmers

Workshop

5230 Clark Ave. Suite 19
Lakewood, CA 90712
213/804-1475

For: all

Requirements: 32K RAM, disk
drive; printer optional

Price and format: approx.
$29 disk

Protection: yes
Warranty: 90 days

Overall rating: 6.0
Ease of use: 6
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

BUSINESS
FORECASTER

As its name implies, Forecaster
uses known information about
past events to predict future
results. It can forecast profits,
costs, sales trends, test scores, or
virtually any other recordable
event. These events may even be
hypotheses used to test different
possibilities.

The program displays a table
containing up to 14 columns of
data. The first column contains
data points, which can be dates,
numbers, or any other method of
dividing up the data. Indepen-
dent variables can occupy up to
12 columns in the table. The last
column, the dependent variable,
is the one upon which the pre-
diction will focus.

Forecaster creates a linear fore-
cast and indicates its statistical
validity by rating it excellent,
good, fair, poor, or invalid.
Ratings below good can still
provide valuable information,
and several forecasts can be
generated based on the same
information. Forecasts can be
assigned filenames and saved to
disk for later recall, and any fore-
cast can be reviewed and edited.

As a tool for analyzing linear
trends in sales and personnel
performance, Forecaster is of
particular value to small busi-
nesses, sales managers, and
possibly teachers or trainers. The
program is not difficult to use,
and its menus and prompts lead
users through its functions. It is
enhanced by the use of color
graphics.
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BUSINESS

INVENTORY CONTROL SYSTEM (ICS 800)

Description: parts inventory
program

Sold by: Sierra Digital Research
100 Washington St., Suite 104
Reno, NV 89503
702/323-3856

For: 800

Requirements: 48K RAM, disk
drive, 132-column printer

Price and format: approx.
$135 disk

Protection: none
Warranty: none

Overall rating: 5.5
Ease of use: 6
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Inventory Control System (ICS
800) is for people with little or
no prior computer experience. Its
documentation is complete and
easy to understand, and it shows
screen display diagrams that help
you learn to use the program
quickly. The program is written
in BASIC, and simple text
graphics are used to draw forms
and menus on each screen.

With /CS 800, up to 500 inven-
tory items can be listed on each
data disk. Each inventory record
can contain the price and part
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number, description, and ven-
dor’s name, as well as the num-
ber of items received, used, and
on hand. Each record also
includes the number of items at
which reordering should be trig-
gered, a location code, and an
average price for the item if

lots were purchased at different
prices. The screen also displays
the current date and last update,
together with the number of
records on the disk and the
number of the current record.

Records can be searched by indi-
vidual record or part number.
The program uses a hash-coding
system for rapid random access
to files. The contents of each
record can be printed individu-
ally (by range or record num-
bers), or all records can be
printed.

Four reports can be auto-
matically created and printed.
The inventory report shows
record and part number, descrip-
tion and price, quantity on hand,
number used, number received,
the reorder level and sizes, the
average price, and a code to
identify the part’s location. The
second report prints information
on only those items that have
reached the reorder point. A
vendor list is the third report,
and it adds the vendor name

to the inventory information.
The fourth report, a price list,
prints only price information.

You can master this program
quickly and put it to work in any
small business.



BUSINESS

THE MONEY PROCESSOR

Description: financial database
Sold by: Luck Software
1160 Niblick Rd.
Paso Robles, CA 93446
805/238-2585
For: 400, 800, 1200XL
Requirements: 48K RAM, disk
drive; printer optional
Price and format: approx.
$60 disk

Protection: yes
Warranty: 30 days

Overall rating: 6.5
Ease of use: 7
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5—7; Poor: under 5

The Money Processor keeps
track of credit accounts, check-
ing accounts, savings accounts,
cash funds, employee expense
accounts, deductible items for
tax returns, and budget items. Its
chief virtue is that it can process
large amounts of data quickly.

The Money Processor comes
with an attractively produced
manual that uses photographs
of actual displays and diagrams
of which keys do what. It lacks a
solid introduction or broad over-
view of the program, making ini-
tial understanding of it more

difficult than necessary. A card-
board template for the keyboard
is provided to help you remem-
ber the functions of the keys.

Each type of account has its
own worksheet format. Those
for checking accounts provide
for check numbers, dates, and
check recipients, as well as for
deposits, miscellaneous charges,
and credit information. The pro-
gram verifies account worksheets
and translates them into state-
ments, which are then filed to
disk. Statements can be viewed
but not changed without reen-
tering them onto an account
worksheet.

The character and line editing
features of The Money Processor
include the usual screen editing
functions plus some unique
additional features. If a character
or line is deleted by mistake, the
program permits the user to
restore it. Data may either be
moved or copied to different
parts of a screen.

Any account worksheet or state-
ment may be printed from the
screen to a printer. Search func-
tions work on words or phrases
and logical combinations of
phrases.

This is a very fast and powerful
finance manager, but it may be
too complex for most home
applications.
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BUSINESS

PAYROLL SYSTEM

Description: payroll account-
ing program

Sold by: Miles Computing
7136 Haskell Ave., Suite 204
Van Nuys, CA 21406
213/994-6279

For: all

Requirements: 32K RAM, two
disk drives, printer

Price and format: approx.
$180 disk

Protection: yes
Warranty: 90 days

Overall rating: 6.4
Ease of use: 6
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Payroll System is designed for
use by a business of 50 or fewer
employees. Those with more
than 50 employees will require
a separate data disk for each
additional unit of 50. Menus,
charts, and prompts move the
user through the program’s vari-
ous functions. A user’s manual
provides specific instructions
describing the use of these
functions.

All necessary reports for main-
taining payroll records are
provided by the system, and

each report can be printed out.
A potential problem for some
businesses is that FICA wages
are not stored on the data

disk. A quarter-to-date total is
maintained, which can provide a
warning to be aware of the total
maximum wage for FICA
deductions.

The Payroll System’s state tax
table can cause some confusion.
The manual does not clearly tell
the user how to use either state
tax percentages or a tax table
provided by the state. The sys-
tem will produce paychecks with
the use of preprinted check
forms. The user can also define a
period of time and produce
period-to-date reports.

The program does a good job of
trapping user errors. When they
occur, the program shows an
error and returns the user to the
main menu. The graphics are a
big help here and elsewhere, as
they make it easier to enter
information in the form required
by the program. Payroll Sys-
tem makes imaginative use of
sound—with a warning noise
when it receives incorrect input.

Once you set up the Payroll
System and use it regularly, its
many functions become clear
and it is easy to use. It can save
a small business some money by
eliminating the time and
paperwork required to maintain
a payroll system manually.



BUSINESS

STOCK MANAGEMENT

Description: stock manage-
ment
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 32K RAM, disk
drive, BASIC cartridge; printer
optional
Price and format: approx.
$25 disk

Protection: yes
Warranty: 30 days

Overall rating: 5.8
Ease of use: 6
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

This record keeper for stock mar-
ket transactions offers a menu
for entering new transactions,
correcting data, and listing cur-
rent status and profit/loss figures
for individual stocks. The pro-
gram also displays profit/loss for
specified years. For investors
dealing with several different
brokerage houses, Stock Man-
agement is particularly helpful at
income tax time.

New transactions require
entering the name of the stock,
its symbol, and the type of trans-
action (bought, sold, dividend
received, and so on). You also
have to enter the date and
exchange—NY, AM, OTC—the
price or dividend, and quantity,
plus the commission or miscel-
laneous charges.

A transaction list displays all the
transactions on the disk. The cur-
rent status request gives you the
value of holdings both individu-
ally and totally.

With Stock Management, you
can get a profit/loss statement
for a specific stock by entering
today’s value. It then compares
present holdings with previous
purchases, including brokerage
and miscellaneous fees, and
shows either a profit or loss. The
annual profit/loss statement con-
sists only of stocks sold during
the year, and breaks them down
by long and short-term to assist
in determining tax liability.

Although the documentation is
only adequate and the program
is somewhat complicated to
learn to use, small investors may
find it a handy aid to managing
their portfolios.
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BUSINESS
SUPER MAILER PLUS

Description: database This small database manager can
manager be used to keep records of many

Sold by: Royal Software types of items. It maintains lists
2160 W. 11th Ave. of people, addresses, and other
Eugene, OR 97402 relevant information, and can
503/683-6620 print this information on mailing

For: all labels.

Requirements: 48K RAM, disk
drive; printer optional The many subroutines built into

Price and format: approx. Super Mailer Plus allow users
$50 disk great flexibility. Alphabetic sort-

ing is available by city, state,
country, or zip code and is done

File type: random at well over 400 sorts per min-
Record size: 128 characters ute. Duplicates are automatically
Number of fields: 10 thrown out when encountered.
Field size: 25 characters

Compatible with: none The program incorporates a state
Protection: yes abbreviation file. If the program
Warranty: yes is used for other than names and

addresses, field names can be
redesignated. Super Mailer Plus

Overall rating: 6.5 displays menus and prompts on
Ease of use: 7 the screen for every function,
Documentation: 7 and you can begin to use it
without lengthy reading of
Key: documentation.

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user Few programs can match the

can learn to use the program speed of Super Mailer Plus for
Documentation: Quality of printed sorting data records. It's a valu-
instructions able tool, particularly for a small

business that you run at home.
Excellent: 8—10; Good: 5-7; Poor: under 5
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BUSINESS

TIMEWISE
Description: appointment This computerized appointment
scheduler calendar stores up to 630
Sold by: ATARI, Inc. appointments per disk (or 1024
1312 Crossman Ave. per disk with a 48K expansion).
Sunnyvale, CA 94086 All appointments for the current
800/538-8543 (in California day or a calendar with appoint-
800/672-1404) ment dates marked can be dis-
For: all played on the screen or printed.
Requirements: 32K RAM, disk
drive; printer optional Each appointment added to the
Price and format: approx. record can show date, time, per-
$30 disk son, and type of appointment, as
well as event, place, and com-
ments. The first four—date, time,
Protection: none person, and type—are all key
Warranty: 90 days fields. You can use these to
search through appointments to
find the one you want. With
Overall rating: 5.5 Timewise you can update and
Ease of use: 7 delete your files or browse
Documentation: 6 through them by examining a
condensed list of all appoint-
Key: ments based on key fields. File
Overall rating: Summation of all maintenance options include

ratings factors ;
Ease of use: How quickly the user changlng the current date or

can learn to use the program compressing the files, whlch
Documentation: Quality of printed means to delete all appointments
instructions up to a specified date.

Excellent: 8—10; Good: 5-7; Poor: under 5

This program is easy to under-
stand and use, and there are
many prompts to guide the user.
Timewise supports wild-card
searches and entries, and
provides a way for adding one
appointment for several days
(the same appointment every
Wednesday, for example). If you
need to organize your time care-
fully, this is a useful program.
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BUSINESS
VISICALC

Description: electronic
spreadsheet

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 32K RAM, disk
drive; printer optional

Price and format: approx.
$200 disk

Protection: none
Warranty: 90 days

Overall rating: 8.9
Ease of use: 6
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

ATARI VisiCalc, the electronic
spreadsheet used for problems
commonly requiring a calculator,
pencil, and sheet of paper,
makes it easy to enter data and
specify formulas for projecting
financial situations.

This spreadsheet consists of 64
columns across (labeled alpha-
betically) and 256 rows down
(labeled numerically), for a total
of 16,384 cells. Each cell has its
own address, such as Al, B25,
or AA100, and can hold either
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alphanumeric labels or values
and formulas. The formula func-
tion allows you to interrelate the
contents of cells or groups of
cells based upon the mathemat-
ical formula specified. All of the
Atari’s mathematical functions
are supported.

ATARI VisiCalc presents a screen
“window"’ of the spreadsheet
that displays 24 rows and a
number of columns, depending
on how wide you specify them
to be (from three to 40 char-
acters). As you move the cursor,
the window moves around the
spreadsheet. You can insert and
delete columns and rows, and
replicate the contents of one col-
umn or row to another. Custom
features allow you to move for-
mulas from one cell to another.
The size of the usable worksheet
is determined by available
memory. Although the program
itself uses only 27K, it is not rec-
ommended for machines with
less than 48K.

VisiCalc is excellent for business
applications such as balance
sheets, and is particularly useful
when projecting sales and profits
or building scenarios for new
business ventures. VisiCalc's only
major limitation is that spread-
sheets print very slowly as all
cells are checked before entries
are sent to the printer.



This chapter includes a variety of
programs for use at home. Some
simply help you pursue personal
interests, like making crossword
puzzles or developing astrolog-
ical charts. Most help you per-
form practical tasks in managing
your home and your personal
finances.

Home economics programs are
not as plentiful and as popular
as similar software for business.
They still meet a need, however.
It may take less time to jot a
grocery list on paper than it
does to enter the items into your
computer, but an accounting
software package can take that
grocery bill and help budget
your family’s finances over sev-
eral months—and keep records
for the Internal Revenue Service.
The key to these programs is
using them wisely, so that they
serve your particular needs.

You'll find home finance and
accounting packages, tax prepa-
ration programs, inventories,
mailing lists, and recipe files.
With careful planning you can
use them to balance a check-
book, calculate mortgage pay-
ments, or itemize your personal
possessions.

The choice of software for run-
ning your home is a personal
one that should be made care-
fully. As you read a particular
review in this section, ask your-
self if you would really take the
time to turn on the computer
and load the program described.
Can it save you time by repeat-

CHAPTER 3

HOME

ing a chore you dislike? Will it
perform enough calculations to
make it worthwhile? When
you’ve answered these ques-
tions, you’ve determined your
home software needs.

Most home management and
finance programs are of essen-
tially the same types as those
used in business, except that
they are specifically adapted for
home use.

The following special terms are
used in this chapter:

accounting package A pro-
gram for recording and reporting
the results of various types of
financial transactions.

card file A database designed
specifically for handling records
to simulate a file of index cards.

database manager A pro-
gram that stores information that
can be selectively rearranged to
generate answers, lists, or
reports.

electronic spreadsheet A
program for budgeting or plan-
ning in which calculations are
made and displayed in a column-
and-row format.

mailing list A database

designed specifically for handling
lists of names and addresses.

23



L

HOME
ASTROLOGY

Description: horoscope
program

Sold by: Eicomp
Box 1194
Pomona, CA 91769
714/623-8314

For: all

Requirements: 48K RAM, pro-
gram recorder or disk drive;
ATARI interface optional,
printer optional

Price and format: approx.
$30 cassette or disk

Protection: none
Warranty: not written

Overall rating: 5.0
Ease of use: 6
Documentation: 5

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

This home entertainment pro-
gram introduces users to astrol-
ogy and requires No previous
knowledge of this ancient craft.
It creates horoscopes by
responding to simple prompts,
which may seem a bit obscure at
first. They request the user’s
name and birthday, plus the
hour, minute, and second of
birth if known. Then you need
to add city and state or country,
together with the geographical
coordinates and time zone,
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which can be looked up in an
almanac or atlas.

Then Astrology begins making its
calculations and displaying
houses (sections of the celestial
sphere) on the screen and plan-
etary positions in a separate
chart. Aspects between the
planets are displayed next, with
an indication of the level of coin-
cidence between them. Finally,
the horoscope wheel is dis-
played, using a special set of
astrological symbols. This wheel
is impressive, with zodiac signs
in a circle and planetary symbols
printed in their correct locations.
Planetary symbols are printed
again (with their locations in
degrees) in a column along the
side of the wheel.

All charts can be printed, and
the graphics wheel can be repro-
duced on an Epson dot matrix
printer. As the disk is not pro-
tected and the coding is in
BASIC, you can modify the pro-
gram to print the wheel on
another printer.

Though not complex enough for
professionals, Astrology offers
home users some amusement
and possibly a bit of education.



Description: biorhythm
calculation

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 8K RAM, pro-
gram recorder, BASIC car-
tridge; printer optional

Price and format: approx.
$15 cassette

Protection: none
Warranty: 90 days

Overall rating: 5.1
Ease of use: 7
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7; Poor: under 5

HOME
BIORHYTHM

Biorhythm displays graphic
representations of the emotional,
intellectual, and physical cycles
of an individual’s life, based on
the theory of biorhythms. While
the program loads, an audio
track plays instructions, which
can also be printed as hard copy.

The computer prompts you to
enter a birth date, and from this
it calculates biorhythms for any
chosen month and year and
prints this on a 20-column chart.
All dates used must fall between
January 1, 1900 and December
31, 1999, so you won't be able
to trace your great-great-
grandfather’s state of mind
when he lost the family fortune
in 1894.

The program does not accept
false information or nonexistent
dates, such as February 29 in a
non-leap year. Nor will it display
a biorhythm starting before the
birth date given.

Your own biorhythms can be
useful to know, and a program
like this can provide a lot of fun
at gatherings of family and
friends.
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S HOME
CROSSWORD MAGIC

Description: crossword puzzle This program automatically
maker creates crossword puzzles, which
Sold by: L&S Computerware can be customized for the edu-
1008 Stewart Dr. cation and entertainment of the
Sunnyvale, CA 94086 whole family. You need only
408/738-3416 provide words and clues; the
For: 800 program does everything else.
Requirements: 40K RAM, disk
drive; graphics printer Input for Crossword Magic is by
optional keyboard, but the program is
Price and format: approx. menu driven with prompts
$50 disk appearing on the screen. A sim-

ple puzzle takes just a few min-
utes to make. The program sizes
Protection: yes the puzzle as it adds each word,
Warranty: 90 days and you can actually see the
puzzle grow on the screen. The
program is like a word processor

Overall rating: 6.9 designed especially for puzzles.
Ease of use: 8
Documentation: 6 The resulting puzzles can be
saved and recalled, edited, or
Key: deleted. Puzzles can be played
Overall rating: Summation of all on the screen or printed out.

ratings factors 2
Ease of use: How quickly the user These printed puzzles are very

can lear to use the program attractive, an_d each little box is
Documentation: Quality of printed numbered with the title appear-

instructions ing at the top and clues appear-
ing at the bottom. Solid boxes
are actually checkerboards made
up of smaller boxes.

Excellent: 8—10; Good: 5-7; Poor: under 5

Crossword Magic permits great
flexibility. Users can concentrate
on a specific vocabulary level or
subject area. As an interesting
and entertaining way to develop
vocabulary, this program can be
used by parents and children
working together. With it, you
can even create individualized
crossword puzzles to give as
gifts.
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HOME

ELECTRONIC NOTEBOOK

Description: simple database
manager

Sold by: Amulet
Box 25612
Garfield Heights, OH 44125
216/475-7766

For: 400, 800, 1200XL

Requirements: 24K RAM, disk
drive; printer optional

Price and format: approx.
$25 disk

Protection: none
Warranty: yes

Overall rating: 5.3
Ease of use: 7
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

The unique feature of this sim-
plified database program is its
ability to save and manipulate
drawings as well as text. These
drawings are made by using the
special character set included in
the package.

Electronic Notebook is menu
driven and provides for flexible
data management. Users can
create, save, recall, update,
search, and print files and can
request the disk directory to be
displayed.

Data files are saved in the order
entered and searched using a
keyword string. Browsing is pos-
sible by paging through either
complete data files or just the
portions requested by search
commands. All files can be
printed, but a graphics printer is
required in order to make use of
the program'’s drawing
capabilities.

While Electronic Notebook does
not provide an easy way to
delete data files, it does offer a
flexible means for the storage
and management of data and
drawings.
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HOME

FINANCIAL WIZARD

Description: checkbook
accounting program

Sold by: Computari
10944 North May Ave.
Oklahoma City, OK 73120
405/751-7925

For: all

Requirements: 24K RAM, disk
drive; printer optional

Price and format: approx.
$60 disk

Protection: yes
Warranty: 90 days

Overall rating: 7.5
Ease of use: 7
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7; Poor: under 5

A general checking account
management and budgeting pro-
gram for home use, Financial
Wizard sounds a warning when
errors occur and tells the user
how to properly rectify them.

The screen displays a graphics
template with a cursor at the
location for the entry required.
Boxes provide for entry of date,
payee, budget category in which
the money is spent, and amount.

The program identifies the last
check number written and asks if
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it is correct. If not, you can make
the correction. If a check has
been voided, the program auto-
matically progresses to the next
check number in sequence.

Checks and deposits may be
searched for and displayed by
day, month, or a range of dates.
Search parameters include
budget category, check number,
payee (or payees beginning
with certain letters), or dollar
amount. A bar chart displays
expenditures in all budget
categories, or in one category for
up to 12 months. Users can also
design their own custom budget
categories.

Financial Wizard prints reports of
any information charted on the
bar graphs, and users can print
checks with preprinted forms.
An audit utility summarizes
expenses, deposits, and each
month’s ending balance.

The documentation is also nicely
done. Financial Wizard's power
and ease of use make it an
excellent choice for home use.



HOME

THE HOME ACCOUNTANT

Description: accounting
package

Sold by: Continental Software
11223 S. Hindry Ave.
Los Angeles, CA 90045
213/417-8031

For: 400, 800, 1200XL

Requirements: 48K RAM, disk
drive, 132-column printer; sec-
ond disk drive optional

Price and format: approx.
$75 disk

Protection: yes
Warranty: yes

Overall rating: 7.4
Ease of use: 6
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8-10; Good: 5-7; Poor: under 5

As the most widely sold home
accounting package for any per-
sonal computer, The Home
Accountant has become so
popular it has even been
adopted by some small busi-
nesses, although it is not recom-
mended for commercial use.

The program is flexible enough
to create one or more simple
accounting systems using all or
only a few of its many features.
For the novice, it can be used
just to keep track of a check-

book. More experienced users
can have it keep track of all
cash, checks, credit accounts,
assets, liabilities, income, and
expenses in the home.

The Home Accountant makes up
to 50 user-definable budget
categories available and flags
items for use on tax returns.
Single or muitiple transactions
can be recalled by any combina-
tion of date, number, payee,
amount, budget category, or a
user memo. Up to five automatic
monthly transactions per check-
book are allowed, and a proce-
dure for quick reconciliation of
statements is provided.

With specially formatted check
forms, you can print checks. You
can also print reports of a year’s
budget or actual activity, as well
as balance sheets, net worth
statements, income and expense
summaries, as well as activity
comparisons of these summaries.

For any budget category, bar
graphs compare budget and
actual expenses. Line graphs
show actual expenditures in up
to three categories per graph,
plotting each category in a dif-
ferent color. A trend analysis
graph can be used to show his-
torical trends in any category.

With its friendly menu-driven
prompts and color graphics, The
Home Accountant is a program
your home needs will not easily
outgrow.
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HOME

THE HOME FILING MANAGER

Description: card file

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, disk
drive; printer optional

Price and format: approx.
$50 for 2 disks

Protection: yes
Warranty: 90 days

Overall rating: 7.3
Ease of use: 8
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5
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This is a computerized card file
simple enough to be used by
children as well as adults. Once
loaded, a menu appears with the
following options: LOOK at first
card, FETCH a card by title,
MARK and look at cards by
phrase, PREPARE and format a
disk, SWITCH data disks, and
QUIT.

The Home Filing Manager’s first
option brings an index card to
the screen, and this is where
most of your data entry will
occur. The card is 18 lines deep,
and has a menu displayed along
the top. ADDing puts informa-
tion onto the card, which can
then be saved in alphabetical
order based on its first line.

Each prompt is self-explanatory,
and the program provides the
text processing, filing, sorting,
and recalling functions necessary
to manage a simple card file.



HOME

HOUSEHOLD FINANCE

Description: family budget
planner

Sold by: Creative Software
230 E. Caribbean Dir.
Sunnyvale, CA 94089
408/745-1655

For: 400, 800

Requirements: 32K RAM, pro-
gram recorder or disk drive;
printer optional

Price and format: approx.
$35 cassette, $40 disk

Protection: yes
Warranty: 90 days

Overall rating: 5.8
Ease of use: 6
Documentation: 5

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

This very reasonably priced pro-
gram for keeping track of family
finances allows you to record,
change, and delete income and
expense items in 15 categories.
Household Finance can recall
data and display monthly or
yearly totals in all categories. It
offers a graph of family spending
on screen and provides a
budgeting function to aid your
financial planning. Taxable
income and expenditures can be
flagged, and all files can be
printed to the screen or a
printer.

This is a well-prompted menu-
driven program. When files are
called or created, the cursor indi-
cates the field, and an underline
following the cursor indicates
the number of letters allowed in
each entry. Mistakes are cor-
rected by either typing over or
using the change or delete
options in the program menu.

Household Finance has two
parts. The first allows creation of
financial files and includes read
data, review all, change, delete,
print, and save functions. The
second part, which allows
manipulation of data files,
includes read, summarize
expenses, summarize a category,
make or change budget, and
summarize functions.

This program offers a good

introduction to computerized
record keeping.



HOME
MAILING LIST

Description: mailing list
program

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 24K RAM, pro-
gram recorder, BASIC car-
tridge; printer optional

Price and format: approx.
$25 cassette

Protection: none
Warranty: 90 days

Overall rating: 5.2
Ease of use: 7
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8- 10; Good: 5-7; Poor: under 5
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This program handles not only
simple mailing lists but lists of
other items as well. Users can
load files, add new records, edit,
delete, sort, save, and print
information.

MAILING LIST will display either
all or part of a data file, although
it is somewhat tedious and slow
when searching for records.
Records can be changed and
updated or totally removed from
the file. The program will also
sort, but like searching, this is
very slow. Each record can con-
tain ten fields of information, and
field labels can be redefined.
Data files can also be sent to a
printer.

This is one of the few mailing list
programs available on cassette.
Although MAILING LIST provides
an inexpensive way to keep
track of names, addresses, phone
numbers, and greeting card lists,
it manipulates this data very
slowly. If you need to maintain
complex mailing lists, print
address labels, or have rapid
access to your data, you should
consider a disk-based mailing list
program.



HOME

PERSONAL FINANCE AND

Description: home accounting
program

Sold by: Scitor Corporation
256 Gibraltar Dr. Suite B7
Sunnyvale, CA 94089
408/730-0400

For: 800, 1200XL

Requirements: 48K RAM, disk
drive; printer optional

Price and format: approx.
$79 for 2 disks

Protection: none
Warranty: yes

Overall rating: 6.6
Ease of use: 6
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

RECORD KEEPING

Useful for either small-business
or home record keeping, Per-
sonal Finance and Record Keep-
ing is a powerful and versatile
database program. It comes
packaged on two disks and per-
mits user modifications, but it is
not recommended for the novice.

The program is accompanied by
80 pages of detailed documenta-
tion and tutorials; however,
newcomers to computing or to
accounting procedures will find
both the manual and the pro-
gram somewhat overwhelming.
Some ease of use was sacrificed
for versatility and user control in
Personal Finance, but determined
users can wade through the def-
inition and control files by care-
fully following the examples
provided. Once files have been
created, weekly or monthly entry
of data is quite easy.

Other characteristics include the
ability to define categories as
well as add to them as the need
arises. The user can track
expenses, create a budget file,
generate either high-resolution
plots or colored bar charts of
monthly totals, and produce a
monthly report that can be sent
to a printer. The program can
also be interfaced with VisiCalc
(see separate review| files.
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HOME

TRANSITS

Description: astrology
program

Sold by: Matrix Software
315 Marion Ave.
Big Rapids, MI 49307
616/796-2483

For: 400, 800

Requirements: 24K RAM, disk
drive

Price and format: approx.
$30 disk ;

Protection: none
Warranty: not written

Overall rating: 6.0
Ease of use: 6
Documentation: 4

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Unlike other astrology programs,
Transits can be used as a profes-
sional tool by practicing astrolo-
gers. It offers a very high degree
of accuracy and many options
not commonly available, but

it is no more complicated to

use than most other astrology
programs.

With Transits, the user can
generate birth charts quickly for
persons born any time between
1900 and 2000 anywhere in the
world and still maintain accuracy
to just a few minutes. Earlier
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dates can also be worked, but
with diminished accuracy.

Once birth data is entered, a
chart is displayed on the left of
the screen as a list of positions.
This is later used to hand-draw
the wheel onto paper. Transits’
power lies in its ability to pro-
gress the chart for any given
date or calculate transits for any
time. Both are analysis tech-
niques widely used by astrolo-
gers to project basic birth chart
information backward or forward
in time.

Transits also makes it possible to
compare one person’s chart to
another. It provides a complete
list of all aspects existing be-
tween the natal planets of the
two persons. Some believe this
gives insight into the dynamics
of interrelationships, powerful
tools for astrological inter-
pretation.

Transits transcends home enter-
tainment and can be used in the
serious pursuit and application of
astrology.



Over the last year, there has
been a revolution in computer
educational software. Until very
recently, most educational pro-
grams were little more than text
games. Recent releases, however,
are much more sophisticated.
They use the computer’s
graphics and sound capabilities
to hold the student’s interest
and are available for almost any
subject. These programs can be
used to continue school instruc-
tion at home or to provide sup-
plemental education on new
subjects.

There are several different types
of educational software. One of
the simplest and most common is
the drill-and-practice program. In
this type of program, a variety of
problems requiring the same
basic skill are presented, and stu-
dents must solve them as quickly
and accurately as they can. The
student must already understand
the basic concepts.

Another type of program, the
tutorial, is used to help students
acquire new skills. These pro-
grams present new concepts one
step at a time, and users can
progress at any pace they feel
comfortable with.

Although most of the software
in this chapter is intended for
children, there are also several
programs that can be helpful for
adults. Children and adults alike
can benefit from programs that
teach touch typing, speed
reading, and foreign languages.

CHAPTER 4
EDUCATION

The following special terms are
used in this chapter:

drill-and-practice program
A learning program that gives
the student exercises or prob-
lems, assuming the student
already understands the basic
skills or concepts involved.

interactive storytelling
program A program in which
the user takes part in a story by
manipulating the graphics for the
story or by determining certain
events in the story.

learning game A learning pro-
gram in which the student prac-
tices skills or learns concepts
within the context of a game.

problem-solving game A
program in which the user must
apply logic skills to solve a prob-
lem, mystery, or puzzle.

simulation A program in
which the computer lets you
imitate the experience of some
real-life situation (such as flying
an airplane or running a factory).
You make choices as you try to
perform the task, and the com-
puter tells you what would hap-
pen if you made those choices in
real life.

tutorial program A program
that teaches a new skill or con-
cept, going through the subject
one step at a time (such as
learning typing or conversational
French).

35



EDUCATION

ATARI SPEED READING

Description: speed reading
course

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder, BASIC car-
tridge, joystick

Price and format: approx.
$75 for 5 cassettes

Protection: none
Warranty: 90 days

User group rating: 5.8
Documentation: 7
Graphics and sound: none
Difficulty: adult

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

36

Designed for the adult or older
student user, ATARI Speed
Reading offers a well-docu-
mented and organized course.
Covering a wide range of speed
reading techniques, it stresses
comprehension and retention of
information, while developing
speed and eye coordination.

The package includes five cas-
sette tapes and a notebook of
working materials and reading
selections. The course is divided
into eight units covering a wide
range of topics and interests,
which keeps the material from
becoming dull. According to the
manual, the best results are
achieved by studying two units
per week over a one month
period.

The user begins by taking a pre-
test to determine initial reading
speed. Each unit presents les-
sons developed around tech-
niques that build on skills
acquired in previous lessons.
Users are introduced to timed
reading, paced reading, and
phrase reading. Vocabulary
retention is developed through
phrase defining and word group-
ing, reading by thought groups,
skimming, and scanning.

ATARI Speed Reading charts
your progress through the
course, and its manual also
includes suggestions for main-
taining your reading speed later
and offers advice on what to
review to help you do so.



EDUCATION

ATARI TOUCH TYPING

Description: typing tutor

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder, BASIC
cartridge

Price and format: approx.
$25 for 2 cassettes

Protection: none
Warranty: 90 days

User group rating: 6.1
Documentation: 6
Graphics and sound: none
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

Diagnosing individual needs is
the real strength of ATARI Touch
Typing. With several levels of
drills and individualized lessons,
the program is a tutor for begin-
ner and experienced typists alike.

Two cassette tapes contain
beginning, intermediate, and
advanced typing drills. The first
introduces correct fingering by
showing a keyboard on the
screen. Finger drills present
groups of three characters for
practice on various keys. Inter-
mediate level drills display
sentences containing letters the
student needs to practice.
Advanced level drills present six-
line paragraphs from typical cor-
respondence to increase speed.

ATARI Touch Typing will calcu-
late your speed and evaluate
your errors. Then it provides
individualized lessons that con-
centrate practice on whatever
letters you tend to miss most
often.

A brief manual describes each of
the programs and offers an illus-
trated session on each level. It
includes a bibliography as well.

Even experienced typists will
benefit from working on their
computer-identified weaknesses.
Whatever your typing ability,
you'll find that ATARI Touch
Typing can help you improve.

37



EDUCATION
BALLOON BANDIT

Description: math drill

Sold by: Orange Cherry Media
7 Delano Dr.
Bedford Hills, NY 10507
914/666-8434

For: 400, 800, 1200XL

Requirements: 16K RAM (pro-
gram recorder) or 24K RAM
(disk drive); joystick optional

Price and format: approx.
$25 cassette, $30 disk

Protection: yes
Warranty: lifetime

User group rating: 6.0
Documentation: 5
Graphics and sound: 6
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5
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BALLOON BANDIT is a combi-
nation math drill and word
guessing game for children (ages
six to twelve) that provides four
difficulty levels, each of which
presents random problems.

After solving a problem correctly,
the user gets to shoot at a bal-
loon, with either a joystick or
the keyboard. As each balloon
breaks, a letter or star is revealed
and the user tries to guess the
hidden word. If the word is not
guessed correctly, a new prob-
lem is displayed. If the guess is
correct, there is a winner and
the game starts all over again.
Scoring is based on the number
of problems answered correctly,
total balloons shot, and balloons
and stars remaining.

BALLOON BANDIT's major
weakness is that the problem
sequences are not structured.
Rather than focusing on a par-
ticular problem area, the user
works with a wide range of
problems using a variety of math
and word operations. But the
game does make a math drill
more fun than solving the same
problems with paper and pencil.



Description: arithmetic game

Sold by: Orange Cherry Media
7 Delano Dr.
Bedford Hills, NY 10507
914/666-8434

For: 400, 800, 1200XL

Requirements: 16K RAM (pro-
gram recorder) or 24K RAM
(disk drive); joystick optional

Price and format: approx.
$25 cassette, $30 disk

Protection: yes
Warranty: lifetime

User group rating: 5.5
Documentation: 4

Graphics and sound: 5
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8- 10; Good: 5-7; Poor: under 5

EDUCATION
BANKER'S RUN

BANKER'S RUN is an arcade-
style learning game that teaches
children to handle money. The
player is the banker; he or she is
visited by a depositor wanting to
make a withdrawal. The player
uses the arrow keys to move
through nine bank vaults
searching for and finding coins
as needed. The object of the
game is to pick up the exact
amount of change before time
runs out.

The several levels of play deter-
mine the maximum amount to be
withdrawn, which can range
from 33 cents to 99 cents. The
game is interesting for elemen-
tary grade children; younger
ones will need help with the
instructions and the concept at
first, but they will catch on
quickly. Addition skills are
required.

The documentation is simple and
easy to use. It fully explains the
object and operation of the
game, and also gives some strat-

egy tips.
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EDUCATION

COLLEGE BOARD SAT

Description: test preparation
Sold by: Krell Software
1320 Stony Brook Rd.
Stony Brook, NY 11790
516/751-5139
For: 800, 1200XL
Requirements: 48K RAM, disk
drive
Price and format: approx.
$300 for 10 disks

Protection: yes
Warranty: yes

User group rating: 6.5
Documentation: 8

Graphics and sound: none
Difficulty: high school students

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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College Board SAT is essentially
an electronic workbook to help
students prepare for the Scho-
lastic Aptitude Tests. It offers
immediate responses to ques-
tions, explains correct answers,
and allows students to chart
their progress in math and
vocabulary skills.

The package contains ten disks
and a booklet. Although the
documentation tells how to run
the program, it was originally
written for Apple users. An insert
is provided for Atari owners, but
there can be some confusion for
new users not yet familiar with
their ATARI computers. The
booklet also includes reading
selections, mathematical dia-
grams, and sample worksheets
which illustrate the contents of
each section of the series.

Six learning areas are covered in
this package. There are three
disks for math, two for vocabu-
lary, and one for word relation-
ships. There are also three disks
for standard written English;
reading comprehension and
sentence completion share a
disk.

The program is done entirely in
text; no use is made of the com-
puter’s graphics and sound
capabilities. As an interactive
package, College Board SAT
offers immediate response and
keeps track of how well the stu-
dent is doing. For these reasons,
some students find this prefer-
able to a printed workbook.



EDUCATION

CONVERSATIONAL FRENCH

Description: language tutor

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder, BASIC
cartridge

Price and format: approx.
$60 for 5 cassettes

Protection: none
Warranty: 90 days

User group rating: 6.4
Documentation: 6

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—-10; Good: 5-7; Poor: under 5

With a workbook and five audio
and data file cassettes, this pro-
gram teaches survival French for
the traveler. As a computerized
phrase book, the program
focuses solely on conversational
French, not grammar. Most of
the material presented on the
audio cassette recorder is simul-
taneously written out on the
monitor screen, along with a
colorful graphics display. Some
exercises appear on the monitor
only and require the user to
select correct responses or form
new phrases. Additional exer-
cises in the workbook provide
more practice after lessons are
completed.

Conversational French includes
exercises in how to say greet-
ings, make requests, and ask for
directions or the correct time.
Other exercises concentrate

on French words for objects,
expressions of likes and dislikes,
questions about locations, and
inquiries about what people are
doing.

Important strengths of the pro-
gram are the spoken French on
the cassettes and the user’s abil-
ity to set the pace of a lesson.
However, you can start a lesson
only at the beginning of a cas-
sette, and you cannot skip to a
particular section. No explana-
tions regarding the structure of
the language are given. Conver-
sational French is one of a series
of language programs for travel-
ers available from Atari. Similar
programs teach German, Italian,
and Spanish.
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EDUCATION
COUNTER

Description: language and
number game
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 16K RAM (cas-
sette) or 24K RAM (disk), pro-
gram recorder or disk drive,
BASIC cartridge; joystick or
paddle controllers optional
Price and format: approx.
$30 cassette or disk

Protection: yes
Warranty: 30 days

User group rating: 5.8
Documentation: 5
Graphics and sound: 6
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5
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With colorful graphics and
enchanting musical tunes,
Counter offers a unique way of
teaching young children to
count to 15 in either English,
Spanish, French, or German.

The program has two parts. In
the first, the computer displays
objects and then counts for the
child. In the second part, it is the
child’s turn. The computer dis-
plays the objects and the child
counts by using the keyboard or
joystick to enter the correct
number of items seen. All com-
mands are made on the key-
board, but a joystick or paddle
controllers can be substituted.

A menu allows Counter to run in
any of the four languages. This
exposure to different languages
plus enticing music and graphics
combine to make an interesting
program. It not only helps chil-
dren learn to count, but offers
some amusement and enrich-
ment as well.



Description: government
simulation

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder, BASIC
cartridge

Price and format: approx.
$15 cassette

Protection: none
Warranty: 90 days

User group rating: 5.3
Documentation: 5

Graphics and sound: none
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8- 10; Good: 5-7; Poor: under 5

EDUCATION
ENERGY CZAR

Energy Czar, a challenging simu-
lation game, is appropriate for
older students or adults and
takes some time to master and
understand. As Energy Czar, the
player controls energy resources
and their use and must deter-
mine an energy policy for a five-
year term of office.

Five graphs showing policy
options can be viewed and
altered as desired. These display
prices, taxes, deaths, supply,
usage, and an overall index of
the state of the economy and
energy for a particular year of
office. The player can enact legis-
lation or quit the job at the
beginning of any year. If the
player chooses legislation, the
computer calculates the effects
of these acts and displays them
along with a public opinion poll
that evaluates the player’s per-
formance in office. If the poll
results in ratings of less than 20
percent, the player loses his job
and the game is over. An overall
rating of 75 percent or more
results in the Energy Czar being
declared a national hero in addi-
tion to being allowed to con-
tinue in office for another
five-year term.

Supplied on cassette tape,
Energy Czar includes a booklet
that explains the game, gives
hints on winning, and provides
general background information
about energy and the economy.
It is an excellent educational tool
for studying the interrelationship
of ecology and economy.
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EDUCATION
FACEMAKER

Description: educational game
Sold by: Spinnaker Software
Corp.

215 First St.
Cambridge, MA 02142
617/868-4700

For: all

Requirements: 8K RAM (car-
tridge) or 48K RAM (disk);
disk drive optional

Price and format: approx.
$40 cartridge, $35 disk

Protection: yes
Warranty: 30 days

User group rating: 7.0
Documentation: 7
Graphics and sound: 7
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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Though targeted toward children
four to twelve years old,
FACEMAKER is entertaining
enough for adults to use as an
icebreaker party game.

In this educational game, you
assemble a face from a menu of
different features, such as eyes,
noses, mouths, and tongues.
There are eight choices for each
detail. After constructing a face,
you can create various expres-
sions; a combination of winks,
smiles, and frowns can be put
together with wiggling ears, cry-
ing eyes, or a stuck-out tongue.
Delays can be inserted between
various facial movements in
order to create an emphasis of
expression.

FACEMAKER also includes a
game in which the child must
figure out the sequence of
movements in the facial features
used by the program. Beginning
with one movement, the child
types a key he or she believes
corresponds to the movement. If
incorrect, the face sticks out its
tongue and the child gets
another turn.

This software is designed to
teach children to use the com-
puter. FACEMAKER also helps
improve memory, concentration,
and creativity, and it achieves
this in a most entertaining man-
ner. This is a delightful program
for children and is well worth
the price.



Description: organization skills
game

Sold by: Sunburst Communi-

cations

39 Washington Ave.
Pleasantville, NY 10570
914/769-5030

For: 800XL, 1200XL, 1400XL,
1450XL

Requirements: 16K RAM, disk
drive

Price and format: approx.
$50 disk

Protection: yes
Warranty: lifetime

User group rating: 7.0
Documentation: 8

Graphics and sound: 7
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphlcs and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION
THE FACTORY

The Factory challenges students
to produce a computer-specified
product using a variety of
machines. Students must cor-
rectly organize the machines into
an assembly line. If the product
comes off the line without a
flaw, the computer specifies
another product to be made.
Otherwise the student can try
again. For practice, there is a
separate program that demon-
strates all the actions of the vari-
ous machines. Another program
allows students to set up a fac-
tory of their own design.

Packaged in a vinyl three-ringed
binder, The Factory includes an
excellent teacher’s guide and
sample worksheets. The program
is autoloading and uses the.BASIC
cartridge.

The Factory is an excellent edu-
cational program for fourth
through ninth graders. Due to its
high quality, it may also be suit-
able for older children. This is a
wonderful and highly recom-
mended program for acquainting
students with the logic of
organization.
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EDUCATION

GALAXY MATH FACTS GAME

Description: math drill and
practice

Sold by: Random House School

Division

400 Hahn Rd.
Westminster, MD 21157
800/638-6460

For: 400, 800

Requirements: 48K RAM, disk
drive; printer optional

Price and format: approx.
$174 for 7 disks

Protection: yes
Warranty: 90 days

User group rating: 7.8

Documentation: 8

Graphics and sound: 7

Difficulty: beginning to inter-
mediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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This seven-disk series of math
drill-and-practice programs puts
the student in control of a
spaceship attempting to return
to Earth. The ship is fueled,
stocked, and armed according to
how well the student answers
the math problems.

Once the spaceship takes off, it
must ward off attacking Kling-
ons, pass through a dense star
field, evade a black hole, and
occasionally refuel. The outcome
of the mission depends on how
well and how fast the student
answers the problems. Each pro-
gram has six levels of difficulty
and four speed levels. A chart
that records student progress
can be copied on a printer.

The manual provides a complete
breakdown of the difficulty levels
and their corresponding grade
levels. Examples of the screen
graphics are included to help
explain game strategy and flow.

Galaxy Math Facts Game is for
drill and practice. Students
should know which concept is
being practiced before using the
program so they start at the
proper level. These drills are suit-
able for use by students with a
third-grade reading level, but
younger students can use them
with some help from parents.
The math concepts developed
are intended for students in the
second through ninth grades.
Although written primarily for
classroom use, the programs are
also good for home use.



Description: math skills game
Sold by: Random House School
Division

400 Hahn Rd.
Westminster, MD 21157
800/638-6460

For: 400, 800

Requirements: 48K RAM, disk
drive

Price and format: approx.
$174 for 6 disks

Protection: yes
Warranty: 90 days

User group rating: 8.0
Documentation: 8

Graphics and sound: 7
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION
GRAND PRIX

This package helps develop math
skills for children in the third
grade and above. It contains

six disks covering basic facts,
place value, fractions, rounding
and estimating, decimals, and
integers.

Grand Prix presents math drills in
a scenario of preparing for driv-
ing an auto race. The user
chooses the level of difficulty
and then proceeds to the pit to
prepare the car for the race.
Fuel, tires, engine repairs, and oil
are obtained by correctly
answering math problems. Once
the car is ready, the user runs
the race using the arrow keys
for controls.

As the race progresses, users are
allowed, and occasionally
required, to return to the pit for
additional supplies. At the pit
stop, users must again give cor-
rect answers to problems pre-
sented. They are also allowed to
recover from crashes by
answering two problems
correctly.

Grand Prix provides an entertain-
ing way to present a large vari-
ety of elementary math
problems. With the car race
scenario, the problems seem to
be more a game than a drill.
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EDUCATION

JUGGLES' RAINBOW

Description: keyboard
familiarization

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder or disk drive

Price and format: approx.
$30 cassette or disk

Protection: yes
Warranty: 90 days

User group rating: 6.2
Documentation: 6
Graphics and sound: 7
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5
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This playable and colorful pro-
gram is so easy to operate that it
enchants young children and
parents alike. By touching almost
any key, a child can produce a
colorful graphics display with
Juggles’ Rainbow.

The lessons on four menu
options ask the child to discrimi-
nate between parts of the key-
board. Cardboard dividers to
place on the keyboard are
included. As an example, a par-
ent can prompt the child to use
only the left hand on the left
side of the keyboard and the
right hand on the right side. Les-
son speed and the extent of
written assistance required is
adjustable.

One of the menu'’s options
requires knowledge of left, right,
above, and below. Since some
educators feel the simultaneous
introduction of these four con-
cepts might be confusing, par-
ents should watch their child’s
progress on this lesson carefully.
Both verbal and graphic prompts
are provided, but the written
instructions exceed the reading
ability of many young children.
Parental assistance will probably
be necessary.

Young children enjoy playing
these colorful games. Juggles’
Rainbow offers a pleasant way
for parents to share computer
time with children up to the age
of six.



Description: number and char-
acter exercise

Sold by: Spinnaker Software

Corp.

215 First St.
Cambridge, MA 02142
617/868-4700

For: all

Requirements: 8K RAM (car-
tridge) or 48K RAM (disk),
Jjoystick; disk drive optional

Price and format: approx.
$30 cartridge or disk

Protection: yes
Warranty: 30 days

User group rating: 7.2
Documentation: 7
Graphics and sound: 7
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5

EDUCATION
KINDERCOMP

KINDERCOMP is an exceptional
example of computer software
for children ages five to eight.
The first three selections—called
Draw, Scribble, and Name—give
children the opportunity to expe-
rience and manipulate the com-
puter’s sound, color, and
graphics capabilities.

Draw enables children to draw
lines, change background colors,
fill in enclosed areas, and change
colors with a joystick and single-
letter or number commands.

The last three selections—
Sequence, Letters, and Match—
teach number sequence and
prereading skills. Sequence pre-
sents five numbers on the
screen, and the child must select
the next logical one. Letters
provide practice in matching
lowercase and uppercase letters.
Match offers practice in fine dis-
crimination by requiring children
to match up some rather com-
plicated patterns.

The accompanying manual is
clear, concise, and accurate, and
designed to be used by young
children with beginning reading
skills. However, since many chil-
dren able to use KINDERCOMP
won'’t have the requisite reading
ability, parental assistance may
be necessary.

Children are enchanted with
these fun, colorful, and creative
games. KINDERCOMP is highly
recommended.
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EDUCATION
LEMONADE

Description: business
simulation
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 16K RAM, pro-
gram recorder or disk drive
Price and format: approx.
$18 cassette or disk

Protection: yes
Warranty: 30 days

User group rating: 6.0
Documentation: 6

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficuity: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

50

Lemonade simulates the opera-
tion of a small business. The
object is to make as much
money as possible by deciding
how many glasses of lemonade
to make, how many advertising
signs to buy, and how much to
charge per glass. By using assets
wisely, the user can avoid bank-
ruptcy. Other events built into
the program—such as heat
waves, inflation, and road
work—affect sales.

The user’s manual develops
applications for social studies,
math, and vocabulary enhance-
ment. All commands are given
through the keyboard.

As Lemonade is designed as an
individual activity, it's appropri-
ate for use at home.



Description: interactive
children’s story

Sold by: Amulet
Box 25612
Garfield Heights, OH 44125
216/475-7766

For: 400, 800, 1200XL

Requirements: 16K RAM (cas-
sette) or 24K RAM (disk), pro-
gram recorder or disk drive,
joystick

Price and format: approx.
$20 cassette, $25 disk

MAGIC STORYBOOK

Protection: yes
Warranty: yes

User group rating: 5.2
Documentation: 5
Graphics and sound: 7
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION

MAGIC STORYBOOK combines
recorded music and a female
voice to present the story of The
Three Little Pigs, accompanied by
colorful, animated graphics. An
entertaining and educational
program for children of all ages,
it invites user interaction by
stopping at strategic points in
the story to request that \¥/asco
the Wolf be moved across the
screen to a designated spot.

The program comes with colorful
packaging, clear instructions, and
a line drawing of the three pigs
and Wasco for children to color.
A printed version of the story is
included for adults. One problem
worth noting is that the sound
track may be out of sync with
the program when it is rerun.
You have to figure out by trial
and error that the recorder must
be properly cued before pressing
START on the keyboard in order
to get sound and program run-
ning together again.

The narrator’s voice seems to
lack some presence and clarity,
but the graphics are colorful and
clever, although possibly too
detailed and cluttered for a small
child’s eyes.

MAGIC STORYBOOK is more
entertaining than educational.
The child learns only the story of
The Three Little Pigs and the tim-
ing of the joystick responses. But
for children up to five years of
age, this is a delightful introduc-
tion to computing.



EDUCATION
MASTERTYPE

Description: typing tutor
Sold by: Scarborough Sys-
tems Inc.

25 N. Broadway
Tarrytown, NY 10591
914/332-4545

For: all

Requirements: 16K RAM (car-
tridge) or 32K RAM (disk),
disk drive optional, printer
optional

Price and format: approx.
$40 cartridge or disk

Protection: yes
Warranty: 30 days

User group rating: 7.9
Documentation: 7

Graphics and sound: 7
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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Mastertype uses a game environ-
ment to teach typing skills on
the keyboard. The player
defends a space station located
in the center of the screen.
Words, letters, numbers, and
symbols are evil characters that
approach the station from the
screen’s edge and threaten its
existence until the user removes
them by hitting the proper key
on the keyboard.

There is a good variety of les-
sons with different word sizes
and skill levels. With some of the
options, the player can even
develop individualized lessons.
The computer scores perfor-
mance in speed and accuracy.

The screen uses colorful graphics
for the display, and the keys
typed are printed at the bottom.
Sound marks the completion of a
typed sequence and indicates
whether a response is correct or
wrong. If a group of characters
approaches the space station too
closely before they are typed
correctly on the keyboard, the
space station will be damaged
but not destroyed. It takes sev-
eral such accidents to end the
game.

With Mastertype, users can see
their typing speed increase as
they compete against their own
prior score.



EDUCATION

MATHEMATIC-TAC-TOE

Description: math drill
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 16K RAM (cas-
sette) or 24K RAM (disk], pro-
gram recorder or disk drive,
BASIC cartridge
Price and format: approx.
$18 cassette or disk

Protection: yes
Warranty: 30 days

User group rating: 6.0
Documentation: 6

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8- 10; Good: 5-7; Poor: under 5

This educational game for two
players uses the traditional tic-
tac-toe format to sharpen a
child’s basic math skills. All input
on Mathematic-Tac-Toe is with
the keyboard.

Players solve computer-gener-
ated problems that concentrate
on the four basic math func-
tions—addition, subtraction,
multiplication, and division. Fif-
teen levels of difficulty and fif-
teen different time limits are
available to provide challenges
for different skill levels.

In each round, the player selects
a spot from the tic-tac-toe grid
and then solves the given prob-
lem. A correct response puts the
player’s symbol on the grid.

Mathematic-Tac-Toe offers an
amusing way for sharpening the
grade-school student’s basic
computational ability.
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EDUCATION
M-SS-NG L-NKS

Description: language skills
game

Sold by: Sunburst Communi-

cations

39 Washington Ave.
Pleasantville, NY 10570
914/769-5030

For: 800XL, 1200XL, 1400XL,
1450XL

Requirements: 48K RAM, disk
drive

Price and format: approx.
$50 for 2 disks

Protection: yes
Warranty: lifetime

User group rating: 7.0
Documentation: 8

Graphics and sound: none
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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M-SS-NG L-NKS (for ““missing
links”) is a program about lan-
guage. Lessons are provided on
two disks, which are purchased
separately. The first, called Young
People’s Literature, uses nine
excerpts from famous children’s
stories, such as Laura Ingalls
Wilder’s Little House in the Big
Woods and George Seldon’s The
Cricket in Times Square. The sec-
ond, MicroEncyclopedia, offers a
variety of reading selections on
subjects of interest to children.

The lessons’ object is to fill in the
missing links in the words from
the various literary passages
given. The lessons range in com-
plexity from simply omitting all
vowels to displaying only the
author’s name and the book’s
title. This can challenge even

the best intellects.

The game is designed for one or
two players, or teams, and all
commands are entered through
the keyboard. Players can have
up to five tries on each letter, or
they can move to a different let-
ter or back to one previously
skipped (using the arrow keys).
After the limit of guesses is up,
the computer supplies an
answer. At game’s end, the com-
puter scores each player’s
performance.

Although it is written mainly for
grade school students and the
reading material is juvenile,
M-55-NG L-NKS can reach adult
levels of complexity.



Description: alphabet study

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 32K RAM, disk
drive, BASIC cartridge

Price and format: approx.
$35 disk

Protection: yes
Warranty: 90 days

User group rating: 8.2
Documentation: 6
Graphics and sound: 7
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION

MY FIRST ALPHABET

My First Alphabet will help
preschool and kindergarten chil-
dren identify capital letters and
numbers from zero to nine. Each
drill takes about 15 minutes.

The program is flexible, and chil-
dren need no assistance to use
it. Input is simple since keys not
required to make responses are
deactivated. The child is in con-
trol of the program, and this
helps motivate learning.

The graphics, color, and screen
formatting are exciting and
extremely attractive. Animation
and still graphics keep the child’s
interest, even though the pro-
gram does not use a game for-
mat. Each letter is accompanied
by a picture and several words
beginning with that letter. These
additional words can be used to
supplement an alphabetizing
activity. Numbers are accom-
panied by cups and clown faces
for the child to count. The sound
is good and not distracting.

To progress the child must match
the letter or number with the
corresponding one on the key-
board. The program does not
present or pair uppercase and
lowercase letters.

The program provides model les-
sons for parents’ use, and the
Select a Picture feature can be
used to teach letter and number
correspondence. My First Alpha-
bet provides good matching
tasks for children able to locate
letters and numbers on the
keyboard.
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EDUCATION
NUMBER BLAST

Description: math drill
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 16K RAM (cas-
sette) or 24K RAM (disk), pro-
gram recorder or disk drive,
BASIC cartridge, joystick
Price and format: approx.
$18 cassette or disk

Protection: yes
Warranty: 30 days

User group rating: 6.6
Documentation: 6
Graphics and sound: 6
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5
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This excellent math drill in game
form is for one or two players of
elementary school age. Single
players can use Number Blast to
learn and polish skills in three
kinds of addition or three kinds
of multiplication problems. The
program for two players is a
contest of skill and speed. This is
a great way to practice math
facts, and the timed version is
very popular in the classroom.

As a math problem appears on
the screen, each player uses the
joystick to be first to blast it with
the right answer. Points are
scored for each correct answer
and lost for incorrect ones. A
new problem appears on the
screen whether or not the pre-
ceding answer was correct.

Joystick maneuvers and speed
are explained clearly in both the
documentation and the program
itself. Pressing number seven on
the keyboard, for instance, pro-
duces a diagram showing how
the joystick works.

Number Blast is an easy-to-use
and challenging math game that
reinforces basic math skills in an
entertaining fashion.



Description: problem-solving
game

Sold by: Sunburst Communi-

cations

39 Washington Ave.
Pleasantville, NY 10570
914/769-5030

For: 800XL, 1200XL, 1400XL,
1450XL

Requirements: 32K RAM, disk
drive

Price and format: approx.
$50 disk

Protection: yes
Warranty: lifetime

User group rating: 8.0
Documentation: 8
Graphics and sound: 7
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8--10; Good: 5-7; Poor: under 5

EDUCATION

THE POND

Combining charming graphics
and a unique approach to prob-
lem-solving exercises, The Pond
is an amusing educational pack-
age of three programs. Its visual
delightfulness will appeal to
adults, while its ease of use
makes it foolproof for young
children. The program autoloads
and all instructions are entered
with the arrow keys and the
return key.

The first program contains
instructions, the second is a
practice program, and the third a
game that allows no practice.
The Pond is played by moving a
frog around on lily pads and dis-
covering the pattern of hops
required to cross the pond.

The object of the game is to rec-
ognize the frog’s patterns, which
can range from a two-step hop
(two over, three down) to a
four-step hop (five right, one
down, four left, two up). The
patterns of the lily pads range
from Farmer Jane’s Ponds (sim-
ple, with no distractors) to Twist-
er Ponds (four-step patterns with
many distractors). The animation
of the frog is delightful, including
his rewarding wink when safely
guided across the pond.

The Pond offers an excellent set
of problem-solving exercises
appropriate for children from the
second grade up.
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EDUCATION
RHYMES & RIDDLES

Description: word puzzles
Sold by: Spinnaker Software
Corp.

215 First St.
Cambridge, MA 02142
617/868-4700

For: all

Requirements: 48K RAM, disk
drive

Price and format: approx.
$30 disk

Protection: yes
Warranty: 30 days

User group rating: 6.9
Documentation: 7
Graphics and sound: 7
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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Rhymes & Riddles is a series of
word puzzles for younger
readers. Players must solve the
puzzles one letter at a time.
After several incorrect guesses
have been entered, the solution
is displayed.

One lesson presents riddles with
entertaining answers, in a large
enough selection to keep stu-
dents at the keyboard for a long
time. Another displays blanks to
fill with letters; with the blanks
filled in, the finished lines turn
out to be hidden nursery
rhymes. A third lesson presents a
line to a song. As in the other,
blank letters are filled in on the
line; but after the line is com-
pleted, the computer plays the
music that accompanies the line.
The song’s next line is displayed
until the tune is completed.

Rhymes & Riddles rewards suc-
cessful progress not only by
playing the song, but with
graphic displays of the content.
Successful solution of the riddles
produces images such as a flight
of jet planes racing across the
screen.

These word games provide
excellent exercises in deductive
reasoning and spelling for youn-
ger readers. With them, older
children can learn about the fre-
quency distribution of letters in
the English language.



EDUCATION

SAMMY THE SEA SERPENT

Description: interactive chil-
dren’s story

Sold by: Program Design Inc.
95 E. Putnam Ave.
Greenwich, CT 06830
203/661-8799

For: all

Requirements: 16K RAM (cas-
sette) or 32K RAM (disk], pro-
gram recorder or disk drive,
joystick

Price and format: approx.
$19 cassette, $24 disk

Protection: yes
Warranty: lifetime

User group rating: 6.0
Documentation: 5
Graphics and sound: 6
Difficulty: nonreaders

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—-10; Good: 5-7; Poor: under 5

This interactive storytelling pro-

gram lets a preschool child join

the story by helping Sammy find
his way back to the sea.

On side one of the disk, a gentle
voice introduces Sammy the Sea
Serpent and describes his family
and interests. The narrator
explains how to use the joystick
to move Sammy, giving the child
the opportunity to help Sammy
get around. Once the child has
mastered the joystick, the story
continues.

The child helps Sammy crawl
through pipes, find his way out
of both a garden and a maze,
make his way through a forest,
climb a wall, and eat bugs to
regain strength.

The second side of the disk con-
tains more Sammy games, one in
which Sammy works through
mazes. Through these games,
preschoolers learn to associate
movement on the screen with
the movement of the joystick. In
another game, Sammy catches
bugs that help him grow bigger.
If a child is too slow in reaching
the bug, it moves, and the child
must change direction to catch
it. After playing a game, the
screen returns to a game menu.
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EDUCATION
SOFTSWAP*

Description: software
exchange

Sold by: San Mateo County

Office of Education

333 Main St.
Redwood City, CA 94063
415/363-5472

For: 400, 800

Requirements: 8K RAM, disk
drive

Price and format: approx.
$10 (each) disk

Protection: none
Warranty: 30 days

User group rating: 7.0
Documentation: 6

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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SOFTSWAP is an educational
software exchange whose pur-
pose is the proliferation of pro-
grams created by the San Mateo
County (California) Office of
Education. Software titles are
listed in The Computing Teacher,
and are available from the Mi-
crocomputer Center in San
Mateo County by mail. This is a
nonprofit service that encour-
ages users to copy disks for shar-
ing with others as long as this is
done without charge.

The SOFTSWAP disks described
below cover a wide range of
educational activities, from the
development of concentration
skills to math and language arts,
and are good examples of what
SOFTSWAP has to offer.

In Pak Jana, the student controls
the movements of a dancing fig-
ure using a simple animation
programming language. In Attri-
bute Boxes, the student learns
deductive reasoning. Oregon
Trail simulates a pioneer wagon
train journey across the country,
and Volcano simulates the sur-
vival tactics needed to escape an
erupting volcano. In Multiplica-
tion Bingo, the student is drilled
in multiplication tables, and the
correct answers fill in a bingo
card.

Each disk contains several pro-
grams and is well worth the
investment.



Description: astronomy lesson
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 40K RAM, disk
drive, BASIC cartridge
Price and format: approx.
$25 disk

Protection: yes
Warranty: 30 days

User group rating: 6.7
Documentation: 7

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION
STARWARE

This star-map generator enables
you to view the night sky over
any part of the earth. It also
helps you locate faint objects in
the sky and quizzes you on your
knowledge of the constellations.

Starware displays a detailed star
map from any place on Earth at
any time in this century. You
enter the date and time and
your location, plus the direction
(north, south, east, west, or
zenith) you intend to look. In
about five minutes, the program
draws a full quarter of the sky,
indicating by size the magnitude
or brightness of each star. Star-
ware can display the daytime
sky as well, with clearly visible
stars. If the sun is present on the
map, the background color is
changed from black to blue.

You can call up lines on the
screen that connect the stars to
make constellations. Any one of
66 constellations can be isolated
and displayed individually by
entering a three-letter code. The
program also helps you locate
newly discovered comets when
their positions are published.

The manual includes a table of
locations and a bibliography for
beginning astronomers. Starware
provides useful aids for the
practicing stargazer, as well as
hours of entertainment. For
families with a developing inter-
est in astronomy, this program
offers valuable guidance.
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EDUCATION

STATES & CAPITALS

Description: geography lesson

Sold by: ATARI, Inc.
1312 Crossman Rd.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM, pro-
gram recorder, BASIC
cartridge

Price and format: approx.
$15 cassette

Protection: none
Warranty: 90 days

User group rating: 6.9
Documentation: 6

Graphics and sound: 7
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5
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Designed to test and strengthen
a student’s knowledge of the
United States, States & Capitals
begins by drawing an outline
map and then randomly select-
ing one of the states. The user
then types the name of that
state and its capital indicated by
a flashing dot.

Although spelling must usually
be accurate, the program will
sometimes accept slight varia-
tions. For example, it accepts
Pensylvannia but retypes it Penn-
sylvania. It rejects such goofs as
Utat for Utah, however.

If a student is unsure about the
name of a state or capital, he or
she can simply press the Return
key, and the computer will give
the correct name. In fact, con-
tinuously pressing Return with-
out typing a name offers a way
to move through the entire pro-
gram to learn the names.

Once a state and its capital have
been identified, they are
redrawn in the same color as the
rest of the map, and a new state
is highlighted. The student con-
tinues until all 50 states have
been named. The computer
keeps two scores, one for the
number of correct states and
another for the number of cor-
rect capitals.



Description: sentence
construction

Sold by: Spinnaker Software

Corp.

215 First St.
Cambridge, MA 02142
617/868-4700

For: all

Requirements: 8K RAM (car-
tridge) or 48K RAM (disk);
disk drive optional

Price and format: approx.
$40 cartridge, $35 disk

Protection: yes
Warranty: 30 days

User group rating: 6.5
Documentation: 6
Graphics and sound: 6
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5

EDUCATION
STORY MACHINE

STORY MACHINE is a wonderful
program idea, but it fails to meet
its objective. Though designed
for young readers ages five to
nine, the vocabulary and presen-
tation are so limited that the
program is better suited for
preschoolers.

The graphics used are enchant-
ing, but the number of figures
that can appear on the screen
is severely limited. The short
sentences that can be con-
structed and the animation pro-
duced may be delightful for the
very young, but will not much
interest grade school children.

If you are looking for software
to fascinate a preschooler or to
give a beginning reader an
opportunity to see simple
sentences in action, this software
is ideal. If the program’s diction-
ary were increased and the
graphics reworked so the illus-
trations were not so restricting,
however, this could be a more
useful program.
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EDUCATION

SURVIVAL MATH

Description: math story
problems

Sold by: Sunburst Communi-

cations

39 Washington Ave.
Pleasantville, NY 10570
914/769-5030

For: 800XL, 1200XL, 1400XL,
1450XL

Requirements: 16K RAM, disk
drive

Price and format: approx.
$50 disk

Protection: yes
Warranty: lifetime

User group rating: 7.0
Documentation: 8

Graphics and sound: 6
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8-10; Good: 5-7; Poor: under 5

Survival Math, a package of four
programs, presents real-life math-
ematical problems for students in
Jjunior and senior high school.
Input is through the keyboard,
and the lessons are in the form
of games for one or more.

In Travel Agent Contest, the
player is an assistant travel agent
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competing against other agents
to make out the best travel plan
within a given budget and time
limit. The plan includes such
things as travel, food, and enter-
tainment. The top-rated agent
wins and receives a promotion.

In Smart Shopper Marathon, the
player is a shopper racing up
and down the aisles of a variety
store, trying to get the best bar-
gains before the store closes. A
player has only five minutes in
the store, so quick figuring and
estimation are necessary.

In Hot Dog Stand, the player
and friends organize and run a
hot dog stand at a local football
stadium. The goal is to raise
$3000, so the stand must be
carefully managed. Weather and
a homecoming game, along with
other events, affect the business.

The most complicated of the Sur-
vival Math programs is Fore-
man'’s Assistant, in which the
player must plan and build a
playroom in a limited amount of
time with leftover materials and
a strict budget.

By presenting math problems in
real-life situations, these pro-
grams offer meaningful drills that
capitalize on the game aspects of
computing. Survival Math
includes a good manual and
adequate use of graphics.



Description: arithmetic game
Sold by: Sunburst Communi-
cations

39 Washington Ave.
Pleasantville, NY 10570
914/769-5030

For: 800XL, 1200XL, 1400XL,
1450XL

Requirements: 16K RAM, disk
drive

Price and format: approx.
$50 disk

Protection: yes
Warranty: lifetime

User group rating: 7.0
Documentation: 7
Graphics and sound: 6
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION o
TEASERS BY TOBBS

This entertaining math program
won the 1983 AtariStar Award
for programming excellence.
Teasers by Tobbs provides prac-
tice in addition and multiplica-
tion and offers six levels of
difficulty, from fourth grade to
adult. Up to four students can
play, or teams can be formed for
group problem solving.

Tobbs is a funny little character
who introduces players to the
math puzzles. Tobbs lets players
know if they are wrong, gives
clues if help is needed, and
enthusiastically rewards players
when the solution is found.

Problems are presented on a
three-by-three grid with some
numbers missing. Players use
logic to decide which number or
numbers belong in the empty
boxes, providing practice both in
math and logic.

The accompanying manual sug-
gests that players should be free
to experiment in solving the puz-
zZles. Teasers by Tobbs is not only
instructional, but offers enough
amusement to be played as a
group game.
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EDUCATION

THREE R MATH HOME SYSTEM

Description: math drill
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850
Fors: all
Requirements: 40K RAM, disk
drive, BASIC cartridge; printer
optional
Price and format: approx.
$25 disk

Protection: yes
Warranty: 30 days

User group rating: 6.8
Documentation: 6
Graphics and sound: 6
Difficulty: beginning readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5
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With 101 skill levels, this basic
math drill and practice program
is flexible enough to meet the
needs of students five to thirteen
years old.

Three R Math Home System
begins by asking a parent or
teacher to select a password
that will determine the type of
problem and its difficulty level,
the length of time the problem is
to remain on the screen, and the
number of problems to be
worked. Requiring a password
from parents not only allows
them to determine the precise
level and type of problem
needed, but encourages their
involvement.

To begin, the student types in a
name and the password. Three R
Math Home System displays
appropriate problems in a flash
card manner and gives positive
rewards and encouragements as
they are completed. Finished ses-
sions are summarized and a
printout can be requested.

Three R Math Home System
comes in one version for the
home and another for the class-
room. They are essentially the
same except the classroom sys-
tem has a grade book feature for
teachers.

Parents can use this program
effectively to drill their children
in basic mathematics. Children
will enjoy the drill as their ability
to solve the problems improves.



Description: language skills
program

Sold by: Random House School

Division

400 Hahn Road
Westminster, MD 21157
800/638-6460

For: 400, 800

Requirements: 48K RAM, disk
drive

Price and format: approx.
$174 for 10 disks

Protection: yes
Warranty: 90 days

User group rating: 8.0
Documentation: 8

Graphics and sound: none
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION
WORD FOCUS

Designed for children in fourth
grade and above, Word Focus
offers an interesting and chal-
lenging approach to word attack
and spelling skills.

The package contains ten disks
that cover the following areas of
language arts development: dic-
tionary skills, word recognition,
compound words, vowel recog-
nition, recognition of specific
letters and letter sequences,
phonogram recognition, fixation,
and syllable skills.

Word Focus includes a notebook
that explains the package in
detail and demonstrates each
disk. It describes the approach
used and offers a recording sys-
tem and word lists.

Game-type activities are used to
present instructional material. A
typical example of the nonviolent
games included is Syllable
Countdown, in which correct
answers allow a robot to fuel a
rocket. The player can then
choose to see a computer simu-
lation of the rocket landing on
the moon. Two other disks, Syl-
lable Attack and Word Smasher,
may be objectionable because of
their arcade qualities, but they
do hold the child’s interest in
word attack skills.

Word Focus is one of the most
complete and entertaining lan-
guage arts programs available

for the ATARI.
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WORDGO

Description: spelling game
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 40K RAM, disk
drive, BASIC cartridge, joystick
Price and format: approx.
$25 disk

Protection: yes
Warranty: 30 days

User group rating: 6.0
Documentation: 6

Graphics and sound: 5
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

In Wordgo, players compete
against the high score. It can be
played by one or two players
and is for students 12 years of
age and older. The screen shows
16 boxes containing a word
ending. Players must mark four
squares in a row, horizontally,
vertically, or diagonally.

When the screen displays a con-
sonant blend (two or three
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sounds blended together such as
“scr'” or “’bl”’), the player has 30
seconds to combine the letters
with any of the endings in boxes
to form a proper word. A correct
choice is displayed and scored.
Players are not penalized for
incorrect choices but the timer
continues counting down. Play-
ers choosing to pass when a
proper combination exists, lose
points. If no combination exists,
a passing player gains points,
and another blend is displayed.

Strategy is important because if
the player completes two or
three rows at the same time, the
winning score, normally doubled,
is doubled again for two com-
plete rows and a third time for
three complete rows. Players
must try to choose endings in
strategic places to set up such
possibilities. Players can check a
word’s meaning by accessing a
dictionary file on the disk.

Wordgo is more for recreation
than education, but players do
learn the various pronunciations
of blends and become aware of
the correct spelling of unusual as
well as familiar words. The dic-
tionary definitions generally offer
a new slant on the words
created. Wordgo demands quick
thinking and strategy.



Description: vocabulary
builder

Sold by: Tronix Publishing, Inc.
8295 S. La Cienega Blvd.
Inglewood, CA 90301
213/215-0529

For: all

Requirements: 32K RAM, pro-
gram recorder or disk drive,
BASIC cartridge

Price and format: approx.
$35 cassette or disk

Protection: yes
Warranty: 90 days

User group rating: 5.5
Documentation: 6

Graphics and sound: none
Difficulty: intermediate readers

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: The reading level
required to use the program

Excellent: 8—10; Good: 5-7; Poor: under 5

EDUCATION
WORDRACE

This is a vocabulary game that
offers words simple enough for a
nine-year-old child, yet works
quickly enough for an adult. In
WORDRACE, the screen displays
one word and six short defini-
tions as a clock counts down
from 600 points. If a player
chooses the correct definition,
his or her score is increased by
the number of points remaining
on the clock and play passes to
the next player. If the choice is
incorrect, the player loses that
many points. After all of the
words have been used, the
player with the highest score is
the winner.

Players choose the words on
which they are tested from a
2000-word dictionary, and three
levels of skill are offered. At the
beginner level, the words—such
as convert, hazard, and dare—
are fairly common. The regular
level is challenging, with words
like sycophant, connotation, and
turgid. At the challenge level,
WORDRACE becomes a different
kind of game. Few people know
the words in this section, so
most players must deduce their
meanings.

WORDRACE comes with a brief
written description of setup, and
more word disks have been
promised for the future. They
will be a welcome addition to
this program that is both a
vocabulary builder and an amus-
ing game.
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TCHAPTER 5

NETWORKING

Communications is one of the
fastest growing areas of com-
puter technology. New networks
are being started almost every
day, and the Atari computer
owner can easily gain access to
most of them by using one of
the terminal programs reviewed
in this chapter. The latest stock
reports, movie reviews, and air-
line schedules are available,
along with up-to-the-minute
news and weather. You can
even shop by catalog or read
sections of the New York Times,
World Book Encyclopedia, the
Bible, or the latest congressional
legislation. The Source and Com-
puServe are the two most popu-
lar information services, but
there are now many others as
well.

To take advantage of these serv-
ices, you need a terminal pro-
gram and a modem. Modems for
personal computers usually have
a fixed baud rate (the rate at
which information is transmitted
and received), and the terminal
program must operate at the
same baud rate. The baud rate
for each of the terminal pro-
grams in this chapter is listed
below price and format.

The following special terms are
used in this chapter:

baud rate The speed at which
data is transmitted (in bits per
second) either between two
computers or between a com-
puter and a peripheral.
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buffer Any device that tempo-
rarily stores information during

data transfer, to compensate for
differences in rates of data flow.

bulletin board system A pri-
vate network that lets users
send and receive electronic
messages and exchange com-
puter programs by modem.

download In networking, to
transfer a computer program into
your own system from another
computer.

modem A device that converts
computer data into audible
signals and also converts audible
signals back into computer data,
so that information can be sent
from computer to computer over
the telephone lines.

terminal program A com-
munications program that allows
your computer to exchange
information with other com-
puters through a modem.

upload In networking, to trans-
fer a computer program from
your own system to another
computer.



Description: terminal program

Sold by: Jim Steinbrecher
37220 Tricia Dr.
Sterling Heights, Ml 48077
313/978-2208

For: 400, 800, 1200XL

Requirements: 24K RAM, pro-
gram recorder or disk drive,
ATARI 850 interface, modem;
printer optional

Price and format: approx.
$15 cassette or disk

Baud rate: 300

Ports used: #1
Protection: public domain
Warranty: public domain

Overall rating: 7.1
Ease of use: 8
Documentation: |

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

NETWORKING T

¥ ATARI MODEM 4.0

This public domain terminal pro-
gram offers features not found
on other free software. Identified
as Amodem, it is often found in
a user group library.

The author has made good use
of color to indicate when the
23K file buffer is open or when
files are being received and sent
over the phone. The program
does not offer user control over
program parameters such as the
baud rate to change transmission
speeds. One feature has resulted
in its being described as the
most powerful free terminal pro-
gram available: Atari Modem 4.0
permits communication with
CP/M systems that use the
“Christensen XMODEM pro-
tocol.”” Thus binary files (machine
language programs) and
tokenized programs can be
received and sent.

As with most public domain soft-
ware, the documentation is
skimpy. But user group members
can often obtain such programs
at no cost, and other members
are usually happy to give advice.
Atari Modem 4.0 is easy to use
and even beginners can get it
working with a little experi-
mentation.
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NETWORKING

COMMBAT

Description: networking strat-
egy game

Sold by: Adventure Inter-

national

Box 3435
Longwood, FL 32750
305/862-6917

For: 400, 800, 1200XL

Requirements: 24K RAM, pro-
gram recorder or disk drive,
two complete computer sys-
tems (including modems or
modem eliminator cables with
ATARI 850 interfaces)

Price and format: approx.
$50 cassette or disk

Baud rate: 300

Ports used: serial
Protection: none
Warranty: 1 year

Overall rating: 5.9
Ease of use: 7
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

Commbat is a complex game
played between two computer
systems using telecommunica-
tions. It can be played between
any ATARI, Apple, or TRS-80
computers.

The game is set in a future
universe where a galactic peace
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force compels belligerent inter-
ests to fight their wars within an
impenetrable combat reservation.
Each side is provided with equal,
though archaic, weaponry.

The map is an 80 X 80 grid. The
tanks, bases, decoys, and mines
are drawn with text characters
rather than with a custom char-
acter set. There is no sound. The
command console displays only
friendly units and enemy units
that move within the detect
range of the friendly units. A
message flashes whenever a
tank is under attack, and the
screen flickers when a unit in
combat is damaged. The oppo-
nent’s activities are unknown
unless detected on the map by a
friendly unit. The player who
destroys the enemy command
base is the winner.

Game documentation includes a
description of custom-made
cables that allow computers at
the same location to communi-
cate without a modem. The pro-
gram supports all common baud
rates from 300 to 9600, but
rates higher than 6000 might
pose problems. One copy of
Commbat includes disks and cas-
settes compatible with all three
systems (Apple, ATARI, and
TRS-80). Backup copies are easy
to make. This is a fascinating
program for geographically sepa-
rated players who enjoy strategy
games with hidden movement.



NEI'WORKINGT

MPP SMART TERMINAL

Description: terminal program
Sold by: Microbits Peripheral
Products

225 W. 3rd St.
Albany, OR 97321
503/967-9075

For: all

Requirements: 32K RAM;
printer optional

Price and format: approx.
$150 cartridge

Baud rate: 100-600
Ports used: #4
Protection: cartridge
Warranty: | year

Overall rating: 7.0
Ease of use: 8
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

MPP Smart Terminal provides as
many as ten dynamically allo-
cated buffers for reading or writ-
ing disk files. These allow you to
store many files of different sizes
to memory without reading or
writing on disk while the tele-
phone is on-line. This feature can
be a real benefit when you are
using bulletin boards that auto-
matically shut off if there is no
input within a minute.

Presently this program can be
used only with the Microbits
modem, which plugs into the #4
Jjoystick port in the front of the
ATARI.

The transmission rate with MPP
Smart Terminal can be varied
from 100 to 600 baud, although
accuracy tends to drop off at
higher speeds. The program also
permits direct dumping from the
modem to the printer, a useful
feature when reviewing text.

MPP Smart Terminal offers 15
menu-driven options and pro-
vides screen color changes to
cue the user when a function is
operating. Menu commands re-
quire a single keystroke for
execution.

This program is exceptionally

easy to use and comes with a
useful instruction manual.
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TELE-TALK

Description: terminal program

Sold by: Datasoft Inc.
9421 Winnetka Ave.
Chatsworth, CA 91311
213/701-5161

For: 400, 800

Requirements: 32K RAM, disk
drive, interface, modem;
printer optional

Price and format: approx.
$50 disk

Baud rate: 300—-9600
Ports used: #1
Protection: yes
Warranty: 90 days

Overall rating: 7.5
Ease of use: 8
Documentation: 7

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5
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This very complete telecommuni-
cations program for the ATARI is
not only easy to use but easy to
understand. Tele-Talk includes a
clock feature that keeps track of
elapsed time and automatically
computes the time spent in dol-
lars, which is helpful with ser-
vices such as CompuServe or The
Source.

A bar graph indicates the status
of the memory buffer, and data
received over the phone can be
saved to a disk or printed when
the buffer is full. Uploading
(sending a file to another com-
puter) and downloading (receiv-
ing a file) are fully supported.
The display screen can be split
SO a user can type in a transmis-
sion while data is still being
received and displayed on the
other half of the screen. This

is useful for CB-type networks
where a group of users com-
municate simultaneously.

Baud rate is selectable from 300
to 9600, although recommended
settings range from 300 to 1200.
Input and output parity can be
checked to ensure that nothing
is lost or garbled during trans-
mission.

Tele-Talk was written specifically
for the ATARI. It’s a good and
practical telecommunication pro-
gram that requires little training
or special knowledge to operate.



Description: terminal program

Sold by: Tronix Publishing, Inc.
8295 S. La Cienega Bivd.
Inglewood, CA 90301
213/215-0529

For: all

Requirements: 32K RAM, disk
drive, modem; printer optional

Price and format: approx.
$40 disk

Baud rate: 50-9600
Ports used: serial
Protection: yes
Warranty: 90 days

Overall rating: 7.2
Ease of use: 8
Documentation: 8

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5

NETWORKING &2
TELETARI

TeleTari is advertised as “‘the
friendly terminal program,” and
beginners to the world of tele-
communications will find it
uncomplicated and easy to use
indeed.

With this telecommunications
program, you can connect your
computer to The Source, Compu-
Serve, Dow Jones Data Retrieval
Service, MicroNet, Telenet,
Dialog, and national or local
bulletin boards. With friends, you
can send each other programs in
BASIC, source code, or machine
language, and text files such as
electronic mail. With TeleTari,
yOu can use your computer as a
simple terminal to connect with
a large time-sharing system. This
enables you to work in FOR-
TRAN, COBOL, APL, and other
languages requiring larger com-
puter support.

TeleTari automatically opens a
buffer that holds up to 20,000
characters and can be emptied
at any time with a two-stroke
command. The number of char-
acters available in the buffer is
displayed with one keystroke
and is the most precise way to
keep track of buffer condition.

The manual lists hundreds of
public access (no fee) bulletin
boards. TeleTari provides the
power and flexibility needed by
sophisticated users, yet its sim-
plicity allows beginners to get
started right away.
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T.H.E. SMART TERMINAL

Description: terminal program

Sold by: Binary Corp.
3237 Woodward Ave.
Berkley, Ml 48072
313/548-0533

For: all

Requirements: 16K RAM, pro-
gram recorder or disk drive,
ATARI interface, modem;
printer optional

Price and format: approx.
$50 cassette or disk

Baud rate: 45.5-9600
Ports used: #1
Protection: none
Warranty: media only

Overall rating: 7.6
Ease of use: 6
Documentation: 6

Key:

Overall rating: Summation of all
ratings factors

Ease of use: How quickly the user
can learn to use the program

Documentation: Quality of printed
instructions

Excellent: 8—10; Good: 5-7; Poor: under 5
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T.H.E. Smart Terminal is one of
the few programs that enable an
ATARI 400 with only 16K RAM
to do telecommunicating. The
program is powerful and sophis-
ticated, with multiple buffers that
optimize available memory and
can be opened and closed by
the user.

The main menu should be under-
stood before using T.H.E. Smart
Terminal. Users can switch
between the telecommunications
terminal program and Atari’s disk
operating system, and they are
able to undertake various file
maintenance procedures without
erasing data contained in the
program’s buffers. Terminal con-
figuration characteristics can also
be changed at any time.

Several functions of the program
are not displayed on any menu
but are described in the manual,
and some of these require multi-
ple keystrokes. Beginners are
cautioned to study carefully the
22-page manual before trying to
use T.H.E. Smart Terminal. It’s
among the most powerful and
flexible terminal programs avail-
able for ATARI computers, but it
requires some previous knowl-
edge of telecommunications.



There are hundreds of strategy
and adventure games available
for the ATARI, and this chapter
reviews over thirty of the best of
them.

Adventure games come in two
types: text adventures and
graphic adventures. In text
adventure games, a written
description of each scene is
provided. In graphic adventures,
a computer rendition of each
scene is displayed on the screen,
usually with a brief description
below it. Both types require you
to enter text commands (short

phrases in English) to progress to

the next scene.

Simulations of board games like
chess and Othello are also
included in this chapter, along
with sports games, card games,
and tactical games.

The following special terms are
used in this chapter:

graphic adventure A game in
which the adventurer’s experi-
ences are shown in graphic
displays.

role-playing game An adven-
ture game in which the players
assume the roles of characters in
the adventure. The characters
develop various qualities over a
long period of play.

simulation A game in which
the computer lets you imitate
the experience of some situation.

CHAPTER 6

STRATEGY GAMES

tactical game A game that
challenges logic and thinking
skills.

text adventure A game in
which the adventurer’s experi-
ences are described in text only
(rather than pictured through
graphics).
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STRATEGY GAMES
ARCHONxX

Description: chess-type
simulation

Sold by: Electronic Arts
2755 Campus Dr.
San Mateo, CA 94403
415/571-7171

For: 400, 800, 1200XL

Requirements: 32K RAM, disk
drive, joystick

Price and format: approx.
$40 disk

Protection: yes
Warranty: 90 days

User group rating: 8.8
Documentation: 8
Graphics and sound: 9
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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Archon adds a new dimension to
the traditional chess match. Also
known as The Light and the
Dark, this game combines
graphics and strategy for one or
two players. The battle is waged
for control of the light or dark
area of the screen.

The pieces represent dragons,
trolls, goblins, and other crea-
tures endowed with special
fighting abilities. The most pow-
erful are the Wizard (Light) and
the Sorceress (Dark). They can
cast spells to revive, heal, and
exchange. Using the spells prop-
erly decides a game’s outcome.

-

The light and dark areas of the
board change during the game
and are important to strategy.
When opposing pieces try to
occupy the same square, the
board disappears, and the two
characters appear in a combat
arena to battle for control of the
territory. Instant victory is
awarded to the player who
occupies five power points at
once on the altered chess board.

Archon is a subtle and unique -
game that requires a clear
head and quick reflexes.



Description: baseball
simulation

Sold by: Inhome Software
2485 Dunwin Dr. #8
Mississauga, ONT L5L 1T1

CANADA

416/828-0775

For: all

Requirements: 16K RAM,
Jjoystick

Price and format: approx.
$19 cartridge

Protection: cartridge
Warranty: 90 days

User group rating: 6.5
Documentation: 6
Graphics and sound: 7
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES

BASEBALL

Music greets players at the start
of a game in Baseball, and the
viewing perspective of the dia-
mond is from behind and above
home plate. You control nearly
all aspects of the game in this
computer program.

Pitches can be fast or slow,
inside or outside, or a com-
bination of these. The player
activates a particular fielder to
chase the ball, but throwing to
bases is not automatic. If a
fielder is moved out of the line
of the throw, the ball cannot be
caught.

To bat, you have to wait to fire
the button until the ball reaches
the plate. Runners are controlled
separately and may take leads
off the bases. After a point of no
return, you lose control as they
steal the next base. Squeeze
plays are not possible, but the
ability to control more than one
runner makes up for this.

Home runs are celebrated by
background music. The display is
clear and colorful, and after a
home run the screen scrolls past
the outfield to the scoreboard in
the stands. All action in this two-
player game is controlled by
joystick.
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STRATEGY GAMES
BASKETBALL

Description: basketball
simulation

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 8K RAM,
joystick

Price and format: approx.
$35 cartridge

Protection: cartridge
Warranty: 90 days

User group rating: 5.5
Documentation: 5
Graphics and sound: 6
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

A full team of five players is not
available to either side in Basket-
ball, but the demanding sport
makes a fast-paced and colorful
video game.

As many as four people can par-
ticipate in this computerized
match. The screen displays a
court with baskets at each end,
and the floor is clearly marked
with a midline and keys. At the
top are the clock and score-
board. Teams of two compete at
once, with the computer control-
ling any figure not backed up by
a human player.

A player can dribble the ball
downcourt, pass, intercept, and
shoot baskets. Proper positioning
and sufficient force are necessary
to sink a shot. To pass the ball,
both teammates must press the
fire buttons of their joysticks. Shots
can be blocked and the ball sto-
len by touching an opponent.



STRATEGY GAMES

BATTLE FOR NORMANDY

Description: war game
Sold by: Strategic Simula-
tions Inc.

883 Stierlin Rd., Building A200
Mountain View, CA 94043
415/964-1353

For: all

Requirements: 32K RAM, pro-
gram recorder or disk drive,
BASIC cartridge, joystick

Price and format: approx.
$40 cassette or disk

Protection: yes
Warranty: 90 days

User group rating: 6.3
Documentation: 6
Graphics and sound: 6
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8- 10; Good: 5-7; Poor: under 5

Battle For Normandy is a com-
puter simulation of the 1944
D-Day invasion of Europe. The
program can be tailored to a
large number of war game situa-
tions, since you can artificially set
leadership ratings, supply,
replacements, and transportation
factors to change historical fact.

Small American flags, German
swastikas, and British Com-
monwealth symbols represent
fighting units. Rivers, fields, vil-
lages, swamps, and the heavy
“bocage’” hedges of Normandy
appear on the map. The Allies
land on the beaches and fight
their way inland. A text window
at the bottom of the screen
gives helpful identification.

Land combat and naval bom-
bardment can be incorporated
into most scenarios. The com-
puter calculates battle results
and may require one side to
retreat while permitting the
other to advance into vacated
territory.

One or two players use the joy-
stick to scroll across two screens
of the map area. Action com-
mands and requests are entered
from the keyboard. The com-
puter acts as the German
defense in the one-player option.

Nearly every war game enthusi-
ast has mapped this important
campaign manually on a board.
With Battle For Normandy, the
invasion may now be fought by
computer.
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STRATEGY GAMES

BLACKJACK TUTORx*

Description: blackjack
simulation
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 16K RAM (cas-
sette) or 24K RAM (disk), pro-
gram recorder or disk drive,
BASIC cartridge
Price and format: approx.
$25 cassette or disk

Protection: yes
Warranty: 30 days

User group rating: 6.3
Documentation: 8
Graphics and sound: 6
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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Blackjack Tutor is not only a
game, it is an entertaining tuto-
rial as well. Common blackjack
procedures such as splitting
pairs, doubling down, and insur-
ing hands against a dealer’s ace
are included in the program.

The player has many options in
this game. First, the dealer can
draw from as many as eight
decks. Overall strategy (or no
strategy at all) is the choice of
the player. On request, the com-
puter plays a demonstration
game against itself, an option
that includes ratio and card
count or percentage of winnings
displays. The game can be
slowed for easier observation.

Bets are placed in whole num-
bers from one to 1000, and
shuffling frequency, the number
of decks, and chosen strategy
can change during play. The
computer suggests a bet upon
request. Card counts and per-
centages of winnings are dis-
played. A player can also
surrender his hand to save
half a bet.

The game of blackjack, two bet-
ting strategies, and the program
are explained in 20 pages of
documentation. In the bibliogra-
phy the author refers to two
books which closely depict the
system and strategies used in
Blackjack Tutor. This program is
for serious students of the game.



Description: bridge simulation

Sold by: Dynacomp, Inc.
1427 Monroe Ave.
Rochester, NY 14618
716/442-8960

For: all

Requirements: 48K RAM, disk
drive

Price and format: approx.
$30 disk

Protection: none
Warranty: yes

User group rating: 6.1
Documentation: 6
Graphics and sound: 2
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES

BRIDGE MASTER

The Bridge Master program will
deal 100,000 different bridge
hands at random. Each is num-
bered for easy reference, and a
player can opt for either side.
The computer keeps score and
saves it on a disk file. The menu
displays the last hand played,
so the hands can be played

in sequence over any period

of time.

The display is entirely text, and
input is only by keyboard.

Four positions are listed on the
screen as they would appear
around a table. The program
provides for preemptive open-
ings as well as the Blackwood
and Stayman conventions. Bridge
Master also recognizes demand
bids and jump-shift responses.

Dynacomp claims the program
sometimes makes ““dumb plays,”
but it shows no favoritism for a
player’s opponents or partner. A
player’s high card may be
trumped, or an opponent’s loser
set up.

Because winning is not very dif-
ficult, Bridge Master makes a
player look good while offering
good practice games.
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STRATEGY GAMES
CHECKERS 2.1

Description: checkers
simulation

Sold by: Odesta Corp.
3186 Doolittle Dr.
Northbrook, IL 60062
800/323-5423 (in lllinois

312/498-5615)

For: all

Requirements: 32K RAM, disk
drive; joystick or game pad-
dles optional

Price and format: approx.
$50 disk

Protection: yes
Warranty: 90 days

User group rating: 7.1
Documentation: 9
Graphics and sound: 7
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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When played on a board, check-
ers was a simple game. The pro-
gram Checkers 2.1, however,
offers a menu of variations and a
manual of more than 40 pages.
In spite of the variety, this com-
puter version is no more difficult
than the original board game.

The program offers 16 skill levels,
and you can play the computer
or another person. After the
third level, the time required for
each move doubles. If the com-
puter takes too much time, a
play can be forced.

On request, the computer sug-
gests a move, but the manual
cautions that such advice is not
always perfect, though not delib-
erately misleading. The program
also evaluates performance and
shows a score; negative numbers
indicate a winning total.

Game options include Give
Away Checkers and a Checkers
Movie, which replays a com-
pleted match. Fifty-eight num-
bered parameters (listed in six
pages of documentation) can be
altered to create new games
with the program.



Description: chess simulation

Sold by: Odesta Corp.
3186 Doolittle Dr.
Northbrook, IL 60062
800/323-5423 (in lllinois

312/498-5615)

For: all

Requirements: 48K RAM, disk
drive; game paddles optional

Price and format: approx.
$70 disk

Protection: yes
Warranty: 90 days

User group rating: 8.0
Documentation: 9
Graphics and sound: 7
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5—7; Poor: under 5

STRATEGY GAMES
CHESS

The board display of the excel-
lent Chess program is similar to
illustrations commonly seen in
newspaper columns. Pieces are
graphically clear, and the right
and bottom perimeters of the
board display menu selections
that light up as the player’s cur-
sor passes over them. Nearly 30
menu items can be selected.

The player can switch sides at
any time to see how the com-
puter will play its way out of a
difficult situation. Blind play
options include using the same
symbol to represent all pieces, or
invisible men on one or both
sides. A Features Dictionary in
the instruction manual is
devoted to the many menu items
and features of the program.

There are 17 skill levels available,
including one for postal play and
another to solve mating prob-
lems. Some levels limit the pro-
gram’s capacity to plan future
moves, and the HALT command
forces the computer to move.

This version is easier to use than
a physical chess set because all
moves are made by simply twist-
ing the paddle knob and push-
ing the fire button. The program
itself challenges not only novices
but experienced players as well.
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STRATEGY GAMES
COMBAT LEADERX

Description: battle simulation
Sold by: Strategic Simula-
tions Inc.

883 Stierlin Rd., Building A200
Mountain View, CA 94043
415/964-1353

For: all

Requirements: 48K RAM, pro-
gram recorder or disk drive,
Joystick

Price and format: approx.
$40 cassette or disk

Protection: yes
Warranty: 90 days

User group rating: 9.5
Documentation: 9
Graphics and sound: 8
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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In Combat Leader you command
a squad, platoon, or an entire
military company and must reach
a specific objective defined by
the program. Enemy units and
other friendly troops are con-
trolled by the computer.

A menu offers seven game
scenarios and also allows the
player to build a combat
scenario from scratch. In plan-
ning a battle, you can specify
the type and density of terrain,
the number of various types of
units, vehicle speed and armor,
weapon firepower, and speed of
game play.

An appendix at the back of the
manual lists characteristic
weapons from several countries
and periods beginning with
World War 11, so you can design
combat scenes using specific
types of arms. The sounds from
different arms vary, and flashes
appear on the screen when
shots are fired.

The six other scenarios on the
program include novice and
intermediate exercises and four
specific tasks: reconnaissance,
mobile defense, assault, and tak-
ing and holding a position. The
pace of the action varies.

The excellent graphics in Combat
Leader appear on an olive drab
grid map that scrolls across more
than three screens of terrain. The
map is controlled by joystick,
and units and commands are
given using the keyboard.



Description: graphic adventure

Sold by: Microlab
2699 Skokie Valley Hwy.
Highland Park, IL 60035
312/433-7550

For: all

Requirements: 40K RAM, disk
drive, joystick

Price and format: approx.
$35 disk

Protection: yes
Warranty: not written

User group rating: 7.6
Documentation: 7
Graphics and sound: 7
Difficulty: intermediate

Key

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES
CRISIS MOUNTAIN

The idea behind Crisis Mountain
is elementary. Terrorists have
placed several time bombs in the
mountain, and you must enter
mine tunnels and shafts to
defuse them before they
explode.

The terrorists fled in such a hurry
that they left their digging tools
inside the mountain. If you find
the tools quickly, excavation pro-
ceeds. Without the tools you
have to use your hands. The
work is more and more difficult
the farther you dig into the
mountain, and there are no
rewards until the task is
completed.

The graphics of Crisis Mountain
are well done, particularly the
display of a ghost flying off the
top of the screen. It’s a race
against time to find the bombs
and tools.
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STRATEGY GAMES
DARK CRYSTAL

Description: graphic adventure

Sold by: Sierra On-Line
Sierra On-Line Building
Coarsegold, CA 93614
209/683-6858

For: all

Requirements: 48K RAM, disk
drive

Price and format: approx.
$40 disk

Protection: yes
Warranty: 90 days

User group rating: 7.2
Documentation: 8
Graphics and sound: 8
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

A graphic adventure, Dark Crys-
tal is based upon the motion pic-
ture of the same name. Your
character is Jen, the last known
survivor of the Gelfling race, and
your quest is to repair the
damaged crystal.

Almost a thousand years ago,
the strange UrSkeks came to
Jen’s world and used the power
of the crystal in a heroic attempt
to remove evil from themselves.
The project failed, the UrSkeks
changed into evil Skeksis, and
the crystal was damaged.

Prophecy holds that the crystal
can only be healed by a Gelfling
hand. Jen must find Aughra,
who holds the missing piece,
then travel to repair the crystal.
This is not easy because the
Skeksis hold the crystal itself, and
it is guarded by incredibly strong
(but slow-witted) crab creatures.

The graphics in Dark Crystal are
excellent. The game uses both
sides of three disks and draws a
picture frame for each action
scene. Clearly written documenta-
tion tells the story that sets

the scene for Jen’s quest, a story
that follows the film very closely.



Description: text adventure

Sold by: Infocom, Inc.
55 Wheeler St.
Cambridge, MA 02138
617/492-1031

For: all

Requirements: 32K RAM, disk
drive

Price and format: approx.
$50 disk

Protection: yes
Warranty: 60 days

User group rating: 8.3
Documentation: 9
Graphics and sound: none
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES
DEADLINE

You are the chief of detectives in
Deadline, and your task is to
investigate the unexpected
demise of well-known industri-
alist and philanthropist Marshall
Robner.

This ingenious and complex text
adventure includes a dossier of
fragmentary clues, a lawyer’s let-
ter, a police memo, a lab report,
a medical report, a photo of the
scene of the crime, and printed
testimony from several witnesses.
As a final whimsical touch, a
plastic bag holding the alleged
murder weapon is included with
the software.

The Inspector’s Casebook details
the basic procedures and inves-
tigating options of the program.
\With a vocabulary of 600 words
you explore the Robner mansion,
interrogate witnesses, examine
objects closely, ask for further
laboratory analyses, and ulti-
mately accuse and arrest a
suspect.

You have 12 hours to establish
means, motives, and opportunity
beyond a reasonable doubt.
Unfounded accusations along
the way can be hazardous, and
a jury ultimately determines if
you have sufficient evidence to
make a case.

This sophisticated program is
extraordinarily absorbing and
intricate. The unsolved mystery is
a compelling intellectual
challenge.
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STRATEGY GAMES

EASTERN FRONT (1941)%

Description: war game

Sold by: ATARI, Inc.
1312 Crossman Ave.
Sunnyvale, CA 94086
800/538-8543 (in California

800/672-1404)

For: all

Requirements: 16K RAM,
Jjoystick; program recorder
optional, disk drive optional

Price and format: approx.
$45 cartridge

Protection: cartridge
Warranty: 90 days

User group rating: 7.6
Documentation: 7
Graphics and sound: 8
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

Eastern Front (1941) is a strat-
egy simulation of conditions on
the Russian/German front in
World War Il. Actual troop and
strength data has been carefully
researched and is graphically
presented to the player. The
game begins on the Eastern
Front in June 1941. The player
commands the German army,
controlling troop and supply
movement and engaging in
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week-by-week battles as the
war continues.

Nearly 20 scrolling screens hold
a colorful map showing land
from Finland to the Black Sea
and from Poland to the Urals.
This map details terrain condi-
tions, as well as military camps
and activities. Troops appear as
square blocks, and infantry,
armor, cavalry, and air groups
are identified. Input is almost
entirely by joystick. Troops and
other units are moved by posi-
tioning a cursor over the site,
pressing the fire button, and
moving the cursor to the
destination.

As the battle progresses, the
map changes to show the fall
weather conditions. The rivers
freeze in the winter, and the
entire map remains an icy white
until the advent of spring.

A great deal of programming
reduced the complexity of East-
ern Front (1941) to the 16K
memory of an Atari cartridge.
This program is used as a teach-
ing example because it neatly
illustrates the good use of char-
acter graphics and fine scrolling
techniques.



Description: graphic adventure
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 48K RAM, disk
drive, joystick
Price and format: approx.
$30 disk

Protection: yes
Warranty: 30 days

User group rating: 9.0
Documentation: 6
Graphics and sound: 8
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES
* EXCALIBUR

In Excalibur you are young King
Arthur. The magician Merlin has
foretold that you will reign
forever in a peaceful land, but to
fulfill this you have to unite the
16 kingdoms of England. The
task begins at home in Camelot.

The castle contains five rooms
that you may explore, experi-
menting with different actions
and objects. Some moves
advance your quest, while others
work in favor of your rivals for
control of England.

Winning the kingdom involves
many tasks. You can attack other
kings or offer them tribute. Taxes
must be levied. The size of the
army can be adjusted to meet
your requirements. At your
request, Merlin casts spells on
rival kings to change their atti-
tudes, or brings plague or pesti-
lence upon the enemies.

Many changing screens and
maps make Excalibur a well-con-
structed game. The manual holds
Merlin’s lengthy (70-page) tale
of the art of kingship. You must
deduce the rules of the game
from this story. Game action
does not pause while you con-
sider a move, but an Intermission
command is available. A game in
progress can be saved on the
disk.

To do well at Excalibur, you
have to draw deeply upon your
faculties of analysis and common
sense.
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STRATEGY GAMES

GALAHAD AND THE HOLY GRAILX

Description: graphic adventure
Sold by: ATARI Program
Exchange
P.O. Box 3705
Santa Clara, CA 95055
800/538-1862 (in California
800/672-1850)
For: all
Requirements: 32K RAM, disk
drive, joystick
Price and format: approx.
$30 disk

Protection: yes
Warranty: 30 days

User group rating: 7.9
Documentation: 7
Graphics and sound: 8
Difficulty: intermediate

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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Galahad and the Holy Grail is a
graphic adventure that puts you
on the quest of the famous Holy
Grail. The kingdom you travel
through appears in several
screens of colorful terrain
scrolling smoothly across the
screen. Evil creatures abound,
and the land is traversed by way
of pathways and bridges.

The journey begins at a chapel.
Elusive keys must be found to
unlock magic doors to castle
passages leading to the grail. A
few secret pathways let you
bypass the doors.

Your defense consists of a magic
sword that materializes in your
hand when an enemy knight
appears. Sound effects signal the
appearance of a monster and the
loss of one of your lives. A
dragon roars when the quest is
completed.

Galahad and the Holy Grail
gives you an unlimited number
of lives to reach your goal.
Mazes, traps, and other game
problems must be solved with
symbols because no text appears
on the screen. This excellent
game combines arcade graphics
and action with a problem-
solving adventure.



Description: graphic adventure
Sold by: Artworx
150 N. Main St.
Fairport, NY 14450
716/425-2833
For: 400, 800, 1200XL
Requirements: 40K RAM, disk
drive, joystick
Price and format: approx.
$28 disk

Protection: yes
Warranty: 90 days

User group rating: 6.1
Documentation: 5
Graphics and sound: 6
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5

STRATEGY GAMES
GWENDOLYN

Gwendolyn is an adventure set
in the fantasy land of Hills-
borough. The player is King
Maracus, descendant of the
House of Stevius. He has chosen
his bride, Gwendolyn of Beni,
and a wedding is planned. But
the curse of the House of Stevius
takes effect, and an army of
dwarfs abducts Gwendolyn,
taking her to the Troll Joel.

Maracus has sworn to rescue his
bride. He takes three things on
his quest: a compass, a suit of
armor, and a list of items to help
him find Gwendolyn.

Though simple in format, the
graphics of this game are very
good. You must search each
screen carefully for the objects
you need, then remember to
draw a map. Any object used in
the wrong spot is destroyed, so
good memory is necessary. The
Jjoystick moves you from screen
to screen, gathers objects, reads
the score, and saves an unfin-
ished game.

Gwendolyn is a progressive
adventure, and it gets harder

as the action unfolds. Some
adventure gaming experience is
recommended before attempting
this game.
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STRATEGY GAMES

KNIGHTS OF THE DESERT

Description: war game
Sold by: Strategic Simula-
tions Inc.

883 Stierlin Rd., Building A200
Mountain View, CA 94043
415/964-1353

For: all

Requirements: 40K RAM, pro-
gram recorder or disk drive,
BASIC cartridge, joystick

Price and format: approx.
$40 cassette or disk

Protection: yes
Warranty: 90 days

User group rating: 6.4
Documentation: 7
Graphics and sound: 6
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difflculty: How much skill is
required to enjoy the game

Excellent: 8—10; Good: 5-7; Poor: under 5
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Knights of the Desert is a war
game simulation of combat in
North Africa during World

War Il. A detailed three-color map
displays territory from Libya to
Egypt and shows sandy desert,
hills, mountains, towns, and the
fortress at Tobruk. Common-
wealth combat forces are green,
and Axis forces are yellow. Both
Jjoystick and keyboard inputs are
used to scroll across the map.

Information windows at the top
of the screen display airpower
capacity, replacements available
(for both sides), supply points,
and sea lift capability. Along the
bottom of the screen are menu
prompts and more information
about units and their strength.

The computer commands the
Axis forces in the one-player
option. Knights of the Desert is a
very difficult simulation that can
take many hours to play, but its
complexity is the attraction. A
game situation can be saved to
disk at any time.

With many variations and a two-
player option, Knights of the
Desert is popular among strategy
enthusiasts.



Description: battle simulation

Sold by: Microcomputer Games
Div. of The Avalon Hill Game

Co.

4517 Hartford Rd.
Baltimore, MD 21214
301/254-5300

For: 400, 800, 1200XL

Requirements: 16K RAM (cas-
sette) or 32K RAM (disk), pro-
gram recorder or disk drive,
joystick

Price and format: approx.
$35 cassette, $40 disk

Protection: none
Warranty: not written

User group rating: 6.8
Documentation: 7
Graphics and sound: 8
Difficulty: expert

Key:

User group rating: Average of
user group ratings

Documentation: Quality of printed
instructions

Graphics and sound: Quality and
aesthetics of each

Difficulty: How much skill is
required to enjoy the game

Excellent: 8-10; Good: 5-7; Poor: under 5

STRATEGY GAMES
* LEGIONNAIRE

Legionnaire is similar to Eastern
Front (see separate review), an
earlier strategy classic by the
same author, Chris Crawford.
One player fashions fighting
forces of cavalry and foot
soldiers, but for each legion mus-
tered, the computer counters
with two barbarian hordes on
the field.

Orders are given to the Roman
legions with the joystick. A
detailed scrolling map is
enhanced by topographical lines
indicating elevation. The armies
continue to do battle while
moves are being planned and
executed. With all this action
going on, the player is limited to
commanding no more than ten
legions.

Barbarian forces are always com-
prised of equal amounts of
cavalry and foot soldiers. The
hordes of any one tribe are
equal in strength. The difficulty
of the battle depends on the
number of legions mustered by
the player and the type of bar-
barian tribe chosen. At the
higher levels, barbarians will be
ea