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advent of the atfordable microcompuier‘ smaller companies as
well as thousands © independent brokers and agents have
discovered that computer utilization is close at hand. And the
insurance industry is welcoming this trend toward the new
microcomputer technology with open arms.

The Underwriter |ets you keep track of important information
about each client/ policy $0 that you are free to do more selling.
The Underwriter is an insurance policy data base that builds and
tracks 6 major segments of information:

1. Insured party

2, issuing company

3, Premium amount

4. Expiration date of policy

5. Agentor salesperson

6. A misceiianeous tield for notes, comments, of reminders.

With the power of data base programming, The uUnderwriter \ets
you keep track of these information FIELDS and also lets you sort
these FIELDS depending upon your order of priority. Reports can
also be primed as a result of your tite sorting. Requires: Atar
800, 16K, Atari Basic Cartridge, and Disk Drive. 750.00

System
Requirements




Introduction to the First Edition

Do you remember how excited you were when you played your first game of Pong? What was the
magic in bouncing that little electronic ping-pong ball back and forth across the screen? For the first
time, we were given the opportunity to use a television screen for something other than viewing a
quiz show or an old movie. Instantly, hand motion was translated to screen motion, providing an
entertaining (and often addictive) electronic innovation that aroused our gaming spirit and left
many of us with blood-shot eyes.

Pong was just the beginning of a new company and a new pkenomena. The man most responsible
for Pong and Atari is creator Nolan Bushnell who, like many computer success stories, got the
whole thing started with a few hundred dollars in his garage.

After the arcade version of Pong took the country by storm, the game was transformed into a home
TV version and sales really began to skyrocket. By 1975, Pong was a hot commodity in the
electronics market and imitators were rushing to their circuit boards to create a few bouncing balls
of their own. But of all those who sat up to take notice of Atari’s newfound success in 1976, it was
the corporate giant, Warner Communications, that made Nolan Bushnell a $28 million offer that he
couldn’t refuse.

By the late 70's Atari was selling VCS game units by the droves. Pong had already become passe
and newer, more sophisticated game cartridges were being released. Atari’s revenue soared from
$178 million in 1978 to well over $500 million by the end of 1980.

But meanwhile, elsewhere in the Silicon Valley, a couple of guys named Steve had already created a
major sensation of their own with a device called The ‘‘Personal Computer,”” and Atari, like
hundreds of other companies felt the need to begin competing on this new turf.

And thus, the Atari 400 was born with 16K of RAM and a membrane-style keyboard, giving VCS
owners a new toy and the opportunity to do more than just play games. The moderately priced
model 400 served as a good ‘‘first computer’” for many neophytes and gadget buffs. With
grass-roots support starting to build, the stage was set for the release of the Atari 800, with features
more closely matched to the Apple //. With 16K RAM, easily expandable to 48K with plug in
memory cartridges, 40 character screen, and components like the 810 disk drive and the 830
acoustic modem, the Model 800 was competing more seriously under the Apple tree.



Even with some disk problems (B format giving way to C format), The Atari 400 & 800 computers
have been a strong force in the low-end market. With excellent graphics, picture and sound, and
good third party software support, the 400/800 machines have bridged the compatibility gap nicely
from a VCS game cartridge unit to a functional personal computer. Electronically, the 400 and 800
are basically the same. In all cases, Model 400 software will run on the Mode! 800 and, in some
cases, the reverse is also true. With the introduction of the Atari XL Series computers, the 400,800
work horses have given way to a new look and a few more bells and whistles.

The first XL released, the Atari 7200XL, came with
64K of RAM (just like the Apple //e), 4 program-
mable function keys, start, option, select, and help
keys, a self-diagnostic mode, and a complete
European character set. Also, hard-core gamers
were grateful for the game cartridge slot located on
the left side of the machine.

But the 7200XL has also given way to Atari’s current line up of computers containing a
variety of features and prices;

® 600XL — features built-in BASIC, 16K expandable to 64K, 256 colors, full compatibility with
original 400/800 software, and priced at $199.00.

® 800XL — 64K expandable to 192K, full compatibility with older model 400 and 800
machines, expansion system for control cards and peripherals, and priced at about $300.00.

® 7400XL — built-in 64K, built-in modem, and built-in speech synthesizer for a modest $500.00.

® 7450XL — built-in 254KB double density 5%’’ disk drive, built-in modem and speech
synthesizer, and 64K for $800.00.

Peripherals include the Mode/ 1050 Disk Drive featuring 3.0 DOS with improved mechanics and
compatibility with DOS 2.0 software, a CP/M Module, and a Mode! 1027 letter-quality printer for
$300.00 to $400.00.

Of course features are nice, but what about compatibility between the 400 and 800 machines and the
Atari XL Series computers? This is a constant problem in this fast-paced market, so here are some
facts that can help you sort it out;

Software - the 7200XL will run all model 400/800 programs produced by Atari or the Atari Program
Exchange (APEX). However, some of the 400/800 programs from independent software companies
may not run on the 7200XL computer without changes to address codes. This appears to be an
isolated problem, since the operating systems on the 600XL, 800XL, 1400XL, and 1450XL are
compatible with the original 400/800 format. If you own or use an XL Series computer, make sure
that any of the 400/800 programs that you are considering for purchase specifically state
compatibility with your Atari XL.

With the exception of some specific complaints about the 7200XL, Atari seems to be maintaining a
goal of ““upward compatibility,” meaning that software created for older models should run on the



newer models. Again, this philosophy could change with the introduction of an entirely new and
different line of computers which, at the rate the computer industry is going, could be next week!
How about ‘’downward compatibility?’’ Because of some differences in operating systems, new
programs designed specifically for the XL Series may not run on your Atari 400 or 800. Again, check
compatibility with your machine before buying new software. Since there is such a strong base of
400/800 owners and users, software producers are attempting to make their XL programs
compatible with older models. Specific questions concerning compatibility should be directed to
your local dealer, Atari, APEX, and the independent software companies.

Software Cartridges - the cartridge slot on the 7200XL is slightly smaller than the 400,800 slots and
therefore some of the 400/800 cartridges may not be physically compatible

Peripherals - all Atari 400/800 add-on devices including joysticks, printer, program cassette
recorder, etc. are fully compatible with the XL Series.

With all of the new hardware and software coming out, there’s a real need to sort out products
produced by companies and individuals independent of Atari. After all, the purchase of software for

microcomputers requires thoughtful planning and consideration. Locating good, usable software is
the key to the successful use of your Atari Computer.

The Blue Book® is a time saving reference work consisting of more than 1000 software and
hardware listings carefully edited and indexed so that you can easily locate and choose the
programs that best suit your needs. This premiere edition of The Blue Book For The Atari
Computer® is the finest, most complete and authoritative directory of software and accessories for
the Atari 400, 800, and the Atari XL Series computers. The Blue Book Family of Computer
Directories® are well known to computer users as ‘must have’ reference books that save time and
money in the search for new programs. In addition to the latest software and hardware, The Blue
Book® is avaluable ““where to find it’” reference that leads you directly to the source. Whether you
are a hobbyist, educator, businessperson, computer dealer, or potential Atari owner, The Blue
Book® helps you choose products by careful comparison shopping. Each product listing will lead
you directly to the name and address of the manufacturer/author listed in the Source Index, to

whom you may request further information, order a product, or request the name and location of a
stocking dealer in your area.

How The Blue Book® Is Organized

The Blue Book® has been designed to be ‘User Friendly.” 1t’s well organized and easy to use. This
Blue Book® is arranged first by software category. Forty-five major subject categories include
everything from accounting to farming to word processing. New categories this year include
authoring, library science, religion, and special education. But the best and newest feature is our
special ““Keyword Index’’ containing hundreds of software categories for every available
application, These ‘‘keywords’’ lead you directly to detailed descriptions of all the software
programs that relate to your needs. For instance, looking under Algebra in the keyword index will
refer you to only those math programs in The Blue Book® that relate specifically to Algebra.
Towards the back of the book, special sections are provided for hardware and accessories, such as
boards, peripherals, and other directly related items. And last but not least, for the readers further
convenience, we have also included an alphabetical index by program name.



The Blue Book® Numbering System

Each product in The Blue Book® is assigned a unique Blue Book Number which serves as a
permanent identifier aiding the computer user, dealer, and manufacturer alike. This number makes
it easy to distinguish between a software program produced by several vendors, but all carrying the
same title, such as Spelling. This Blue Book Number will help you locate and identify specific
products quickly and easily, and you should mention this unique number when communicating and
ordering from the manufacturer or your local dealer.

Blue Book® Reader Service

If you would like information on any of the products listed in this Blue Book® just fill in the Blue
Book® number(s) followed by the source number found in each listing on the Reader service card in
the back of the book. We will forward your requests directly to the manufacturer or author so that
they can send you detailed descriptive literature and, in many cases, the name of a local stocking
dealer. Although most of the sources are eager to respond to your requests, The Blue Book® is not
responsible for their failure to do so. Should you have trouble contacting any of the companies,
please let us know.

In addition to writing to the manufacturer for complete descriptions and information, we also
recommend that you seek the advice of your local dealer. This will insure that you have complete,
up-to-date information that will help you determine whether a product will properly serve your
specific needs.

Updating

The Blue Book® is as up-to-date as possible at press time, but because new software is appearing
everyday, some programs might not appear until the next edition.

Left Out?

If you are a software or accessory manufacturer, and your products are not listed in The Blue
Book® , we’re sorry we missed you. Please send us complete information for possible inclusion in
future editions and updates. Listings are provided at no charge, however the publisher reserves the
right to edit or exclude any material(s) that the publisher considers to be in poor taste.

Address all mail to: Atari Editor, ¢c/o WIDL Video Publications, 5245 West Diversey Avenue,
Chicago, !llinois 60639.

We welcome your listings, comments, or suggestions. For your convenience, a form has been
provided at the back of this book.

Note

The information, programs, listings, pricing, and indexes are as accurate as we can make them, but
we do not assume any liability whatsoever arising from the information in our directories.
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Main Subject Index

Accounting ................. .... 10000
Advanced Mathematics........ ... 11000
Astrology ....................... 12000
Authoring ................... ... 14000
Basic Learning Skills............. 15000
Biology ........................ 16000
Business Management............ 17000
Chemistry ...................... 19000
Communications ................ 21000
Computer Science................ 22000
Data Base Management........... 24000
Demonstration Programs. ... ... ... 25000
Electronics ..................... 27000
Elementary Mathematics. ... ... ... 28000
Energy ......................... 29000
Engineering .................... 30000
Farming & Agriculture. . ....... ... 32000
Financial .................. ... .. 33000
Foreign Language................ 34000
Games ......................... 36000
General Science.................. 37000
Graphies ....................... 38000
Health ......................... 40000
Home & Household......... . . ... 41000
Inventory ....................... 44000
Invoicing, Billing, & Order Entry. . .45000
Language Arts................... 47000
Library Science.................. 49000
Mailing Lists.................... 50000
Miscellaneous . .................. 53000

Music .......................... 54000
Payroll ......................... 58000
Personal ....................... 59000
Personal Finance................. 60000
Physics ........................ 62000
Religion ........................ 63000
Real Estate................... ... 64000
Retail & PointOf Sale............. 65000
School Administration............ 67000
Social Studies................... 68000
Special Education/Assistance. . . ... 70000
Sports ......... .. ... ..., 71000
Statistics ....................... 72000
Utilities ........................ 76000
Word Processing. . ............... 78000

RESOURCE & HARDWARE SECTION

Boards ......................... 80000
Peripherals .................. ... 81000
Accessories ..................... 83000
Storage ........................ 84000
Power, Regulation & Static Control . 85000
Networking ..................... 90000
Time Sharing & Communication. . . .91000
Books .......................... 93000
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Main Subject Index

OF SPECIAL INTEREST TO EDUCATION

Advanced Mathematics........... 11000
Basic Learning Skills............. 15000
Biology ........................ 16000
Business Management............ 17000
Chemistry ...................... 19000
Computer Science................ 22000
Demonstration Programs.......... 25000
Electronics ..................... 27000
Elementary Mathematics. ......... 28000
Energy ......................... 29000
Engineering .................... 30000
Foreign Language................ 34000
General Science.................. 37000
Graphics ....................... 38000
Health ......................... 40000
Language Arts................... 47000
Library Science.................. 49000
Miscellaneous . .................. 53000
Music .......................... 54000
Physics ........................ 62000
Religion ........................ 63000
School Administration............ 67000
Social Studies................... 68000
Special Education/Assistance. . . . .. 70000
Statistics ..................... .. 72000
Utilities . ... .................... 76000
Word Processing................. 78000

OF SPECIAL INTEREST TO BUSINESS

Accounting ..................... 10000
Business Management............ 17000
Communications ................ 21000
Computer Science................ 22000
Data Base Management. .......... 24000
Energy ......................... 29000
Engineering .................... 30000
Farming And Agriculture. .. ... ... 32000
Financial ....................... 33000
Graphics ....................... 38000
Inventory ....................... 44000
Invoicing, Billing And Order Entry . .45000
Mailing Lists.................... 50000
Payrolf ......................... 58000
RealEstate...................... 64000
Retail And PointOf Sale........... 65000
Statisties ....................... 72000
Utilities . ....................... 76000
Word Processing. ................ 78000

For a detailed listing of program subjects, please refer to the helpful ‘‘Key-Word Index’’
containing hundreds of software categories for every apptication. These key-words will lead:
you directly to complete program listings in The Blue Book that relate to your needs. For
example, looking under SYNONYMS in the Key-Word Index will direct you to only those
language arts programs that specifically cover synonyms.

Also, an aiphabetical index by program title can be found in the back of The Blue Book.




KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special interest to you. The Blue Book
numbers in each category will lead you directly to a complete program listing within the book.

A

ACCIDENT PREVENTION
40002 FIRST AID AND SAFETY

ACCOUNTS PAYABLE
10005 BOOKKEEPER
10001 BOOKKEEPER THE
10003 MICROPAY

ACCOUNTS RECEIVABLE

10005 BOOKKEEPER

10004 MICROREC

10001 BOOKKEEPER THE

ACiOS

19000 CHEM LAB SIMULATIONS 1-
TITRATIONS

ADDITION

28001 MATH FACTS LEVEL 2

28116 FACTS MATH SERIES-ADDITION
28111 TEASERS BY T0BBS

28000 MATH FACTS

28096 CUBBYHOLES

28092 ADDING FRACTIONS

28090 12 3 DIGIT MULTIPLICATION
28088 ADDITION WITH CARRY

28083 GULP

28002 CONPUTATION

28003 MATH FACTS LEVEL 3

28005 READ AND SOLVE MATH PROBLEMS
28009 ADDITION

28011 FRACTIONS-ADDITION

28017 MISSING MATH FACTS

28025 ADDITION WITH CARRYING
28030 MAX IT

28031 FLASHCARDS

28032 SELECTED MATHEMATICS
28050 MISSING OPERANDS (INTEGERS)
28051 MISSING OPERANDS (WHOLE
NUMBERS)

28059 ADD FRACTIONS 1

28060 ADD FRACTIONS 2

28064 MIXED FRACTIONS 2

28068 DECIMALS 2

ADORESS BOOK

41000 HOME FILING MANAGER THE
ADJECTIVES

47101 ASSOCIATIVE IDEA GENERATOR THE
47034 ENGLISH BASICS-ADJECTIVES (I AND
ih

AOVERBS

47035 ENGLISH BASICS-ADVERBS (I AND 1)
ADVERTISING

68004 MARKET PLACE THE

AFRICA

68001 AFRICA

AIR FLIGHT SIMULATION

36174 747 LANDING SIMULATOR

AIR TRAFFIC CONTROL

36020 CONTROLLER

AIRPLANES

36063 PILOT

AIRPORTS
68022 GREAT CIRCLE EQUATION PROGRAM

ALGEBRA

11003 ALGEBRAIC EXPRESSIONS
60005 CALCULATOR

11008 ALGEBRAIC FACTORING
11009 BASIC ALGEBRA

11016 ALGICALC

11017 CALCULUS DEMON

11018 POLYCALC

28028 ALGEBRA

ALPHABET

47102 ALPHABETIZE

47058 ALPHABET ARCADE THE

15012 ABC'S

15020 EARLY GAMES FOR YOUNG CHILDREN
15021 JUGGLES' RAINBOW

15023 MY FIRST ALPHABET

47050 PRE-READING

AMATEUR RADIO
21000 CW MORSE

AMERICAN HISTORY
68027 PRESIDENTS OF THE UNITED STATES
68000 SIMULATION LINCOLN'S DECISION

AMERICAN REVOLUTION
68017 UNITED STATES HISTORY

AMORTIZATION
64000 REAL ESTATE CASH FLOW ANALYSIS

ANAGRAMS

47107 SCRAMBLE LETTERS
47106 SCRAMBLE SPELL

47054 ASTRO QUOTES

47118 SCRAMBLE LETTERS C
47119 SCRAMBLE SPELL C
ANALOGIES

47065 ANALOGIES

53001 PREPARING FOR THE SAT
ANATOMY

16000 HEART LAB

40000 HEALTH SERVICES CAREER

ANIMAL TRAINING
68030 FROGMASTER

ANIMATION

36074 PLAYER MISSILE EDITOR

76053 P/M 800 PLAYER/MISSILE EDITOR
76026 PLAYER GENERATOR

22014 TRICKY TUTORIAL 4

22015 TRICKY TUTORIAL 5

15032 POND THE

38015 P.M. ANIMATOR

ANTONYMS

47099 SNAKE-0-NYMS /WORD FLIP

47064 VOCABULARY BUILDER 2 - ADVANCED
47063 VOCABULARY BUILDER 1 - BEGINNING
47037 ENGLISH BASICS-SYNONYMS AND
ANTONYMS (I AND Il

APPOINTMENTS

17004 ATAMEMO

APTITUDE TESTS

59001 PREPARING FOR THE SAT

AREAS
28014 AREA

The Blue Book is arranged In numerical order by blue book number.

ARITHMETIC

28007 MATH INVADERS

53000 DISNEY EDUCATIONAL SERIES
11015 RPN CALCULATOR SIMULATOR
28084 COMPUBAR

28094 MONKEY UP A TREE

28019 BASIC ARITHMETIC

28028 MATHEMATICS

ARTIFICIAL INTELLIGENCE
36131 ABUSE

ASCIl

21001 TELELINK I

91003 ATARI 850 INTERFACE MODULE
76056 ATMONA 1-MACHINE LANGUAGE
MONITOR FOR THE ATARI

21004 CHAMELEON CRT TERMINAL
EMULATOR

21006 SWIFTY DATALINK

21002 TELELINK 1

ASSEMBLERS

76058 ATMAS-MACRO ASSEMBLER
76043 MAC/65

76047 C/65

76046 BUG/65

76044 HEX-A-BUG

76042 COSMATIC ATARI DEVELOPMENT
PACKAGE

76016 SOURCE CODE FOR "EASTERN FRONT
(1941)

76021 DUNION'S DEBUGGING TOOL (DDT)
76020 MANTIS

76015 ATARI MACRO ASSEMBLER AND
PROGRAM TEXT EDITOR

76014 ASSEMBLER EDITOR

76004 ASSEMBLER

ASSET MANAGEMENT

60004 FINANCIAL ASSET MGMT. SYSTEM
ASSETS

10000 PRINCIPLES OF ACCOUNTING

ASTROLOGICAL CHARTS

12002 MOON PHASES

93015 A LOOK INTO THE FUTURE WITH YOUR
ATARI

ASTROLOGICAL SYMBOLS
12000 ASTROLOGY
ASTRONOMY

37003 STARWARE
37002 EARTH SCIENCE

ATARI 400

22019 LEARN-FORTH

22016 TRICKY TUTORIAL 6

22001 INSTRUCTIONAL COMPUTING
DEMONSTRATION

15026 JOEY'S RAINBOW

11009 BASIC ALGEBRA

36253 GUNFIGHT

94000 ATARI QUICK REFERENCE CARD

ATARI 800

47131 STORY BUILDER

47132 FUNDAMENTAL WORD FOCUS
47133 STORY STARTER

47134 WORD BLASTER

47136 MATCH IT



KEY-WORD INDEX

Use this key-word Index to find specific programs in categorles of special interest to you. The Blue Book
numbers In each category will lead you directly to a complete program listing within the book.
The Blue Book is arranged In numerical order by blue book number.

47137 SPELLING IN CONTEXT-LEVEL 1
38012 ATARI WORLD (3D GRAPHICS)
38013 3-D SUPERGRAPHICS

44001 MICROINV

45001 ORDER ENTRY

10003 MICROPAY

10002 MICROLEDGER

10004 MICROREC

19003 CHEM LAB SIMULATIONS #4-
THERMODYNAMICS

28107 GALAXY MATH FACTS GAME
28001 MATH FACTS LEVEL 2

28000 MATH FACTS

27002 DIGITAL ELECTRONICS

27003 MATHEMATICS FOR ELECTRONICS
25005 GTIA DEMONSTRATION DISK
22010 MEET THE COMPUTER

19000 CHEM LAB SIMULATIONS 1-TITRATION
22019 LEARN-FORTH

22016 TRICKY TUTORIAL 6

22015 TRICKY TUTORIAL 5

22014 TRICKY TUTORIAL 4

22013 TRICKY TUTORIAL 3

22012 TRICKY TUTORIAL 2

22011 TRICKY TUTORIAL 1

22008 EXTENDED WSFN

22001 INSTRUCTIONAL COMPUTING
DEMONSTRATION

21005 TELETAR!

21000 CW MORSE

19002 CHEM LAB SIMULATIONS #3-
CALORIMETRY

19001 CHEM LAB SIMULATIONS #2-IDEAL
GAS LAW

17003 BUSIPACK-1

17002 OFFICE CAREERS

17001 ECONOMICS

17000 SUPERVISORY PRACTICES

16001 ELEMENTARY BIOLOGY

15032 POND THE

15029 KINDERCOMP

15031 FACTORY THE

15030 STORY MACHINE

15028 RHYMES AND RIDDLES

15027 FACEMAKER

15005 PRESCHOOL LIBRARY

15002 IT'S ABOUT TIME

14002 MICROTEACH

12001 ASTROLOGY

10005 BOOKKEEPER

15001 PRESCHOOL FUN

15000 SPATIAL RELATIONS

11007 ADVANCED MATH TERMINOLOGY
11009 BASIC ALGEBRA

28108 GRAND PRIX

28114 NUMBER MATCH

28115 NUMBER MATCH IT

28116 FACTS MATCH SERIES-ADDITION
28117 MATH MATCH SERIES-SUBTRACTION
28118 FACTS MATCH SERIES-
MULTIPLICATION

28120 MATH FACTS-GAME |

28121 NUMBER CRUNCHER

28119 FACTS MATCH SERIES-DIVISION
33002 WRITE HEBREW (FOR ADULTS)
34000 WRITE HEBREW (FOR ADULTS)
34001 WRITE HEBREW (FOR CHILDREN)

34003 HEBREW READING

34004 READING RASHI

34005 COMPU-DIKDUK

36000 WAYOUT

36004 BANDITS

36006 LORDS OF KARMA

36005 NORTH ATLANTIC CONVQY RAIDER
36007 CONFLICT 2500

36028 MIDWAY CAMPAIGN

36033 BLADE OF BLACKPOOLE

36086 BLOCK BUSTER

36220 CYBORG

36221 RASTER BLASTER

36252 HEXAPLEX

36253 GUNFIGHT

47144 SPELLING IN CONTEXT-LEVEL 3
47143 SPELLING IN CONTEXT-LEVEL 7
47138 SPELLING IN CONTEXT-LEVEL 2
47139 SPELLING IN CONTEXT-LEVEL 3
47140 SPELLING IN CONTEXT-LEVEL 4
47141 SPELLING IN CONTEXT-LEVEL 5
47142 SPELLING IN CONTEXT-LEVEL 6
63004 JEWISH [.Q. BASEBALL (TEACHERS
VERSION)

63003 PROVERBS

63002 JUDAISM AND PRAYER

63001 FESTIVAL FUN

63000 GAME OF THE MACCABEES

63008 HALACHIC Z’MANIM

63007 TORAH AND HAFTORAH BLESSINGS
63006 TEN COMMANDMENTS THE

63005 JEWISH 1.Q. BASEBALL

65002 POINT OF SALE PACKAGE

68007 A VISIT TO JERUSALEM

68008 (SRAEL GEOGRAPHY GAME

68022 GREAT CIRCLE EQUATION PROGRAM
72002 INTROSTAT

93015 A LOOK INTO THE FUTURE WITH YOUR
ATARI

ATARI 400/800

47135 WORDRACE

38014 DELTA DRAWING

38015 P. M. ANIMATOR

40000 HEALTH SERVICES CAREER
37002 EARTH SCIENCE

38001 SCREEN PRINTER INTERFACE
40002 FIRST AID AND SAFETY
41002 HOME APPLICATIONS & GAME
PACKAGE

44000 INVENTORY CONTROL

41003 HOME PAK #2

47000 WORD SCRAMBLE

47001 WANTED

47003 FISHING FOR HOMONYMS
47002 WORDMATE

47004 SPELLBOUND

47005 HIDDEN WORDS

47016 GUESSWORD

47049 BANK STREET WRITER THE
47051 WORD GAMES

47052 PREFIXES

47068 WORD SCRAMBLER AND SUPER
SPELLER

47069 DUPNE'S WORD HUNT

47084 VOCATIONAL VOCABULARY
47085 READING COMPREHENSION

47086 READING COMPREHENSION

47087 SPELLING

47088 READING DEVELOPMENT LEVEL K-1
47089 READING DEVELOPMENT LEVEL 1-2
47090 READING DEVELOPMENT LEVEL 3-4
47091 READING DEVELOPMENT LEVEL 5-6
47092 READING DEVELOPMENT LEVEL 7
47093 READING DEVELOPMENT LEVEL 8
47094 READING DEVELOPMENT LEVEL 9-10
47095 U/ES SPANISH/ENGLISH

47096 EFFECTIVE WRITING

47097 GREAT CLASSICS

47098 BUSINESS COMMUNICATIONS
28039 MATH FOOTBALL

28038 MATHEMATICS

28037 MATHEMATICS

28036 MATHEMATICS

28035 MATHEMATICS

28033 MATHEMATICS

28032 SELECTED MATHEMATICS

28028 METRIC AND PROBLEM SOLVING
28020 GRAPHING

28019 BASIC ARITHMETIC

28004 BIG MATH ATTACK THE

28003 MATH FACTS LEVEL 3

28002 CONPUTATION

28110 SURVIVAL MATH

28111 TEASERS BY T0BBS

36009 TANK ARCADE

30000 FLUID POWER

30001 FUNDAMENTALS OF REFRIGERATION
30002 AUTO MECHANICS

30003 GENERAL SHOP PRACTICES
30004 CARPENTRY

30005 CONSTRUCTION

32001 MEAT PROCESSES

32002 MEAT TECHNOLOGY

36001 CASINO |

36002 CRIBBAGE

36008 PLANET MINERS

36010 COMPUTER ACQUIRE

36012 V.C.

36013 NUKEWAR

36014 G.F.S. SORCERESS

36015 ANDROMEDA CONQUEST

36016 TELENGARD

36017 KNOCKOUT

36018 LEGIONNAIRE

36019 DRAW POKER

36020 CONTROLLER

36021 TANKTICS

36022 BOMBER ATTACK

36023 GUNS OF FORT DEFIANCE

36024 COMPUTER BASEBALL STRATEGY
36025 EMPIRE OF THE OVERMIND

36026 ROADRACER

36027 COMPUTER STOCKS AND BONDS
36029 GALAXY

36028 MIDWAY CAMPAIGN

36030 VOYAGER

36031 SHOOTOUT

36032 DNIEPER RIVER LINE

36035 RICOCHET

36036 STAR WARRIOR

36045 TEMPLE OF APSHAI

36082 SWAMP CHOMP

36083 SPY VS. SPY
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36085 JEEPERS CREEPERS

36087 FASTGAMMON

36091 TANK TRAP

36098 STRATOS

36117 REAR GUARD

36118 ELIMINATOR THE

36119 PREPPIE

36120 BUG OFF

36122 TUTTI FRUTTI

36126 MINO BOGGLERS-1

36131 ABUSE

36139 GYPSY

36140 BUG ATTACK

36215 LAZER MAZE

36229 ANALOG ADVENTURE

36232 ADVENTURES OF THE BABY SEA
TURTLE

36233 CAPTAIN COSMO

36234 SUPERBOWL FOOTBALL

36238 SNOOPER TROOPS |

36239 SNOOPER TROOPS II

36241 WORD RACE ACCESSORY #1
36242 SPACE GAMES

36243 DIGGERBONK

50005 MAGIC MAIL

50006 MAILING LIST

54002 MUSIC 1I-SCALES AND CHORDS
54000 MUSIC I-TERMS AND NOTATIONS
54001 MUSIC 1i-RHYTHM AND PITCH
53001 PREPARING FOR THE SAT

59010 BIORHYTHM

62001 PHYSICS

63016 PATRIARCHS THE

63015 PROPHETS THE

63014 KNOW YOUR BIBLE It

63013 KNOW YOUR BIBLE |

63022 GREAT WOMEN OF THE BIBLE
63021 GREAT MEN OF THE BIBLE
63020 BOOK OF ACTS

63019 LIFE OF CHRIST

63018 LIFE OF CHRIST

63017 LIFE OF DAVID

65000 C.R.1.S. CASH REGISTER INVENTORY
SYSTEM

68005 GEOGRAPHY

68004 MARKET PLACE THE

68013 HURRICANE TRACKER

68018 WORLD HISTORY

68017 UNITED STATES RISTORY

68016 UNITED STATES GOVERNMENT
68020 BASIC PSYCHOLOGY

68019 PHILOSOPHY

68021 BASIC SOCIOLOGY

71000 SUNDAY GOLF

72003 STATISTICS

76004 ASSEMBLER

76005 6502 DISASSEMBLER

76006 PROGRAMMER'S WORKSHOP THE
76008 GRAPHICS WORKSHOP THE
76010S AGE

76011 DISKEY

76056 ATMONA 1-MACHINE LANGUAGE
MONITOR FOR THE ATARI

80004 EPROM-BURNER

80005 EPROM BURNER BOARD (ASSEMBLED)
93012 ATARI BASIC-LEARNING BY USING
94001 QUICK REFERENCE CHART FOR ATARI
400/800

ATARI 1200XL

41002 HOME APPLICATIONS & GAME
PACKAGE

41003 HOME PAK #2

11007 ADVANCED MATH TERMINOLOGY
36220 CYBORG

36240 POKERSAM (THE TALKING POKER
GAME)

36241 WORD RACE ACCESSORY #1
76051 SOFTWARE AUTOMATIC MOUTH
76052 FILE SAFE

93011 MASTER MEMORY MAP THE

ATOMS

62001 PHYSICS
AUDIO-VISUAL

81006 MAST SYSTEM 2

AUTO EXPENSES
60001 FAMILY VERICLE EXPENSE

AUTC MAINTENANCE
60001 FAMILY VEHICLE EXPENSE

AUTO MECHANICS
30002 AUTO MECHANICS
30006 HYDRAULIC PROGRAM (HYSYS)

BACKGAMMON

36087 FASTGAMMON

BALANCE SHEET

10002 MICROLEDGER

10001 BOOKKEEPER THE

10000 PRINCIPLES OF ACCOUNTING
BALLOONS

36130 1T IS BALLOON

BANNERS
25002 BANNER GENERATOR

BAR CHARTS
38005 ENHANCEMENTS TO GRAPH IT

BAR GRAPHS

28036 MATHEMATICS

28084 COMPUBAR

38003 GRAPH T

BAR MITZVAH

63007 TORAH AND HAFTORAH BLESSINGS

BASE TEN
15016 FACE FLASH

BASEBALL
36024 COMPUTER BASEBALL STRATEGY
71008 BASEBALL FUNDAMENTALS

BASIC

28095 COUNTER

11017 CALCULUS DEMON

11016 ALGICALC

11015 RPN CALCULATOR SIMULATOR
11018 POLYCALC

47125 SPELLING GENIE

24002 DATA MANAGEMENT SYSTEM
25002 BANNER GENERATOR

22010 MEET THE COMPUTER

47122 ATARI SPEED READING

47123 FOG INDEX

47124 TEXT ANALYSIS

47126 WORD SEARCH GENERATOR
47127 LETTERMAN

47128 WORDMAKER

47129 MY SPELLING EASEL

38015 P.M. ANIMATOR

38003 GRAPH IT

38010 MAPMAKER

38009 STEREO 3-D GRAPHICS PACKAGE
38008 SKETCHPAD

37003 STARWARE

38005 ENHANCEMENTS TO GRAPH IT
38007 ISOPLETH MAP-MAKING PACKAGE
38006 MESSAGE DISPLAY PROGRAM
40003 PERSONAL FITNESS PROGRAM
41001 RECIPE SEARCH 'N SAVE

47004 SPELLBOUND

47049 BANK STREET WRITER THE
25005 GTIA DEMONSTRATION DISK
25004 GRAPHICS/SOUND DEMONSTRATION
25003 JUKEBOX 1

24001 DATA BASE/REPORT SYSTEM
22018 ATARI BASIC-LEARNING BY USING
(PROGRAMS FROM BOOK)

22005 AN INVITATION TO PROGRAMMING 3
22003 AN INVITATION TO PROGRAMMING 1
22002 HOW TO PROGRAM IN THE BASIC
LANGUAGE

22004 AN INVITATION TO PROGRAMMING 2
21003 MORSE CODE TUTOR

28104 MATH MISSION

10005 BOOKKEEPER

12000 ASTROLOGY

28094 MONKEY UP A TREE

28096 CUBBYHOLES

28097 NUMBER BLAST

28098 VIDEO MATH FLASHCARDS
28099 MATHEMATICS-TAC-TOE

28100 MATH UFQ

28101 THREE R MATH SYSTEM

28103 TEASERS BY TOBBS

29001 ENERGY CZAR

30006 HYDRAULIC PROGRAM (HYSYS)
28105 ESCAPE TO EQUATUS

33001 STOCK MANAGEMENT

34008 CONVERSATIONAL FRENCH
34009 CONVERSATIONAL GERMAN
34011 CONVERSATIONAL ITALIAN
24010 CONVERSATIONAL SPANISH
36091 TANK TRAP

36131 ABUSE

36143 HANGMAN

36144 KINGDOM

36159 BLACKJACK TUTOR

36170 ATTANK

36171 YAHTMAN

36174 747 LANDING SIMULATOR

36173 DOWNHILL

36175 SOLITARE

36177 SEVEN CARD STUD

36178 CRIBBAGE

36180 GAME SHOW

36182 BABEL

36183 PUSHOVER

36184 BLOCK'EM

36185 SPACE CHASE
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36183 SNARK HUNT

36190 WIZZARD'S GOLD

36191 SULTAN'S PALACE

36194 CHINESE PUZZLE

36195 WIZARD'S REVENGE

36197 JAX-0

36198 RABBOTZ

36199 CENTURION

36200 TERRY

36202 MEMORY MATCH

36192 SLEAZY ADVENTURE

36203 ANTHILL

36204 BUMPER POOL

36205 CODECRACKER

36206 LOOK AHEAD

36207 MINOTAUR

36208 SPACE TREK

36209 TACK TREK

36213 MICROSAILING

36247 SHEBA'S SNAKES

50003 DISKETTE MAILING LIST

50004 SUPER MAILER

54007 MAGIC MELODY BOX THE

54008 MUSICAL COMPUTER-THE MUSIC
TUTOR

59004 BIORHYTHM

59008 DECISION MAKER

60001 FAMILY VEHICLE EXPENSE

60002 FAMILY CASH FLOW

60003 FAMILY BUDGET

60004 FINANCIAL ASSET MGMT. SYSTEM
67004 EASYGRADER

67003 QUIZ MASTER

70000 FINGERSPELLING

68030 FROGMASTER

68029 MAPWARE

68028 FLAGS OF EUROPE

68027 PRESIDENTS OF THE UNITED STATES
71007 PRO BOWLING

71006 GOING TO THE DOGS

72004 STATISTICS |

76001 T-A TEXT DISPLAY DEVICE

76006 PROGRAMMER'S WORKSHOP THE
76007 DISK WORKSHOP THE

76009 BASIC ROUTINES FOR THE ATARI
76013 ATARI MICROSOFT BASIC

76012 ATARI BASIC

76026 PLAYER GENERATOR

76027 UTILITY DISKETTE It

76028 INSTEDIT-REV.1.1

76029 MICROSOFT BASIC CROSS-REFERENCE
UTiLITY

76022 DSEMBLER

76031 INSOMNIA (A SOUND EDITOR) REV.1.1
76032 DISK FIXER/LOAD ‘N GO

76033 SUPERSORT REV.3

76034 DISKMENU

76035 BASIC/XA

76036 BASIC PROGRAM COMPRESSOR
(MASHER)

76037 BLIS REV.1.1

76038 ATAR! PROGRAM-TEXT EDITOR
76040 DISKETTE LIBRARIAN

76041 KAYPAD CONTROLLER-REV.2
76042 COSMATIC ATARI DEVELOPMENT
PACKAGE

76043 SOUND EDITOR

76045 BASIC A+

78004 TEXT FORMATTER (FORMS)

81000 VERSA WRITER

93002 ATARI PROGRAMMING-WITH 55
PROGRAMS

93007 SOME COMMON BASIC PROGRAMS-
ATARI EDITION

93004 DE RE ATARI

93005 ATARI 400/800 DISKGUIDE

93009 INSTANT {FREEZE DRIED COMPUTER
PROGRAMMING IN) BASIC

93011 MASTER MEMORY MAP THE

93012 ATARI BASIC-LEARNING BY USING
93013 GAMES FOR THE ATARI COMPUTER
BASKETBALL

71004 BASKETBALL

BEHAVIOR DISORDERS
68020 BASIC PSYCHOLOGY

BEHAVIORAL SCIENCE

72002 INTROSTAT

BIBLE

63021 GREAT MEN OF THE BIBLE
63012 FAMILY BIBLE MASTER DISK
63020 BOOK OF ACTS

63022 GREAT WOMEN OF THE BIBLE
63017 LIFE OF DAVID

63013 KNOW YOUR BIBLE |

63014 KNOW YOUR BIBLE Il

63016 PATRIARCHS THE

63010 BIBLE BASEBALL

63011 BIBLICAL QUOTES

BILLIARDS

36204 BUMPER POOL

BILLING

45000 INVOICE WRITING FOR SMALL
BUSINESS

BINARY FISSION

37000 CELLS

BINOMIALS

11014 MULTIPLYING BINOMIALS
BIORHYTHM

59004 BIORHYTHM

59010 BIORHYTHM

BIRKOT HANEHENIN

63009 BRACHOT BOXES

BIRTH CONTROL

40004 KNAUS 0GINO-BIRTH CONTROL
BLACKJACK

36001 CASING |

36159 BLACKJACK TUTOR

35176 BLACKJACK CASING

BLENDS

47008 SB DATA TAPE 3

BLOOD TESTING

40000 HEALTH SERVICES CAREER
BONDS

36027 COMPUTER STOCKS AND BONDS
BONE FRACTURES

40002 FIRST AID AND SAFETY

BOOLEAN ALGEBRA

27001 INDUSTRIAL SOLID-STATE
ELECTRONICS

27002 DIGITAL ELECTRONICS

BOWLING

36078 BOWLING

71005 BOWLER'S DATABASE
71007 PRO BOWLING

36245 PROTO'S FAVORITE GAMES

BOWLING LEAGUE
71005 BOWLER'S DATABASE

BOWLING STATISTICS
71005 BOWLER'S DATABASE

BOXING

36051 GOLDEN GLOVES

36017 KNOCKOUT

BRIDGE

36064 BRIDGE 2.0

41002 HOME APPLICATIONS & GAME
PACKAGE

BUDGETING

41002 HOME APPLICATIONS & GAME
PACKAGE

60000 FAMILY FINANCES

60003 FAMILY BUDGET

33000 VISICALC

BULLETIN BOARDS

21005 TELETARI

BUSINESS COMMUNICATIONS

47098 BUSINESS COMMUNICATIONS
BUYING

41002 HOME APPLICATIONS & GAME
PACKAGE

C

CALCULATIONS

60005 CALCULATOR
CALCULATOR

11015 RPN CALCULATOR SIMULATOR
CALCULUS

11016 ALGICALC

11017 CALCULUS DEMON
11018 POLYCALC
CALENDAR

15014 CALENDAR

59006 WEEKLY PLANNER
59005 TIMEWISE
CALENDAR SKILLS

15014 CALENDAR
CALORIES

40001 DIET EVALUATION
CALORIMETRY

19002 CHEM LAB SIMULATIONS 3-
CALORIMETRY

CANADA

68031 ATLAS OF CANADA
CAPITALIZATION

47042 QUOTATION MARKS
47041 CAPITALIZATION
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CAPITALS

68025 STATES AND CAPITALS

68026 EUROPEAN COUNTRIES AND CAPITALS
68031 ATLAS OF CANADA

CAREER COUNSELING
59002 COUNSELING PROCEDURES

CAREERS
17002 OFFICE CAREERS

CARPENTRY
30004 CARPENTRY

CARPOOLS
41002 HOME APPLICATIONS & GAME
PACKAGE

CARRYING CASE
83001 ATARI CASE

CARS

30002 AUTO MECHANICS

60001 FAMILY VEHICLE EXPENSE
41002 HOME APPLICATIONS & GAME
PACKAGE

CASH FLOW

10004 MICROREC

60003 FAMILY BUDGET

64000 REAL ESTATE CASH FLOW ANALYSIS
60002 FAMILY CASH FLOW

10003 MICROPAY

CASH REGISTER

65001 ATCASH-CASH REGISTER PROGRAM
65000 C.R.1.S. CASH REGISTER INVENTORY
SYSTEM

CELLS

37000 CELLS

CHECKBOOK

41002 HOME APPLICATIONS & GAME
PACKAGE

60006 FAMILY FINANCIER

CHECKERS

36251 FUN 'N GAMES

36188 CHECKER KING

CHEMICAL BURNS

40002 FIRST AID AND SAFETY

CHESS
36154 COMPUTER CHESS

CHILDREN

15009 SAMMY THE SEA SERPENT
53000 DISNEY EDUCATIONAL SERIES
15010 ADVENTURES OF OSWALD THE
15003 HODGE PODGE

15011 HERE COMES VIOLET

15022 JUGGLES' HOUSE

15033 KIDS 1

15035 COUNT WITH BUNKY

CHORDS

54002 MUSIC 11I-SCALES AND CHORDS
CHUMASH

34002 CHUMASH COMPU-FLASH CARDS
CIRCUITS

27000 BASIC ELECTRICITY

CIRCULATORY SYSTEM

16001 ELEMENTARY BIOLOGY
CIRCUMFERENCE

26014 AREA

CIRCUS
36039 PLATTERMANIA

CITIZENSHIP
68016 UNITED STATES GOVERNMENT

CIVIES
68016 UNITED STATES GOVERNMENT

CIVIL WAR
68000 SIMULATION LINCOLN'S DECISION

CLASS SCHERULING
14002 MICROTEACH

CLOZE PRACTICE

47134 WORD BLASTER

47027 OUR WILD AND CRAZY WORLD
(CRITICAL READING PROGRAM)

47028 SCIENCE CONTENT AREA READING
47026 OUR WILD AND CRAZY WORLD
47023 QUR WEIRD AND WACKY WORLD
47024 OUR WEIRD AND WACKY WORLD
(CRITICAL READING PROGRAM)

CODE BREAKING
36076 CODE BREAKER

COEFFICIENTS
11014 MULTIPLYING BINOMIALS

COGNITION
68006 LABORATORY IN COGNITION AND
PERCEPTION

COLOR DEMOS

25000 KALEIDOSCOPE

25001 SOUNDTRACK/COLORTRACK

25004 GRAPHICS/SOUND DEMONSTRATION

COLOR RECOGNITION
15017 CHAOS

COMPILERS
76019 DEEP BLUE SECRETS

COMPOUND WORDS

47014 SB DATA TAPE 9

47012 SB DATA TAPE 7

47078 SPELLING LEVEL E (SIXTH GRADE)
47010 SB DATA TAPE 5

47100 SKYWRITER/POP'R SPELL

47076 SPELLING LEVEL C (FOURTH GRADE)
47002 WORDMATE

COMPUTER DEMONSTRATIONS
22001 INSTRUCTIONAL COMPUTING
DEMONSTRATION

COMPUTER-GENERATED MUSIC

76030 MUSIC PLAYER

76002 MUSIC BOX

54003 MUSIC COMPOSER

54004 ADVANCED MUSICSYSTEM

54005 PLAYER PIANO

54006 KEYBOARD ORGAN

54007 MAGIC MELODY BOX THE

54008 MUSICAL COMPUTER-THE MUSIC
TUTOR

COMPUTER LANGUAGES

22000 COMPUTER LITERACY INSTRUCTIONAL
PROGRAM (CLIP)

COMPUTER LITERACY

22000 COMPUTER LITERACY INSTRUCTIONAL
PROGRAM (CLIP)

COMPUTER SCIENCE TUTORIALS

22002 HOW TO PROGRAM IN THE BASIC
LANGUAGE

22000 COMPUTER LITERACY INSTRUCTIONAL
PROGRAM (CLIP)

22003 AN INVITATION TO PROGRAMMING 1
22005 AN INVITATION TO PROGRAMMING 3
22004 AN INVITATION TO PROGRAMMING 2
22008 EXTENDED WSFN

22013 TRICKY TUTORIAL 3

22018 ATARI BASIC-LEARNING BY USING
(PROGRAMS FROM BOOK)

22017 MEMORY MAP TUTORIAL

22012 TRICKY TUTORIAL 2

22011 TRICKY TUTORIAL 1

22009 SIMULATED COMPUTER

COMPUTER SIMULATIONS
22009 SIMULATED COMPUTER
COMPUTER TABLES

83003 COMPU-TABLE

COMPUTERS CASE
83001 ATARI CASE

CONFIDENTIAL INFORMATION

76054 CRYPTO 800

76052 FILE SAFE

CONSONANTS

47077 SPELLING LEVEL D (FIFTH GRADE)
47074 SPELLING LEVEL A (SECOND GRADE)
47075 SPELLING LEVEL B (THIRD GRADE)
47044 SPELLTRONICS

47029 USING PHONICS IN CONTEXT
47011 SB DATA TAPE 6

CONSTITUTION

68016 UNITED STATES GOVERNMENT

CONSTRUCTION
30005 CONSTRUCTION

CONTRACEPTION
40004 KNAUS OGINO-BIRTH CONTROL

CONTRACTIONS

47038 ENGLISH BASICS-CONTRACTIONS (I
AND i)

COOLING SYSTEMS

30001 FUNDAMENTALS OF REFRIGERATION
COORDINATE PLANES

11005 GRAPHING

CORONARY ATTACKS
40002 FIRST AID AND SAFETY

COUNSELING

58002 COUNSELING PROCEDURES
COUNTING

28045 TENS AND HUNDREDS
15035 COUNT WITH BUNKY
28115 NUMBER MATCH IT
28095 COUNTER

15004 TEACHER'S PET

15013 COUNTING

15015 ALIEN COUNTER
15016 FACE FLASH

28047 NUMBER SEQUENCE

COURSEWARE COLLECTIONS
93000 MECC BOOK FOR THE ATARI THE
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CREDIT CARDS
41002 HOME APPLICATIONS & GAME
PACKAGE

CRIBBAGE
36002 CRIBBAGE
36178 CRIBBAGE

CROSSWORDS
36075 MINI CROSSWORD
47066 VOCABULARY BUILDING GAMES

CRYPTOGRAMS
47048 CRYPTO
63021 GREAT MEN OF THE BIBLE

CYTOPLASM
37000 CELLS

DATA ENCRYPTION
76054 CRYPTO 800

DATA STORAGE
84000 AT-88 DISK DRIVE
81002 ATARI 810 DISK DRIVE

DATA TRANSFER

21001 TELELINK 11

21006 SWIFTY DATALINK

21004 CHAMELEON CRT TERMINAL
EMULATOR

21002 TELELINK |

DATA TRANSMISSION
91003 ATARI 850 INTERFACE MODULE

DEBUGGING

76046 BUG/65

76057 ATMONA 2-SUPERSTEPPER

76045 BASIC A+

76022 DSEMBLER

76021 DUNION'S DEBUGGING TOOL (DDT)
76020 MANTIS

DECIMALS

28012 DECIMALS AND GRAPHICS AND MEAN
28021 SPACE JOURNEY
28081 DECIMALS 10
28080 DECIMALS 9
28079 DECIMALS 8
28078 DECIMALS 7
28024 FRACTIONS
28035 MATHEMATICS
28046 PLACE VALUE
28067 DECIMALS 1
28068 DECIMALS 2
28069 DECIMALS 3
28070 DECIMALS 4
28071 DECIMALS 5
28077 DECIMALS 6
DECISION MAKING
59008 DECISION MAKER
DECODING

36205 CODECRACKER
36076 CODE BREAKER

DEMO PROGRAMS
67002 PILOT EDUCATORS PACKAGE

DEMOS
76059 POWER FORTH

DESERT
68015 SOCIAL STUDIES WORD LIST

DEVELOPING COUNTRIES
68002 SIMULATION ANNAM

DIABETIC EMERGENCY
40002 FIRST AID AND SAFETY

DICTIONARY
78005 ATSPELLER

DICTIONARY SKILLS

47103 DICTIONARY USE

49000 DICTIONARY GUIDE WORDS
47058 ALPHABET ARCADE THE
DIET ANALYSIS

40001 DIET EVALUATION

DIFFUSION
19001 CHEM LAB SIMULATIONS 2-IDEAL GAS
LAW

DIGITAL DRAWING BOARDS
81000 VERSA WRITER
DIGITAL ELECTRONICS

27002 DIGITAL ELECTRONICS

BIPHTHONGS

47011 SB DATA TAPE 6
47009 SB DATA TAPE 4
DISASSEMBLERS

76022 DSEMBLER

76046 BUG/65

76005 6502 DISASSEMBLER
76000 DISKASSEMBLER
DISK CATALOGS

76040 DISKETTE LIBRARIAN

DISK DIRECTORIES
24005 DISKETTE INVENTORY SYSTEM

DISK DRIVE ANALYSIS
76055 TACHMASTER

D0ISK DRIVES
84000 AT-88 DISK DRIVE
81002 ATARI 810 DISK DRIVE

DISK FILES
24005 DISKETTE INVENTORY SYSTEM

DISK INVENTORIES
24005 DISKETTE INVENTORY SYSTEM

DISK PROTECTION

83004 DISK SENTRY

DISK SPEED ADJUSTMENT
76055 TACHMASTER

DISK UTILITIES

76040 DISKETTE LIBRARIAN
76039 SPEED-0-DISK

76050 0S/A+

76032 DISK FIXER/LOAD N GO
76027 UTILITY DISKETTE Il
76011 DISKEY

DIVISION
28091 LONG DIVISION

28119 FACTS MATCH SERIES-DIVISION
28029 DIVISION GAME/WIPE OUT
11001 LONG DIVISION

28071 DECIMALS 5

DOG RACES
71006 GOING TO THE DOGS

0os

76011 DISKEY

93005 ATARI 400/800 DISKGUIDE
76007 DISK WORKSHOP THE
76039 SPEED-0-DISK

76035 BASIC/XA

DOS MENU
76034 DISKMENU

DRAWING

15020 EARLY GAMES FOR YOUNG CHILDREN
76010SAGE

38000 DRAWPIC

38008 SKETCHPAD

38002 GRAPHICS COMPOSER

38004 VIDEQ EASEL

38014 DELTA DRAWING

DRIVERS EDUCATION

47121 U.S. ROAD SIGNS

68023 ROAD LINES AND INTERSECTIONS
68024 DRIVER EDUCATION REVIEW
OUNGEONS

41002 HOME APPLICATIONS & GAME
PACKAGE

41003 HOME PAK 2

36133 TAILSMAN OF POWER

36016 TELENGARD

36040 HELLFIRE WARRIOR

36041 DANGER IN DRINDIST!

36042 KEYS OF ACHERON THE

36046 WIZARD OF WOR

OUST COVERS

83000 DUST COVERS

E

EARTH

37002 EARTH SCIENCE

68014 MAPS AND GLOBES
ECONOMICS

17001 ECONOMICS

68004 MARKET PLACE THE
EDITORS

76059 POWER FORTH

76058 ATMAS-MACRO ASSEMBLER
76049 MAC/65

EGYPT

68018 WORLD HISTORY
ELECTRICAL SHOCK

40002 FIRST AID AND SAFETY

ELECTROCARDIOGRAMS

40000 HEALTH SERVICES CAREER
ELECTROMAGNETISM

62001 PHYSICS
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ELECTRONIC SPREADSHEETS
33000 VISICALC

ELECTRONS
62001 PHYSICS

EMOTIONAL CYCLES
59010 BIORHYTHM
53004 BIORHYTHM

EMPLOYEE MANAGEMENT
17000 SUPERVISORY PRACTICES

EMPLOYEE RECORDS
58000 MICROPERS

EMPLOYEE TRAINING

59002 COUNSELING PROCEDURES
ENERGY

32000 WEATHER ANALYST

62001 PHYSICS

29001 ENERGY CZAR

ENGLISH
47095 U/ES SPANISH/ENGLISH

47079 USAGE BONERS

47036 ENGLISH BASICS-HOMONYMS (1 AND
1

47038 ENGLISH BASICS-CONTRACTIONS ¢
AND 11y

47037 ENGLISH BASICS-SYNONYMS AND
ANTONYMS (1 AND 1}

47035 ENGLISH BASICS-ADVERBS (I AND Il
47033 ENGLISH BASICS-VERBS (1 AND Il)
47034 ENGLISH BASICS-ADJECTIVES (I AND
1)

47032 ENGLISH BASICS-PRONOUNS (1 AND )
47031 ENGLISH BASICS-NOUNS (I AND Il
EPILEPTIC SEIZURES

40002 FIRST AID AND SAFETY
EPISTEMOLOGY

68019 PHILOSOPHY

EPROMS

80005 EPROM BURNER BOARD (ASSEMBLED)
80004 EPROM-BURNER

EQUATIONS

11003 ALGEBRAIC EXPRESSIONS
11004 EQUATIONS

11009 BASIC ALGEBRA

11019 PLOT/GUESS THE RULE

28020 GRAPHING

EQUIPMENT SCHEDULING

67001 SCHEDULING OF EQUIPMENT
ETHICS

68019 PHILOSOPHY

EUROPE

68026 EUROPEAN COUNTRIES AND CAPITALS
68028 FLAGS OF EUROPE

EXERCISE

40003 PERSONAL FITNESS PROGRAM
40005 FITNESS MASTER

EXPANDER BOARDS

81007 SUP'R ACCESS-1

80002 MOSAIC EXPANDER

80001 MOSAIC ADAPTER

EXPENSE RECORDS

41002 HOME APPLICATIONS & GAME
PACKAGE

ific programs in categories of special interest to you. The Blue Book

lead you directly to a complete program listing within the book.
The Blue Book is arranged In numerical order by blue book number.

EXPLORATION
68012 SOUTH POLE

EXPONENTIAL
72000 STAT

EXPONENTS
28028 ALGEBRA
11006 GRAPHING EXPONENTIAL FUNCTIONS

F

FACTORING

11008 ALGEBRAIC FACTORING

11010 FACTORING TRINOMIALS

11011 FACTORING PERFECT SQUARE
TRINOMIALS

11012 FACTORING THE DIFFERENCE OF
SQUARE

11013 FACTORING TRINOMIALS WITH
COMMON MONOMIAL FACT

FAMILY EXPENSES
60003 FAMILY BUDGET
60002 FAMILY CASH FLOW

FAMILY FINANCES
60002 FAMILY CASH FLOW

60006 FAMILY FINANCIER

60003 FAMILY BUDGET

60000 FAMILY FINANCES

FAMILY RECORDS

41000 HOME FILING MANAGER THE
FCC CODE TEST

21003 MORSE CODE TUTOR

FILE MANAGEMENT

24004 FILE-IT 2+

24000 FILE-FAX

24001 DATA BASE/REPORT SYSTEM
24002 DATA MANAGEMENT SYSTEM
24003 FILE-IT €

76033 SUPERSORT REV.3

FILE MERGING

78001 TEXT EDITOR

FILE PROTECTION

76054 CRYPTO 800

76052 FILE SAFE

FINANCIAL REPORTS

24004 FILE-IT 2+

FIRST AID

40002 FIRST AID AND SAFETY

FISH

36172 SALMON RUN

FITNESS

40003 PERSONAL FITNESS PROGRAM
40005 FITNESS MASTER

FLAGS

68028 FLAGS OF EUROPE

FLASH CARDS

34002 CHUMASH COMPU-FLASH CARDS
28098 VIDEO MATH FLASHCARDS

28031 FLASHCARDS
47046 FLASH SPELLING

FLIGHT PLANNING
68022 GREAT CIRCLE EQUATION PROGRAM

FLIGHT SIMULATION
36248 SPACE SHUTTLE ADVENTURE-MODULE
1

36063 PILOT

FLOATING POINT
76060 FLOATING POINT PACKAGE

FLUIDS
30000 FLUID POWER

FOOD CHAINS
16001 ELEMENTARY BIOLOGY

FOOTBALL

36234 SUPERBOWL FOOTBALL
71001 PRO-PIX

36196 GRIDIRON GLORY

FOOTBALL FORECASTING
71001 PRO-PIX

FOREIGN VOCABULARY
34007 ASTRO WORD SEARCH-FRENCH
34006 ASTRO WORD SEARCH-SPANISH

FOREST FIRES
36057 FOREST FIRE TWO

FORESTS
68015 SOCIAL STUDIES WORD LIST

FORM LETTERS

78003 ATARIWRITER

78001 TEXT EDITOR

78000 FORM LETTER SYSTEM

FORTH

22019 LEARN-FORTH

76024 EXTENDED FIG-FORTH

76059 POWER FORTH

76060 FLOATING POINT PACKAGE
93016 FORTH ON THE ATARI

76025 FUN-FORTH

38011 FORTH TURTLE GRAPHICS PLUS
76003 QS FORTH

54006 KEYBOARD ORGAN

FRACTIONS

28093 MULTIPLYING FRACTIONS
28092 ADDING FRACTIONS

28087 CONCENTRATION

28082 JAR GAME

28078 DECIMALS 7

11002 PERCENTAGES

28032 SELECTED MATHEMATICS
28034 MATHEMATICS

28035 MATHEMATICS

28052 FRACTION CONCEPTS 1

28053 FRACTION CONCEPTS 2

28109 FRACTION/MIXED NUMBER
RECOGNITION

28008 BASIC MATH COMPETENCY SKILL
DRILLS

28011 FRACTIONS-ADDITION

28013 CONVERTING FRACTIONS AND
PERCENT & PERCENT WORD PROBLEMS
28021 SPACE JOURNEY

28024 FRACTIONS

28054 FRACTION SYMBOLS 1
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28055 FRACTION SYMBOLS 2
28056 FRACTION COMPARISONS
28057 FRACTION EQUIVALENTS
28058 FRACTION

28059 ADD FRACTIONS 1

28060 ADD FRACTIONS 2

28065 IMPROPER FRACTIONS 1
28062 SUBTRACT FRACTIONS 2
28061 SUBTRACT FRACTIONS 1
28063 MIXED FRACTIONS 1
28064 MIXED FRACTIONS 2
28066 IMPROPER FRACTIONS 2
28077 DECIMALS 6

FREE FALL
62000 FREE FALL

FRENCH
34007 ASTRO WORD SEARCH-FRENCH
34008 CONVERSATIONAL FRENCH

FRENCH REVOLUTION
68018 WORLD HISTORY

FROSTBITE
40002 FIRST AID AND SAFETY

G

3-0 GRAPHICS

38005 ENHANCEMENTS TO GRAPH T
38012 ATARI WORLD (3D GRAPHICS)
38013 3-D SUPERGRAPHICS

38009 STEREO 3-D GRAPHICS PACKAGE

GAMBLING

36001 CASINO 1

36054 POKER TOURNEY
36066 STUD POKER

36176 BLACKJACK CASINO
36177 SEVEN CARD STUD

GAMES-ADVENTURE

36038 IN ALIEN GARDEN

36000 WAYOUT

36195 WIZARD'S REVENGE

36014 G.F.S. SORCERESS

36016 TELENGARD

36025 EMPIRE OF THE OVERMIND
36033 BLADE OF BLACKPOOLE
36064 KING ARTHUR'S HEIR
36037 MONSTER MAZE

36040 HELLFIRE WARRIOR

36041 DANGER IN DRINDISTI
36042 KEYS OF ACHERON THE
36043 MORLOC'S TOWER

36045 TEMPLE OF APSHAI

36052 HAZARD RUN

36069 VAULTS OF ZURICH THE
36070 CRANSTON MANOR

36081 STAR CRYSTALS

36082 SWAMP CHOMP

36084 CLIPPER

36093 ALI BABA AND THE FORTY THIEVES
36094 CRISIS MOUNTAIN

36095 WARLOCKS REVENGE
36096 PROBE ONE-THE TRANSMITTER

36099 SPECIAL SAMPLER

36100 ADVENTURELAND

36101 PIRATE ADVENTURE

36102 MISSION IMPOSSIBLE ADVENTURE
36103 VOODOO CASTLE

36104 COUNT THE

36105 STRANGE ODYSSEY

36106 MYSTERY FUN HOUSE
36108 GHOST TOWN

36107 PYRAMID OF DOOM

36109 SAVAGE ISLAND PART |
36110 SAVAGE ISLAND PART il
36111 GOLDEN VOYAGE

36112 CURSE OF CROWLEY MANOR THE
36113 ESCAPE FROM TRAAM
36115 STONE OF SISYPHUS

36121 TREASURE QUEST

36133 TAILSMAN OF POWER
36134 GHOST TOWER

36135 GHOST TOWER I

36136 GALACTIC ADVENTURE
36137 TOWN OF DERANGO

36147 CAVERNS OF MARS

36158 DIG DUG

36165 GALAHAD AND THE HOLY GRAIL
36166 AVALANCHE

36190 WIZZARD'S GOLD

36191 SULTAN'S PALACE

36192 SLEAZY ADVENTURE
36193 ALIEN EGG

36216 SURVIVAL ADVENTURE
36218 ADVENTURE IN TIME
36219 BIRTH OF THE PHOENIX
36220 CYBORG

36223 BURIED BUCKS

36244 ADVENTURES OF PROTO
36245 PROTO'S FAVORITE GAMES
36250 HAUNTED HILL

36022 BOMBER ATTACK

GAMES-ANIMAL
68030 FROGMASTER

GAMES-ARCADE

36022 BOMBER ATTACK

36023 GUNS OF FORT DEFIANCE
36026 ROADRACER

36035 RICOCHET

36038 IN ALIEN GARDEN

36077 STARSHIP DUEL

36078 BOWLING

36080 MOONBASE 10

36097 SEA DRAGON

36117 REAR GUARD

36128 KAYO0S

36145 DEFENDER

36163 AIR-RAID

36224 TITAN

36096 PROBE ONE-THE TRANSMITTER
36226 STAR SENTRY

36232 ADVENTURES OF THE BABY SEA
TURTLE

36233 CAPTAIN COSMO

36236 METEOR STORM

36243 DIGGERBONK

36247 SHEBA'S SNAKES
GAMES-BATTLE

36004 BANDITS
63000 GAME OF THE MACCABEES

The Blue Book is arranged In numerical order by blue book number.

36005 NORTH ATLANTIC CONVOY RAIDER
36007 CONFLICT 2500

36011 MOON PATROL

36012 V.C.

36013 NUKEWAR

36015 ANDROMEDA CONQUEST
36018 LEGIONNAIRE

36021 TANKTICS

36022 BOMBER ATTACK
36023 GUNS OF FORT DEFIANCE
36028 MIDWAY CAMPAIGN
36029 GALAXY

36031 SHOOTOUT

36036 STAR WARRIOR
36044 ARMOR ASSAULT
36046 WIZARD OF WOR
36047 GORF

36048 DELUXE INVADERS
36049 ANTI-SUB PATROL
36053 BETA FIGHTER

36055 CRAZITACK

36058 ENCOUNTER AT QUESTAR IV
36059 ROCKET RAIDERS
36060 INTRUDER ALERT
36061 RINGS OF THE EMPIRE THE
36062 SPACE TRAP

36072 GIGA TREK

36073 ALPHA FIGHTER
36077 STARSHIP DUEL
36009 TANK ARCADE

36095 WARLOCKS REVENGE
36090 TARI TREK [I-VERSION 1
36091 TANK TRAP

36097 SEA DRAGON

36098 STRATOS

36118 ELIMINATOR THE
36123 COMBAT

36124 WAR

36163 AIR-RAID

36145 DEFENDER

36146 GALAXIAN

36148 STAR RAIDERS

36149 SPACE INVADERS
36150 ASTEROIDS

36151 MISSILE COMMAND
36160 QUARXON

36155 CENTIPEDE

36168 PHOBOS

36170 ATTANK

36179 OUTLAW/HOWITZER
36181 PUSHKY

36183 PUSHOVER

36185 SPACE CHASE

36199 CENTURION

36208 SPACE TREK

36209 TACK TREK

36215 LAZER MAZE

36224 TITAN

36225 CRASH DIVE

36226 STAR SENTRY

36242 SPACE GAMES

36253 GUNFIGHT

GAMES-BOARD

36087 FASTGAMMON
36154 COMPUTER CHESS
36188 CHECKER KING
36116 3-D TIC-TAC-TOE
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GAMES-CARD

36002 CRIBBAGE

36019 DRAW POKER

36054 POKER TOURNEY
36064 BRIDGE 2.0

36065 HEARTS 1.5

36066 STUD POKER

36159 BLACKJACK TUTOR
36175 SOLITAIRE

36176 BLACKJACK CASINO
36177 SEVEN CARD STUD
36178 CRIBBAGE

36240 POKERSAM (THE TALKING POKER
GAME)

GAMES-CHASE
36210 GETAWAY
36214 IMPACT

GAMES-DICE
36171 YAHTMAN

GAMES-FANTASY

36033 BLADE OF BLACKPOOLE
36034 KING ARTHUR'S HEIR
36037 MONSTER MAZE

36038 IN ALIEN GARDEN
36040 HELLFIRE WARRIOR
36041 DANGER IN DRINDISTI
36042 KEYS OF ACHERON THE
36045 TEMPLE OF APSHAI
36046 WIZARD OF WOR

36093 ALI BABA AND THE FORTY THIEVES
36100 ADVENTURELAND
36103 VOODOO CASTLE

36104 COUNT THE

36107 PYRAMID OF DOOM
36111 GOLDEN VOYAGE

36115 STONE OF SISYPHUS
36122 TUTTI FRUTTI

36134 GHOST TOWER

36135 GHOST TOWER !l

36136 GALACTIC ADVENTURE
36139 GYPSY

36155 CENTIPEDE

36156 E.T. PHONE HOME
36195 WIZARD'S REVENGE
36165 GALAHAD AND THE HOLY GRAIL
36190 WIZZARD'S GOLD

36191 SULTAN'S PALACE

GAMES-GEOGRAPHY
68009 ASTRO WORLD SEARCH
68011 COUNTRY GUESS/STATE GUESS

GAMES-GUESSING

36083 SPY VS. SPY

36088 NAME THAT SONG

36141 BAGELS SUPREME

36142 STARS

36143 HANGMAN

47055 TIME BOMB

15028 RHYMES AND RIDDLES
36180 GAME SHOW

36186 MIDAS TOUCH THE

36202 MEMORY MATCH

36205 CODECRACKER

36235 BULLS AND CLEOTS

36237 GUESS THE NUMBER/REVERSE
36241 WORD RACE ACCESSORY 1
36249 TRIVIA TREK

36251 FUN 'N GAMES

GAMES-LANGUAGE

34007 ASTRO WORD SEARCH-FRENCH
47030 DRAGON GAME SERIES FOR
LANGUAGE ARTS

34006 ASTRO WORD SEARCH-SPANISH

GAMES-MATH

28106 SOCCER MATH

28121 NUMBER CRUNCHER
28113 MARATHON

28112 MATHS FOR FUN

28100 MATH UFO

28086 BATTLING BUGS

28087 CONCENTRATION

28083 GULP

28085 FRENZY

28082 JAR GAME

28104 MATH MISSION

28004 BIG MATH ATTACK THE
28107 GALAXY MATH FACTS GAME
28105 ESCAPE TO EQUATUS
28006 MATH BASEBALL
28022 PICTURE PARTS

28029 DIVISION GAME/WIPE OUT
28030 MAX T

28039 MATH FOOTBALL

28040 MATH DIVING

28041 RACE CAR FACTS
28042 TIC TAC TOE FACTS
28023 CASH REGISTER

GAMES-MAZE

36000 WAYOUT

36030 VOYAGER

36037 MONSTER MAZE
36069 VAULTS OF ZURICH THE
36079 CAPTIVITY

36085 JEEPERS CREEPERS
36153 PAC-MAN

36203 ANTHILL

36207 MINOTAUR

36211 CATERDIGGLE
36212 DIGGERBONK

36231 THUNDER ISLAND
36243 DIGGERBONK

GAMES-MEMORY
36202 MEMORY MATCH

GAMES-MONEY
36027 COMPUTER STOCKS AND BONDS

GAMES-MUSIC
36088 NAME THAT SONG
36230 MOVIE THEMES

GAMES-MYSTERY

36103 VOODOO CASTLE

36104 COUNT THE

36106 MYSTERY FUN HOUSE
36110 SAVAGE ISLAND PART Il
36112 CURSE OF CROWLEY MANOR THE
36115 STONE OF SISYPHUS
36135 GHOST TOWER 1l

36158 DIG DUG

36238 SNOOPER TROOPS |
36239 SNOOPER TROOPS i
36250 HAUNTED HILL

The Blue Book is arranged in numerical order by blue book number.

GAMES-NUMBER
15015 ALIEN COUNTER
15016 FACE FLASH

GAMES-PINBALL
36003 BULLDOG PINBALL

GAMES-PROGRAMMING
36132 GAME MASTER
36217 PINBALL CONSTRUCTION SET

GAMES-PUZILES

36006 LORDS OF KARMA

36043 MORLOC'S TOWER

36071 NOMINOES JIGSAW PUZZLE THE
36075 MINI CROSSWORD

36086 BLOCK BUSTER

36114 EARTHQUAKE-SAN FRANCISCO 1906
36164 BLOCK BUSTER

36194 CHINESE PUZZLE

GAMES-RACE

36026 ROADRACER

36067 BLOCKADE

36210 GETAWAY

36218 ADVENTURE IN TIME
36227 SUNDAY DRIVER

36228 RACE IN SPACE

36231 THUNDER ISLAND

36241 WORD RACE ACCESSORY 1

GAMES-RELIGION

63017 LIFE OF DAVID

63018 LIFE OF CHRIST

63019 LIFE OF CHRIST

63020 BOOK OF ACTS

63016 PATRIARCHS THE

63005 JEWISH 1.0. BASEBALL

63010 BIBLE BASEBALL

63004 JEWISH |.Q. BASEBALL (TEACHERS
VERSION)

GAMES-SHAPE
15017 CHAQS

GAMES-SIMULATIONS

36005 NORTH ATLANTIC CONVOY RAIDER
36010 COMPUTER ACQUIRE

36008 PLANET MINERS

36012 V.C.

36020 CONTROLLER

36018 LEGIONNAIRE

36027 COMPUTER STOCKS AND BONDS
36028 MIDWAY CAMPAIGN

36032 DNIEPER RIVER LINE

36049 ANTI-SUB PATROL

36050 LIFESPAN

36056 DOMINATION

36057 FOREST FIRE TWO

36063 PILOT

36082 SWAMP CHOMP

36084 CLIPPER

36089 STARBASE HYPERION

36094 CRISIS MOUNTAIN

36144 KINGDOM

36102 MISSION IMPOSSIBLE ADVENTURE
36108 GHOST TOWN

36114 EARTHQUAKE-SAN FRANCISCO 1906
36119 PREPPIE

36120 BUG OFF

36121 TREASURE QUEST

36139 GYPSY
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36140 BUG ATTACK

36158 DIG DUG

36165 GALAHAD AND THE HOLY GRAIL
36166 AVALANCHE

36167 MELT-DOWN

36172 SALMON RUN

36174 747 LANDING SIMULATOR
36182 BABEL

36184 BLOCK'EM

36192 SLEAZY ADVENTURE
36193 ALIEN EGG

36196 GRIDIRON GLORY
36200 TERRY

36210 GETAWAY

36219 BIRTH OF THE PHOENIX
36223 BURIED BUCKS
36225 CRASH DIVE

36232 ADVENTURES OF THE BABY SEA
TURTLE

36236 METEQR STORM
36247 SHEBA'S SNAKES
36248 SPACE SHUTTLE ADVENTURE-MODULE
!

36161 EASTERN FRONT (1941)
36035 RICHOCHET

36039 PLATTERMANIA
36048 DELUXE INVADERS
36052 HAZARD RUN

36053 BETA FIGHTER
36055 CRAZITACK

36056 DOMINATION

36059 ROCKET RAIDERS
36067 BLOCKADE

36068 GIANT SLALOM
36080 MOONBASE 10

36084 CLIPPER

36092 QS REVERSE

36123 COMBAT

36126 MIND BOGGLERS-1
36127 POGOMAN

36129 MAD NETTER

36130 IT IS BALLOON
36146 GALAXIAN

36152 SUPER BREAKOUT
36153 PAC-MAN

36162 DOG DAZE

36163 AIR-RAID

36166 AVALANCHE

36168 PHOBOS

36169 MANKALA

36172 SALMON RUN

36179 OUTLAW/HOWITZER
36181 PUSHKY

36182 BABEL

36183 PUSHOVER

36184 BLOCK'EM

36189 SNARK HUNT

36197 JAX-0

36198 RABBOTZ

36211 CATERDIGGLE

36212 DIGGERBONK

36214 IMPACT

36215 LAZER MAZE

36221 RASTER BLASTER
36222 CARNIVAL

36227 SUNDAY DRIVER
36228 RACE IN SPACE

36233 CAPTAIN COSMO
36245 PROTO'S FAVORITE GAMES

GAMES-SKILL
36187 REVERSI Il

GAMES-SPACE

36096 PROVE ONE-THE TRANSMITTER
36004 BANDITS

36008 PLANET MINERS

36007 CONFLICT 2500

36011 MOON PATROL

36014 G.F.S. SORCERESS
36015 ANDROMEDA CONQUEST
36029 GALAXY

36030 VOYAGER

36031 SHOOTOUT

36036 STAR WARRIOR

36047 GORF

36048 DELUXE INVADERS
36058 ENCOUNTER AT QUESTAR IV
36059 ROCKET RAIDERS
36060 INTRUDER ALERT
36061 RINGS OF THE EMPIRE THE
36062 SPACE TRAP

36072 GIGA TREK

36073 ALPHA FIGHTER

36077 STARSHIP DUEL

36080 MOONBASE 10

36081 STAR CRYSTALS
36089 STARBASE HYPERION
36090 TAR! TREK [I-VERSION 1
36098 STRATOS

36105 STRANGE ODYSSEY
36113 ESCAPE FROM TRAAM
36117 REAR GUARD

36118 ELIMINATOR THE
36128 KAY0S

36136 GALACTIC ADVENTURE
36145 DEFENDER

36146 GALAXIAN

36147 CAVERNS OF MARS
36148 STAR RAIDERS

36150 ASTEROIDS

36149 SPACE INVADERS
36156 E.T. PHONE HOME
36160 QUARXON

36168 PHOBOS

36185 SPACE CHASE

36193 ALIEN EGG

36208 SPACE TREK

36209 TACK TREK

36214 IMPACT

36218 ADVENTURE IN TIME
36224 TITAN

36226 STAR SENTRY

36228 RACE IN SPACE

36236 METEOR STORM

36242 SPACE GAMES

GAMES-SPELLING
15034 KIDS 2
GAMES-SPORTS
36017 KNOCKOUT

36024 COMPUTER BASEBALL STRATEGY

36051 GOLDEN GLOVES
36068 GIANT SLALOM
36078 BOWLING

36173 DOWNHILL

36196 GRIDIRON GLORY

36204 BUMPER POOL

36213 MICROSAILING

36234 SUPERBOWL FOOTBALL
36241 WORD RACE ACCESSORY 1

GAMES-STRATEGY

36201 DOMINATION

36206 LOOK AHEAD

36235 BULLS AND CLEOTS
36237 GUESS THE NUMBER/REVERSE
36044 ARMOR ASSAULT

36056 DOMINATION

36069 VAULTS OF ZURICH THE
36083 SPY VS. SPY

36090 TARI TREK (I-VERSION 1
36092 QS REVERSE

36123 COMBAT

36124 WAR

36126 MIND BOGGLERS-1
36138 LOOK AHEAD

36141 BAGELS SUPREME
36162 DOG DAZE

36161 EASTERN FRONT (1941)
36187 REVERSI 1l

GAMES-TIME
15002 IT'S ABOUT TIME
15025 HICKORY DICKORY

GAMES-WAR

36012 V.C

36013 NUKEWAR

36021 TANKTICS

36028 MIDWAY CAMPAIGN
36032 DNIEPER RIVER LINE
36044 ARMOR ASSAULT
36055 CRAZITACK

36199 CENTURION

36089 STARBASE HYPERION
36124 WAR

36128 KAYOS

36151 MISSILE COMMAND
36161 EASTERN FRONT (1941)
36225 CRASH DIVE

GAMES-WORD
36186 MIDAS TOUCH THE

15006 MEMORY BUILDER-CONCENTRATION
47108 ROCKET SPELL

47055 TIME BOMB

47051 WORD GAMES

47045 SCRAMBLED LETTERS

47116 ROCKET SPELL C

47127 LETTERMAN

47128 WORDMAKER

47001 WANTED

47003 FISHING FOR HOMONYMS

47016 GUESSWORD

GAS MILEAGE

11000 MATH FOR EVERYDAY LIVING
GASES

19001 CITUM LAB SIMULATIONS 2-IDEAL
GAS LAW

GEOGRAPHY

68007 A VISIT TO JERUSALEM

68014 MAPS AND GLOBES

68025 STATES AND CAPITALS

66026 EUROPEAN COUNTRIES AND CAPITALS
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68029 MAPWARE

68031 ATLAS OF CANADA

68008 ISRAEL GEOGRAPHY GAME

68009 ASTRO WORLD SEARCH

68010 GLOBE MASTER

68011 COUNTRY GUESS/STATE GUESS
68003 REGIONS OF THE UNITED STATES
68001 AFRICA

68005 GEOGRAPHY

GEQMETRIC FIGURES
15018 ARROW GRAPHICS
15019 FLIP FLOP

GEOMETRY
15019 FLIP FLOP
28037 MATHEMATICS

GERMAN
34003 CONVERSATIONAL GERMAN

GOLF

71003 GOLF CLASSIC

71000 SUNDAY GOLF

GOVERNMENT

68016 UNITED STATES GOVERNMENT
GRADE AVERAGES

47047 READABILITY INDEX & GRADE
AVERAGES

GRADING

28102 THREE R MATH CLASSROOM KIT
67004 EASYGRADER

GRAMMAR

47079 USAGE BONERS

47056 STORY BUILDER/WORD MASTER
47049 BANK STREET WRITER THE
GRAPHIC DESIGN

38004 VIDEO EASEL

76026 PLAYER GENERATOR

GRAPHIC INPUT DEVICES

81000 VERSA WRITER

GRAPHICS EDITOR

36074 PLAYER MISSILE EDITOR
76053 P/M 800 PLAYER/MISSILE EDITOR
76028 INSTEDIT-REV. 1.1

76010 S A G E

GRAPHICS ENHANCEMENTS

76008 GRAPHICS WORKSHOP THE
GRAPHING

11006 GRAPHING EXPONENTIAL FUNCTIONS
28020 GRAPHING

GRAVITY

62001 PHYSICS

GREY SCALE

38001 SCREEN PRINTER INTERFACE
GTIA CHIP

25005 GTIA DEMONSTRATION DISK
GUIDE WORDS

49000 DICTIONARY GUIDE WORDS
GULF COAST

68013 HURRICANE TRACKER
GYROSCOPES

62001 PHYSICS

H

HALACHIC
63008 HALACHIC Z'MANIM

HANUKAH
63000 GAME OF THE MACCABEES
63001 FESTIVAL FUN

HEARING IMPAIRED
70000 FINGERSPELLING
HEART

16000 HEART LAB

HEARTS (CARD GAME)
36065 HEARTS 1.5
HEAT

19002 CHEM LAB SIMULATIONS 3-
CALORIMETRY

HEBREW

34000 WRITE HEBREW (FOR ADULTS)
33002 WRITE HEBREW (FOR ADULTS)
63006 TEN COMMANDMENTS THE

63007 TORAH AND HAFTORAH BLESSINGS
63008 HALACHIC ZMANIM

63009 BRACHOT BOXES

63003 PROVERBS

34001 WRITE HEBREW (FOR CHILDREN)
34002 CHUMASH COMPU-FLASH CARDS
34003 HEBREW READING

34004 READING RASH!

34005 COMPU-DIKDUK

HEREDITY
68020 BASIC PSYCHOLOGY

HI-RES GRAPHICS

38013 3-D SUPERGRAPHICS

38002 GRAPHICS COMPOSER

38009 STEREQ 3-D GRAPHICS PACKAGE
38001 SCREEN PRINTER INTERFACE
HIGHWAY SIGNS

47121 U.S. ROAD SIGNS

68023 ROAD LINES AND INTERSECTIONS
68024 DRIVER EDUCATION REVIEW
HISTOGRAMS

72003 STATISTICS

HOME APPLICATIONS

93010 HOME APPLICATIONS FOR THE ATARI
HOME COMPUTER

HOME BUDGETS

41002 HOME APPLICATIONS & GAME
PACKAGE

60000 FAMILY FINANCES

60002 FAMILY CASH FLOW

60001 FAMILY VEHICLE EXPENSE
60003 FAMILY BUDGET

60006 FAMILY FINANCIER

HOME HEATING

41002 HOME APPLICATIONS & GAME
PACKAGE

HOME INVENTORY

41002 HOME APPLICATIONS & GAME
PACKAGE

HOMONYMS

47003 FISHING FOR HOMONYMS

47009 SB DATA TAPE 4

47036 ENGLISH BASICS-HOMONYMS (I AND
0)

47075 SPELLING LEVEL B (THIRD GRADE)
47082 WORD DEMONS (T0/T00/TWO)
47083 WORD DEMONS (THERE /THEIR/
THEY'RE)

47087 SPELLING

47077 SPELLING LEVEL D (FIFTH GRADE)
HOROSCOPES

12001 ASTROLOGY

12002 MOON PHASES

93015 A LOOK INTO THE FUTURE WITH YOUR
ATARI

HOTEL ACQUISITION

36010 COMPUTER ACQUIRE

HOVEH

34005 COMPU-DIKDUK

HUMAN HEART

16000 HEART LAB

HURRICANES

68013 HURRICANE TRACKER

HYDRAULICS

30006 HYDRAULIC PROGRAM (HYSYS)
HYPOTHESES

72000 STAT

I1-CHING

41002 HOME APPLICATIONS & GAME
PACKAGE

INCOME STATEMENT

10000 PRINCIPLES OF ACCOUNTING
INDUSTRIAL REVOLUTION

68018 WORLD HISTORY

INJURY TREATMENT

40002 FIRST AID AND SAFETY
INTEGERS

28050 MISSING OPERANDS (INTEGERS)
28086 BATTLING BUGS

INTELLIGENCE TESTS

59001 PREPARING FOR THE STAT
INTEREST

28038 MATHEMATICS

INTERFACE UNITS

81007 SUPR ACCESS-1

INVENTORY

65002 POINT OF SALE PACKAGE
INVENTORY CONTROL

44001 MICROINV

65001 ATCASH-CASH REGISTER PROGRAM

65000 C.R.1.S. CASH REGISTER INVENTORY
SYSTEM



KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special interest to you. The Blue Book
numbers in each category will lead you directly to a complete program listing within the book.
The Blue Book is arranged in numerical order by blue book number.

44000 INVENTORY CONTROL

17003 BUSIPACK-1

INVENTORY MANAGEMENT

44000 INVENTORY CONTROL

INVESTING

36027 COMPUTER STOCKS AND BONDS
INVESTMENTS

64000 REAL ESTATE CASH FLOW ANALYSIS
INVOICING

45000 INVOICE WRITING FOR SMALL
BUSINESS

ISRAEL

68008 ISRAEL GEOGRAPHY GAME
ITALIAN

34011 CONVERSATIONAL ITALIAN

JAX
36197 JAX-0

JERUSALEM

68007 A VISIT TO JERUSALEM
JESUS CHRIST

63018 LIFE OF CHRIST

63019 LIFE OF CHRIST
JEWISH HISTORY

63015 PROPHETS THE

JEWISH PROVERBS

63003 PROVERBS

JOB COSTING

44001 MICROINV

58000 MICROPERS

JOGGING

41002 HOME APPLICATIONS & GAME
PACKAGE

JUDAISM

63015 PROPHETS THE

63005 JEWISH 1.Q. BASEBALL

63009 BRACHOT BOXES

63002 JUDAISM AND PLAYER

63004 JEWISH 1.Q. BASEBALL (TEACHERS
VERSION)

JUKEBOX

25003 JUKEBOX #1

KALEIDOSCOPE

25000 KALEIDOSCOPE
KEY SIGNATURES
54009 MUSIC MAJOR

KEYBOARD ACCESSORIES
83002 ATARI CX85 NUMERICAL KEYPAD

KEYBOARD SKILLS
59000 KEYBOARDING
59003 TOUCH TYPING
59007 TYPO ATTACK
59009 TYPING TEACHER

KINDERGARTEN

15029 KINDERCOMP
15027 FACEMAKER
15026 JOEY'S RAINBOW
15025 HICKORY DICKORY
15003 HODGE PODGE

L

LABEL PRINTING

50007 SUPERMAIL

50005 MAGIC MAIL

50002 MAILING LIST

50001 MAILING LIST 3.0

50000 MAILING LIST PROGRAM

LANGUAGE GAMES
47030 DRAGON GAME SERIES FOR
LANGUAGE ARTS

LANGUAGE TUTORS

34008 CONVERSATIONAL FRENCH
34009 CONVERSATIONAL GERMAN
34011 CONVERSATIONAL ITALIAN
34010 CONVERSATIONAL SPANISH

LEARNING DISABILITIES

28015 INTRODUCTION TO MATHEMATICS ON
THE COMPUTER

28016 INTRODUCTION TO DECIMALS ON THE
COMPUTER

LEARNING SKILLS
15022 JUGGLES’ HOUSE

LESSON PREPARATION

14000 STUDY QUIZ FILES (SQF)
47047 READABILITY INDEX & GRADE
AVERAGES

LETTER RECOGNITION

15023 MY FIRST ALPHABET

15004 TEACHER'S PET

15007 PRESCHOOL 1Q BUILDER
15012 ABC'S

47067 WORDWATCH

15001 PRESCHOOL FUN

47050 PRE-READING

47118 SCRAMBLE LETTERS C

47119 SCRAMBLE SPELL C

47136 MATCH IT

LETTER WRITING

47043 WRITING COMPETENCY PROGRAM
47098 BUSINESS COMMUNICATIONS
78006 TYPIT

78003 ATARIWRITER

78002 ATARI WORD PROCESSOR

78000 FORM LETTER SYSTEM

LIBRARY SKILLS
49001 BOOKSHELF

LIGHT
62001 PHYSICS

LINCOLN
68000 SIMULATION LINCOLN'S DECISION

LINGUISTICS
47044 SPELLTRONICS

LIST MANAGEMENT

50000 MAILING LIST PROGRAM
50001 MAILING LIST 3.0

50002 MAILING LIST

50003 DISKETTE MAILING LIST
50004 SUPER MAILER

50006 MAILING LIST

50007 SUPERMAIL

LITERATURE

47097 GREAT CLASSICS

LOGIC
68019 PHILOSOPHY

LONG DIVISION
11001 LONG DIVISION
28091 LONG DIVISION

6502 MACHINE LANGUAGE

76004 ASSEMBLER

76005 6502 DISASSEMBLER

76056 ATMONA 1-MACHINE LANGUAGE
MONITOR FOR THE ATARI

76057 ATMONA 2-SUPERSTEPPER

93014 HOW TO PROGRAM YOUR ATARI IN
6502 MACHINE LANGUAGE

M.ECC.

93000 MECC BOOK FOR THE ATAR) THE
93001 ATARI COMPUTER NEW USERS GUIDE

MAILING LABELS

78000 FORM LETTER SYSTEM
50000 MAILING LIST PROGRAM
50001 MAILING LIST 3.0

50002 MAILING LIST

50003 DISKETTE MAILING LIST
50005 MAGIC MAIL

50007 SUPERMAIL
MANN-WHITNEY

72002 INTROSTAT

MAP MAKING

38010 MAPMAKER

38007 ISOPLETH MAP-MAKING PACKAGE
MAPS

68014 MAPS AND GLOBES
68010 GLOBE MASTER

68029 MAPWARE

MARRIAGE

68021 BASIC SOCIOLOGY
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MATH-ADDITION MATH-PERCENTS

28116 FACTS MATCH SERIES-ADDITION
28088 ADDITION WITH CARRY

MATH-DECIMALS
28081 DECIMALS 10
28035 MATHEMATICS
28080 DECIMALS 9
28079 DECIMALS 8
28077 DECIMALS 6
28034 MATHEMATICS
28038 MATHEMATICS
28067 DECIMALS 1
28068 DECIMALS 2
28069 DECIMALS 3
28070 DECIMALS 4
28071 DECIMALS §
28078 DECIMALS 7

MATH-BIVISION
28091 LONG DIVISION
11001 LONG DIVISION

MATH-EQUATIONS
11004 EQUATIONS

MATH-FRACTIONS

28066 IMPROPER FRACTIONS 2
28052 FRACTION CONCEPTS 1
28053 FRACTION CONCEPTS 2
28035 MATHEMATICS

28033 MATHEMATICS

28011 FRACTIONS-ADDITION
28013 CONVERTING FRACTIONS AND
PERCENT & PERCENT WORD PROBLEMS
28024 FRACTIONS

28032 SELECTED MATHEMATICS
28033 MATHEMATICS

28087 CONCENTRATION

28109 FRACTION/MIXED NUMBER
RECOGNITION

28034 MATHEMATICS

26055 FRACTION SYMBOLS 2
28054 FRACTION SYMBOLS 1
28056 FRACTION COMPARISONS
28059 ADD FRACTIONS 1

28058 FRACTION

28057 FRACTION EQUIVALENTS
28065 IMPROPER FRACTIONS 1
28064 MIXED FRACTIONS 2
28063 MIXED FRACTIONS 1
28062 SUBTRACT FRACTIONS 2
28061 SUBTRACT FRACTIONS 1
28060 ADD FRACTIONS 2

28093 MULTIPLYING FRACTIONS
28092 ADDING FRACTIONS

28077 DECIMALS 6
MATH-GRAPHING

11005 GRAPHING

11019 PLOT/GUESS THE RULE
MATH-MONEY

28049 MONEY CHANGE
MATH-MULTIPLICATION

28090 12 3 DIGIT MULTIPLICATION
MATH-NOTATION

28046 PLACE VALUE
MATH-PERCENTAGE

11002 PERCENTAGES

28075 PERCENTS 4
28074 PERCENTS 3
28072 PERCENTS 1
28073 PERCENTS 2
28076 PERCENTS 5

MATH-PROBLEM SOLVING
28082 JAR GAME

MATH-ROUNDING
28010 TABLES 1-12 AND ROUNDING OFF
NUMBERS

MATH-SIMULATIONS
28110 SURVIVAL MATH

MATH-SQUARES
11012 FACTORING THE DIFFERENCE OF
SQUARE

MATH-SUBTRACTION
28089 SUBTRACTION

MATH-TERMS
11007 ADVANCED MATH TERMINOLOGY

MATH DRILLS

11002 PERCENTAGES

28008 BASIC MATH COMPETENCY SKILL
DRILLS

28003 ADDITION

28041 RACE CAR FACTS

28025 ADDITION WITH CARRYING

28031 FLASHCARDS

28033 MATHEMATICS

28043 SPEED FACTS

28057 FRACTION EQUIVALENTS

28044 MATH FACTS

28048 NUMERAL NAMES

28066 IMPROPER FRACTIONS 2

28065 IMPROPER FRACTIONS 1

28058 FRACTION

28053 FRACTION CONCEPTS 2

28056 FRACTION COMPARISONS

28063 MIXED FRACTIONS 1

28098 VIDEO MATH FLASHCARDS
28102 THREE R MATH CLASSROOM KIT
28120 MATH FACTS-GAME !

28101 THREE R MATH SYSTEM

28010 TABLES 1-12 AND ROUNDING OFF
NUMBERS

11003 ALGEBRAIC EXPRESSIONS

11006 GRAPHING EXPONENTIAL FUNCTIONS
28007 MATH INVADERS

MATH FACTS
28043 SPEED FACTS
28044 MATH FACTS

MATH GAMES

28029 DIVISION GAME/WIPE OUT
28030 MAX IT

28041 RACE CAR FACTS

28023 CASH REGISTER

28039 MATH FOOTBALL

28040 MATH DIVING

28022 PICTURE PARTS

28121 NUMBER CRUNCHER
28042 TIC TAC TOE FACTS
28112 MATHS FOR FUN

28111 TEASERS BY TOBBS
28099 MATHEMATICS-TAC-TOE

28097 NUMBER BLAST
28104 MATH MISSION
28096 CUBBYHOLES

28094 MONKEY UP A TREE
28100 MATH UFO

28085 FRENZY

28083 GULP

28087 CONCENTRATION
28086 BATTLING BUGS
28082 JAR GAME

28107 GALAXY MATH FACTS GAME
28106 SOCCER MATH

28113 MARATHON

28103 GRAND PRIX

28006 MATH BASEBALL
28105 ESCAPE T0O EQUATUS
28103 TEASERS BY TOBBS
28007 MATH INVADERS

MATH SKILLS

28006 MATH BASEBALL

28066 IMPROPER FRACTIONS 2
28063 MIXED FRACTIONS 1

28064 MIXED FRACTIONS 2
28065 IMPROPER FRACTIONS 1
28060 ADD FRACTIONS 2

28053 ADD FRACTIONS 1

28061 SUBTRACT FRACTIONS 1
28057 FRACTION EQUIVALENTS
28054 FRACTION SYMBOLS 1
28055 FRACTION SYMBOLS 2
28056 FRACTION COMPARISONS
28058 FRACTION

28051 MISSING OPERANDS (WHOLE
NUMBERS)

28052 FRACTION CONCEPTS 1
28053 FRACTION CONCEPTS 2
28062 SUBTRACT FRACTIONS 2
28089 SUBTRACTION

28088 ADDITION WITH CARRY
28119 FACTS MATCH SERIES-DIVISION
28106 SOCCER MATH

28077 DECIMALS 6

28023 CASH REGISTER

28024 FRACTIONS

28025 ADDITION WITH CARRYING
28043 SPEED FACTS

28068 DECIMALS 2

28044 MATH FACTS

28045 TENS AND HUNDREDS
28048 NUMERAL NAMES

28074 PERCENTS 3

28075 PERCENTS 4

28076 PERCENTS §

28120 MATH FACTS-GAME |
28118 FACTS MATCH SERIES-
MULTIPLICATION

28110 SURVIVAL MATH

28004 BIG MATH ATTACK THE
28072 PERCENTS 1

28067 DECIMALS 1

28073 PERCENTS 2

28008 BASIC MATH COMPETENCY SKILL
ORILLS

28010 TABLES 1-12 AND ROUNDING OFF
NUMBERS

28009 ADDITION

28042 TIC TAC TOE FACTS



KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special interest to you. The Blue Book
numbers in each category will lead you directly to a complete program listing within the book.
The Blue Book is arranged in numerical order by blue book number.

28038 MATHEMATICS
28019 BASIC ARITHMETIC

28022 PICTURE PARTS

28033 MATHEMATICS

28040 MATH DIVING

28099 MATHEMATICS-TAC-TOE

28117 MATH MATCH SERIES-SUBTRACTION
28116 FACTS MATCH SERIES-ADDITION
28113 MARATHON

28011 FRACTIONS-ADDITION

28012 DECIMALS AND GRAPHICS AND MEAN
28013 CONVERTING FRACTIONS AND
PERCENT & PERCENT WORD PROBLEMS
28014 AREA

28015 INTRODUCTION TO MATHEMATICS ON
THE COMPUTER

28108 GRAND PRIX

28079 DECIMALS 8

28112 MATHS FOR FUN

15000 SPATIAL RELATIONS

15004 TEACHER'S PET

28084 COMPUBAR

28080 DECIMALS 9

28016 INTRODUCTION TO DECIMALS ON THE
COMPUTER

11010 FACTORING TRINOMIALS

11011 FACTORING PERFECT SQUARE
TRINOMIALS

28026 QUANTITATIVE COMPARISONS

28017 MISSING MATH FACTS

MATH TEST

28026 QUANTITATIVE COMPARISONS
MAZES

36079 CAPTIVITY

36085 JEEPERS CREEPERS

36153 PAC-MAN

36203 ANTHILL

36207 MINOTAUR

36211 CATERDIGGLE

36212 DIGGERBONK

36231 THUNDER ISLAND

MEAT INSPECTION

32002 MEAT TECHNOLOGY

MEAT PACKING
32001 MEAT PROCESSES

MEDIA CENTER
67000 INVENTORY OF EQUIPMENT

MEDIAN
28012 DECIMALS AND GRAPHICS AND MEAN
72004 STATISTICS |

MEDICAL HISTORY

41002 HOME APPLICATIONS & GAME
PACKAGE

MELODY

54007 MAGIC MELODY BOX THE

MELT-DOWN

29000 SCRAM

36167 MELT-DOWN

MEMORY BOARDS

80003 MOSAIC 32K RAM

80000 MOSAIC 64K RAM SELECT (FOR ATARI
400)

MEMORY COMPRESSION
76036 BASIC PROGRAM COMPRESSOR
{MASHER)

MEMORY MAPS

22017 MEMORY MAP TUTORIAL

93011 MASTER MEMORY MAP THE
76057 ATMONA 2-SUPERSTEPPER

76044 HEX-A-BUG

76021 DUNION'S DEBUGGING TOOL (DDT)

MEMORY SKILLS

47072 TACHISTOSCOPE

28087 CONCENTRATION

15006 MEMORY BUJLDER-CONCENTRATION
15007 PRESCHOOL 1Q BUILDER

MENU PLANNING

41001 RECIPE SEARCH 'N SAVE
41002 HOME APPLICATIONS & GAME
PACKAGE

MESSAGE DISPLAY

38006 MESSAGE DISPLAY PROGRAM
METAPHYSICS

68019 PHILOSOPHY

METRIC CONVERSION
28018 METRIC AND PROBLEM SOLVING

METRIC SYSTEM
28018 METRIC AND PROBLEM SOLVING

MICROSCOPES

40000 HEALTH SERVICES CAREER
37001 PARTS OF THE MICROSCOPE
MIDOLE AGES

68018 WORLD HISTORY
MNEMONICS

38002 GRAPHICS COMPOSER

MODEMS

21001 TELELINK Il

91002 ATARI 835 DIRECT CONNECT MODEM
91001 ATARI 830 ACOUSTIC MODEM
91000 HAYES STACK SMARTMODEM
MONEY

28043 MONEY CHANGE

60002 FAMILY CASH FLOW

17001 ECONOMICS

MONOMIALS

11013 FACTORING TRINOMIALS WITH
COMMON MONOMIAL FACTORS
MOON PHASES

12002 MOON PHASES

MORSE CODE

21000 CW MORSE

21003 MORSE CODE TUTOR

MOTION

62001 PHYSICS

MOVIE THEMES

36230 MOVIE THEMES

MULTI-MEDIA

81006 MAST SYSTEM 2

MULTI-USER SYSTEMS

90000 VISION

MULTIPLE CHOICE TESTS
14002 MICROTEACH
14001 MULTIPLE CHOICE FILES (MCF)

MULTIPLICATION

28070 DECIMALS 4

28111 TEASERS BY TOBBS

11014 MULTIPLYING BINOMIALS
28090 12 3 DIGIT MULTIPLICATION
28097 NUMBER BLAST

28118 FACTS MATCH SERIES-
MULTIPLICATION

28093 MULTIPLYING FRACTIONS
28034 MATHEMATICS

28005 READ AND SOLVE MATH PROBLEMS
MUSIC COMPOSITION

41002 HOME APPLICATIONS & GAME
PACKAGE

76030 MUSIC PLAYER

54007 MAGIC MELODY BOX THE
54006 KEYBOARD ORGAN

54005 PLAYER PIANO

54004 ADVANCED MUSICSYSTEM
54010 MUSIC LESSONS

54003 MUSIC COMPOSER

MUSIC DEMOS
25003 JUKEBOX 1

MUSIC NOTATION
54003 MUSIC COMPOSER
54000 MUSIC I-TERMS AND NOTATIONS

MUSIC THEORY

54000 MUSIC I-TERMS AND NOTATIONS
54009 MUSIC MAJOR

54010 MUSIC LESSONS

54008 MUSICAL COMPUTER-THE MUSIC
TUTOR

MUSICAL CHORDS

25001 SOUNDTRACK/COLORTRACK
MUSICAL NOTATION

76002 MUSIC BOX

54008 MUSICAL COMPUTER-THE MUSIC
TUTOR

54009 MUSIC MAJOR

MUSICAL PITCH

54001 MUSIC II-RHYTHM AND PITCH
MUSICAL SCALES

54002 MUSIC II-SCALES AND CHORDS

N

NFL

71001 PRO-PIX

NOISE FILTER

85000 SURGE SENTRY
85001 QUIETLINE 6
NOISE SUPPRESSION
83005 SOUND TRAP
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NOUNS

47101 ASSOCIATIVE IDEA GENERATOR THE
47031 ENGLISH BASICS-NOUNS (I AND 1)
NUCLEAR POWER

36201 DOMINATION

29000 SCRAM

36167 MELT-DOWN

NUMBER GAMES
36252 HEXAPLEX
36206 LOOK AHEAD

NUMBER PATTERNS
28027 NUMBER SERIES

NUMBER RECOGNITION

28116 FACTS MATCH SERIES-ADDITION
28115 NUMBER MATCH IT

28114 NUMBER MATCH

28095 COUNTER

15008 PRESCHOOL 1Q BUILDER-2
15013 COUNTING

15015 ALIEN COUNTER

15023 MY FIRST ALPHABET
28055 FRACTION SYMBOLS 2
28054 FRACTION SYMBOLS 1
28048 NUMERAL NAMES

28109 FRACTION/MIXED NUMBER
RECOGNITION

28047 NUMBER SEQUENCE
NUMBER SERIES PROBLEMS

28027 NUMBER SERIES

NUMERIC KEYPAD

83002 ATARI CX85 NUMERICAL KEYPAD
NURSERY RHYMES

15028 RHYMES AND RIDDLES

(0

OCEANS

68015 SOCIAL STUDIES WORD LIST
OFFICE MANAGEMENT

17002 OFFICE CAREERS

OFFICE SKILLS

59003 TOUCH TYPING

59000 KEYBOARDING

59007 TYPO ATTACK

59009 TYPING TEACHER

OHM'S LAW

27000 BASIC ELECTRICITY
OPTICS

62001 PHYSICS

ORAL COMMUNICATIONS

47098 BUSINESS COMMUNICATIONS
ORCHESTRATION

54004 ADVANCED MUSICSYSTEM
ORDER ENTRY

17003 BUSIPACK-1

45001 ORDER ENTRY

ORGAN

54006 KEYBOARD ORGAN

OUTLINING
47043 WRITING COMPETENCY PROGRAM

P

PAINTING
38004 VIDEQ EASEL

PARTS OF SPEECH

47036 ENGLISH BASICS-HOMONYMS (I AND
1)

47038 ENGLISH BASICS-CONTRACTIONS (I
AND 11)

47035 ENGLISH BASICS-ADVERBS {1 AND II)
47034 ENGLISH BASICS-ADJECTIVES (I AND
()]

47033 ENGLISH BASICS-VERBS (I AND il}
47031 ENGLISH BASICS-NOUNS (I AND 11}
47030 DRAGON GAME SERIES FOR
LANGUAGE ARTS

47032 ENGLISH BASICS-PRONOUNS (I AND 1)

PASCAL
76023 ATARI PASCAL LANGUAGE SYSTEM

PERCENTS

28013 CONVERTING FRACTIONS AND
PERCENT & PERCENT WORD
PROBLEMS

28021 SPACE JOURNEY

11002 PERCENTAGES

28034 MATHEMATICS

28072 PERCENTS 1

28073 PERCENTS 2

28074 PERCENTS 3

28075 PERCENTS 4

28076 PERCENTS 5

PERCEPTION

68006 LABORATORY N COGNITION AND
PERCEPTION

PERSONALITY

68020 BASIC PSYCHOLOGY

PERSONNEL FILES
58000 MICROPERS

PHILOSOPHY
68019 PHILOSOPHY

PHONE COMMUNICATION

91002 ATARI 835 DIRECT CONNECT MODEM
91001 ATARI 830 ACOUSTIC MODEM

91000 HAYES STACK SMARTMODEM

PHONETICS

47110 VOWELS A

47109 VOWELS

47113 VOWELS 0

47114 VOWELS U

47112 VOWELS |

47111 VOWELS £

47012 SB DATA TAPE #7
47010 SB DATA TAPE #5
47011 SB DATA TAPE #6
47014 SB DATA TAPE #9
47015 SB DATA TAPE #10

47008 SB DATA TAPE #3

47009 SB DATA TAPE #4

47007 SB DATA TAPE #2

47006 SB DATA TAPE #1

76051 SOFTWARE AUTOMATIC MOUTH
PHONICS

47044 SPELLTRONICS

47110 VOWELS A

47109 VOWELS

47112 VOWELS |

47114 VOWELS U

47113 VOWELS 0

47111 VOWELS E

47029 USING PHONICS IN CONTEXT
PIANO

54005 PLAYER PIANO

54010 MUSIC LESSONS

54006 KEYBOARD ORGAN

PIE CHARTS

38003 GRAPH 1T

PILOT

22006 PILOT

22007 PILOT HOME PACKAGE

38011 FORTH TURTLE GRAPHICS PLUS
15024 I'M DIFFERENT

67002 PILOT EDUCATORS PACKAGE
PINBALL

36217 PINBALL CONSTRUCTION SET
36221 RASTER BLASTER

PIRATES

36101 PIRATE ADVENTURE

PLACE VALUE

28046 PLACE VALUE

PLOTTERS

81003 ATARI 1020/40-COLUMN COLOR
PLOTTER PRINTER

PLOTTING

11005 GRAPHING

11019 PLOT/GUESS THE RULE
PLURALS

47087 SPELLING

POKER

36019 DRAW POKER

36054 POKER TOURNEY

36066 STUD POKER

36240 POKERSAM (THE TALKING POKER
GAME)

POLYNOMIALS

11008 ALGEBRAIC FACTORING
PORTFOLIO

33001 STOCK MANAGEMENT

60004 FINANCIAL ASSET MGMT. SYSTEM
POULTRY

32002 MEAT TECHNOLOGY

PRAYER

63002 JUDAISM AND PRAYER
PREDICATIONS

72001 PREDICTOR THE

PREFIXES

47052 PREFIXES

PREHISTORIC MAN

68018 WORLD HISTORY
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PRE-SCHOOL

15029 KINDERCOMP

15033 KIDS #1

15035 COUNT WITH BUNKY

15027 FACEMAKER

15021 JUGGLES' RAINBOW

15022 JUGGLES’ HOUSE

15024 I'M DIFFERENT

15010 ADVENTURES OF OSWALD THE
15011 HERE COMES VIOLET

15009 SAMMY THE SEA SERPENT
15007 PRESCHOOL 1Q BUILDER
15008 PRESCHOOL 1Q BUILDER-2
15005 PRESCHOOL LIBRARY
15003 HODGE PODGE

PRESIDENTS OF THE U.S.
68027 PRESIDENTS OF THE UNITED STATES

PRINTER ACCESSORIES
83005 SOUND TRAP

PRINTER INTERFACES

83007 RS-232 INTERFACE

83006 EPSON PRINTER TO ATARI 400/800
INTERFACE

PRINTER SPOOLING
90000 VISION

PRINTERS

81004 ATARI 1020/80-COLUMN PRINTER
81003 ATARI 1020-40-COLUMN COLOR
PLOTTER PRINTER

PROBABILITY
28082 JAR GAME
72003 STATISTICS

PROBLEM SOLVING

28082 JAR GAME

59008 DECISION MAKER
28111 TEASERS BY TOBBS
15018 ARROW GRAPHICS
15031 FACTORY THE
15032 POND THE

PROFIT/LOSS
10005 BOOKKEEPER
10002 MICROLEDGER

PROGRAM COLLECTIONS
93017 HACKERBOOK I-TRICKS AND TIPS FOR
YOUR ATARI

PROGRAM RECORDERS
81005 ATARI 410 PROGRAM RECORDER
81001 ATARI 1010 PROGRAM RECORDER

PROGRAMMING

22009 SIMULATED COMPUTER

22010 MEET THE COMPUTER

22012 TRICKY TUTORIAL 2

22004 AN INVITATION TO PROGRAMMING 2
22005 AN INVITATION TO PROGRAMMING 3
22006 PILOT

22003 AN INVITATION TO PROGRAMMING 1
22002 HOW TO PROGRAM IN THE BASIC
LANGUAGE

22007 PILOT HOME PACKAGE

22008 EXTENDED WSFN

22013 TRICKY TUTORIAL 3

22014 TRICKY TUTORIAL 4

22015 TRICKY TUTORIAL 5

22016 TRICKY TUTORIAL 6

22018 ATARI BASIC-LEARNING BY USING
(PROGRAMS FROM BOOK)

36132 GAME MASTER

36217 PINBALL CONSTRUCTION SET
76002 MUSIC BOX

76003 OS FORTH

76006 PROGRAMMER'S WORKSHOP THE
76060 FLOATING POINT PACKAGE

76053 P/M 800 PLAYER/MISSILE EDITOR
76007 DISK WORKSHOP THE

76008 GRAPHICS WORKSHOP THE

76009 BASIC ROUTINES FOR THE ATARI
76050 08/A*

76049 MAC/65

76048 TINY-C

76047 C/65

76045 BASIC A®

76044 HEX-A-BUG

76043 SOUND EDITOR

76042 COSMATIC ATARI DEVELOPMENT
PACKAGE

76041 KAYPAD CONTROLLER-REV.2

76038 ATARI PROGRAM-TEXT EDITOR
76037 BLIS REV.11

93016 FORTH ON THE ATARI

93014 HOW TO PROGRAM YOUR ATARI IN
6502 MACHINE LANGUAGE

93013 GAMES FOR THE ATARI COMPUTER
93012 ATARI BASIC-LEARNING BY USING
93004 DE RE ATARI

98003 ATARI-A BEGINNERS GUIDE

93002 ATARI PROGRAMMING-WITH 55
PROGRAMS

93009 INSTANT (FREEZE DRIED COMPUTER
PROGRAMMING IN) BASIC

93007 SOME COMMON BASIC PROGRAMS-
ATARI EDITION

93001 ATARI COMPUTER NEW USERS GUIDE
76036 BASIC PROGRAM COMPRESSOR
(MASHER)

76035 BASIC/XA

76034 DISKMENU

76032 DISK FIXER/LOAD N GO

76031 INSOMNIA (A SOUND EDITOR) REV.1.1
76023 ATARI PASCAL LANGUAGE SYSTEM
76029 MICROSOFT BASIC CROSS-REFERENCE
uTILITY

76018 DEEP BLUE C COMPILER

76013 ATARI MICROSOFT BASIC

76014 ASSEMBLER EDITOR

76019 DEEP BLUE SECRETS

76024 EXTENDED FIG-FORTH

76016 SOURCE CODE FOR ‘EASTERN FRONT
(1941

76030 MUSIC PLAYER

76025 FUN-FORTH

76012 ATARI BASIC

PRONOUNS

47032 ENGLISH BASICS-PRONOUNS (I AND Il)
PROOFREADING

78005 ATSPELLER

PSYCHOLOGY

47098 BUSINESS COMMUNICATIONS
68006 LABORATORY IN COGNITION AND
PERCEPTION

68020 BASIC PSYCHOLOGY

PUMPS
30000 FLUID POWER

PUNCTUATION
47042 QUOTATION MARKS

47071 PUNCTUATION SERIES

47049 BANK STREET WRITER THE
47048 CRYPTO

47041 CAPITALIZATION

47040 PUNCTUATION II-THE COMMA
47039 PUNCTUATION I-THE PERIOD
PURCHASING

45001 ORDER ENTRY

PUZZLES

36006 LORDS OF KARMA

36043 MORLOC'S TOWER

36071 NOMINOES JIGSAW PUZZLE THE
36075 MINI CROSSWORD

36086 BLOCK BUSTER

36114 EARTHQUAKE-SAN FRANCISCO 1906
36164 BLOCK BUSTER

36194 CHINESE PUZZLE

36252 HEXAPLEX

28103 TEASERS BY TOBBS

28111 TEASERS BY TOBBS

Q+*R

QUADRATIC EQUATIONS
27003 MATHEMATICS FOR ELECTRONICS

QUIZ FORMATS

14001 MULTIPLE CHOICE FILES (MCF)
14000 STUDY QUIZ FILES (SQF)
67003 QUIZ MASTER

QUOTATIONS

47041 CAPITALIZATION

47042 QUOTATION MARKS

47053 KROSS ‘N QUOTES

47054 ASTRO QUOTES

47071 PUNCTUATION SERIES
RACETRACK

71006 GOING TO THE DOGS
RADIOLOGY

40000 HEALTH SERVICES CAREER

RAM

80000 MOSAIC 64K RAM SELECT (FOR ATARI
400)+

80003 MOSAIC 32K RAM

RASHI

34004 READING RASHI

READABILITY INDEX

47047 READABILITY INDEX & GRADE
AVERAGES

READING

47134 WORD BLASTER

47130 SPEEDREAD +

47124 TEXT ANALYST

47123 FOG INDEX

47122 ATARI SPEED READING



KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special interest to you. The Blue Book
numbers in each category will lead you directly to a complete program listing within the book.

47000 WORD SCRAMBLE

47024 OUR WEIRD AND WACKY WORLD
(CRITICAL READING PROGRAM)

47021 HOW T0 READ IN THE CONTENT
AREAS (LITERATURE)

47028 SCIENCE CONTENT AREA READING
47027 OUR WILD AND CRAZY WORLD
(CRITICAL READING PROGRAM}

47026 OUR WILD AND CRAZY WORLD
47020 HOW TO READ IN THE CONTENT
AREAS (SOCIAL STUDIES)

47019 HOW T0 READ IN THE CONTENT
AREAS (SCIENCE)

34004 READING RASHI

34003 HEBREW READING

15000 SPATIAL RELATIONS

15021 JUGGLES’ RAINBOW

15024 I'M DIFFERENT

47097 GREAT CLASSICS

47094 READING DEVELOPMENT LEVEL 9-10
47093 READING DEVELOPMENT LEVEL 8
47092 READING DEVELOPMENT LEVEL 7
47091 READING DEVELOPMENT LEVEL 5-6
47090 READING DEVELOPMENT LEVEL 3-4
47089 READING DEVELOPMENT LEVEL 1-2
47088 READING DEVELOPMENT LEVEL K-1
47086 READING COMPREHENSION

47085 READING COMPREHENSION

47060 READ ‘N SPELL

47057 READING COMPREHENSION-WHATS
DIFFERENT

47022 HOW TO READ IN THE CONTENT
AREAS (MATHEMATICS)

47023 OUR WEIRD AND WACKY WORLD
47018 HOW TO READ IN THE CONTENT
AREAS (SCIENGE, SOCIAL

STUDIES, MATHEMATICS, LITERATURE)
47017 DIASCRIPTIVE READING

READING COMPREHENSION

47018 HOW TO READ IN THE CONTENT
AREAS (SCIENCE, SOCIAL

STUDIES, MATHEMATICS, LITERATURE)
47023 OUR WEIRD AND WACKY WORLD
47022 HOW TO READ IN THE CONTENT
AREAS (MATHEMATICS)

47021 HOW TO READ IN THE CONTENT
AREAS (LITERATURE)

47019 HOW TO READ N THE CONTENT
AREAS (SCIENCE)

47020 HOW TO READ IN THE CONTENT
AREAS (SOCIAL STUDIES)

47028 SCIENCE CONTENT AREA READING
47027 OUR WILD AND CRAZY WORLD
(CRITICAL READING PROGRAM)

47026 OUR WILD AND CRAZY WORLD
47086 READING COMPREHENSION
47085 READING COMPREHENSION
47057 READING COMPREHENSION-WHATS
DIFFERENT

47024 OUR WEIRD AND WACKY WORLD
(CRITICAL READING PROGRAM)

47134 WORD BLASTER

47131 STORY BUILDER

47130 SPEEDREAD +

READING EVALUATION

47123 FOG INDEX

47124 TEXT ANALYST

47025 THE O'BRIEN VOCABULARY
PLACEMENT TEST

47017 DIASCRIPTIVE READING
REASONING SKILLS

15031 FACTORY THE

RECIPE FILING

41000 HOME FILING MANAGER THE
41001 RECIPE SEARCH 'N SAVE
REFERENCE BOOKS

49000 DICTIONARY GUIDE WORDS

REFERENCE CARDS

94000 ATARI QUICK REFERENCE CARD
94002 ACE POCKET REFERENCE CARD THE
94001 QUICK REFERENCE CHART FOR ATARI
400/800

REFRIGERATION
30001 FUNDAMENTALS OF REFRIGERATION

REGIONS OF THE U.S.

68005 GEOGRAPHY

68003 REGIONS OF THE UNITED STATES
REGRESSION

72001 PREDICTOR THE

REMEDIAL EDUCATION

28114 NUMBER WATCH
RENAISSANCE

68015 WORLD HISTORY

REPORT GENERATORS

24000 FILE-FAX

RHYTHM

54007 MAGIC MELODY BOX THE
54001 MUSIC {I-RHYTHM AND PITCH
54008 MUSICAL COMPOSER-THE MUSIC
TUTOR

ROAD SIGNS

47121 U.S. ROAD SIGNS

68023 ROAD LINES AND INTERSECTIONS
68024 DRIVER EDUCATION REVIEW
ROMAN EMPIRE

68018 WORLD HISTORY

ROOT WORDS

47052 PREFIXES

ROUND ROBIN

71002 ROUND ROBIN SCHEDULER
ROUNDING

28081 DECIMALS 10

ROUTE PLANNING

41002 HOME APPLICATIONS & GAME
PACKAGE

S

S.AT. TEST
28026 QUANTITATIVE COMPARISONS
59001 PREPARING FOR THE SAT

The Blue Book is arranged in numerical order by blue book number.

SAFETY
40002 FIRST AID AND SAFETY

SAILING
36213 MICROSAILING

SALES ANALYSIS
65002 POINT OF SALE PACKAGE
65001 ATCASH-CASH REGISTER PROGRAM

SALES TAX
11000 MATH FOR EVERYDAY LIVING

SAUSAGE
32001 MEAT PROCESSES

SCHEDULING

17004 ATAMEMO

59006 WEEKLY PLANNER
59005 TIMEWISE

SCHOOL EQUIPMENT
67001 SCHEDULING OF EQUIPMENT
67000 INVENTORY OF EQUIPMENT

SCHOOL INVENTORY
67000 INVENTORY OF EQUIPMENT
67001 SCHEDULING OF EQUIPMENT

SCREEN DUMPS
76017 SCREEN DUMP UTILITY

SCREEN EDITORS

76024 EXTENDED FIG-FORTH

22011 TRICKY TUTORIAL 1

78007 WORDPROCESSOR FOR ATARI 400/800
76041 KAYPAD CONTROLLER-REV.2

SENSORY PERCEPTION
68020 BASIC PSYCHOLOGY

SENTENCES

47048 CRYPTO

47040 PUNCTUATION II-THE COMMA
47079 USAGE BONERS

47039 PUNCTUATION |-THE PERIOD
47133 SPELLING IN CONTEXT-LEVEL 2
47096 EFFECTIVE WRITING

47071 PUNCTUATION SERIES

47137 SPELLING IN CONTEXT-LEVEL 1
47134 WORD BLASTER

47131 STORY BUILDER

53000 DISNEY EDUCATIONAL SERIES
47139 SPELLING IN CONTEXT-LEVEL 3
47140 SPELLING IN CONTEXT-LEVEL 4
47143 SPELUING IN CONTEXT-LEVEL 7
47144 SPELLING IN CONTEXT-LEVEL 8
47141 SPELLING IN CONTEXT-LEVEL 5
47142 SPELLING IN CONTEXT-LEVEL 6
SHAPE RECOGNITION

15001 PRESCHOOL FUN

15005 PRESCHOOL LIBRARY

15008 PRESCHOOL 1Q BUILDER-2
15017 CHAQS

SHOOTING GALLERY

36222 CARNIVAL

SIGNS

25002 BANNER GENERATOR

SILENT LETTERS

47010 SB DATA TAPE 5

SIMULATIONS

29001 ENERGY CZAR

29000 SCRAM

68012 SOUTH POLE



KEY-WORD INDEX

Use this key-word index to
numbers in each category

find specific programs in categories of special Interest to you. The Blue Book
will lead you directly to a complete program listing within the book.

The Blue Book is arranged in numerical order by blue book number.

68000 SIMULATION LINCOLN'S DECISION
68002 SIMULATION ANNAM

SKETCHING

38008 SKETCHPAD

38014 DELTA DRAWING

38012 ATARI WORLD (3D GRAPHICS)
SKIING

36068 GIANT SLALOM

36173 DOWNHILL

SLIDE PROJECTION
81006 MAST SYSTEM 2

SLIDE RULE
27003 MATHEMATICS FOR ELECTRONICS

SMALL BUSINESS

45000 INVOICE WRITING FOR SMALL
BUSINESS

S0ctoLosY

68021 BASIC SOCIOLOGY

SOLITAIRE
36175 SOLITAIRE

SONG WRITING

54007 MAGIC MELODY BOX THE
54006 KEYBOARD ORGAN

SONGS

36230 MOVIE THEMES

36088 NAME THAT SONG

SORTING

24000 FILE-FAX

24001 DATA BASE/REPORT SYSTEM
24004 FILE-IT 2+

24002 DATA MANAGEMENT SYSTEM
24003 FILE-IT C

76033 SUPERSORT REV.3

50004 SUPER MAILER

50006 MAILING LIST

SOUND

62001 PHYSICS

SOUND EDITING
76043 SOUND EDITOR
76031 INSOMNIA (A SOUND EDITOR) REV.1.1

SOUND EFFECTS

15009 SAMMY THE SEA SERPENT

15010 ADVENTURES OF OSWALD THE
25004 GRAPHICS/SOUND DEMONSTRATION
SOUTH POLE

68012 SOUTH POLE

SPACE FLIGHT SIMULATION

36248 SPACE SHUTTLE ADVENTURE-MODULE
!

SPANISH

34006 ASTRO WORD SEARCH-SPANISH
34010 CONVERSATIONAL SPANISH

47095 U/ES SPANISH/ENGLISH

SPATIAL VISUALIZATION

15018 ARROW GRAPHICS

SPECIAL EDUCATION

28015 INTRODUCTION TO MATHEMATICS ON
THE COMPUTER

28016 INTRODUCTION TO DECIMALS ON THE
COMPUTER

SPEECH SYNTHESIS
76051 SOFTWARE AUTOMATIC MOUTH

SPEED READING
47130 SPEEDREAD +
47122 ATARI SPEED READING

SPELLING
47116 ROCKET SPELL C

47417 SPELL C

47118 SCRAMBLE LETTERS C

47119 SCRAMBLE SPELL C

47120 TIC TAC TOE SPELL C

47129 MY SPELLING EASEL

47008 SB DATA TAPE #3

47007 SB DATA TAPE #2

47006 SB DATA TAPE #1

47005 HIDDEN WORDS

47004 SPELLBOUND

47115 SPELLING

14000 STUDY QUIZ FILES (SQF)

15014 CALENDAR

47108 ROCKET SPELL

47107 SCRAMBLE LETTERS

47106 SCRAMBLE SPELL

47105 TICTACTOE SPELL

47104 SPELL

47100 SKYWRITER/POP'R SPELL

47076 SPELLING LEVEL C (FOURTH GRADE)
47087 SPELLING

47077 SPELLING LEVEL D (FIFTH GRADE)
47078 SPELLING LEVEL E (SIXTH GRADE)
47073 WORDS IN CONTEXT (SPELLING
SERIES)

47074 SPELLING LEVEL A (SECOND GRADE)
47075 SPELLING LEVEL B (THIRD GRADE)
47062 SPELLING BUILDER

47061 DO IT YOURSELF-SPELLING

47060 READ ‘N SPELL

47059 LET'S SPELL

47068 WORD SCRAMBLER AND SUPER
SPELLER

47049 BANK STREET WRITER THE

47046 FLASH SPELLING

47045 SCRAMBLED LETTERS

15020 EARLY GAMES FOR YOUNG CHILDREN
15034 KIDS #2

47070 SPELLING DRILL/SPELLING REVIEW
47044 SPELLTRONICS

47000 WORD SCRAMBLE

47138 SPELLING IN CONTEXT-LEVEL 2
47137 SPELLING IN CONTEXT-LEVEL 1
47125 SPELLING GENIE

47139 SPELLING IN CONTEXT-LEVEL 3
47143 SPELLING IN CONTEXT-LEVEL 7
47142 SPELLING IN CONTEXT-LEVEL 6
70000 FINGERSPELLING

47141 SPELLING IN CONTEXT-LEVEL 5
47140 SPELLING IN CONTEXT-LEVEL 4
47144 SPELLING IN CONTEXT-LEVEL 8
SPELLING CHECKERS

78005 ATSPELLER

SPREADSHEETS

33000 VISICALC

SQUARES

11012 FACTORING THE DIFFERENCE OF
SQUARE

STATES OF THE U.S.

68025 STATES AND CAPITALS

68011 COUNTRY GUESS/STATE GUESS
68003 REGIONS OF THE UNITED STATES

STATISTICS
60005 CALCULATOR

STOCKS
33001 STOCK MANAGEMENT
36027 COMPUTER STOCKS AND BONDS

STORMS
68013 HURRICANE TRACKER

STORY WRITING
47133 STORY STARTER

STRING MANIPULATION
76023 ATARI PASCAL LANGUAGE SYSTEM

SUBMARINES
36049 ANTI-SUB PATROL
36097 SEA DRAGON

SUBTRACTION

28050 MISSING OPERANDS (INTEGERS)
28051 MISSING OPERANDS (WHOLE
NUMBERS)

28061 SUBTRACT FRACTIONS 1

28062 SUBTRACT FRACTIONS 2

28000 MATH FACTS

28001 MATH FACTS LEVEL 2

28002 CON*PUTATION

28117 MATH MATCH SERIES-SUBTRACTION
28089 SUBTRACTION

28085 FRENZY

28003 MATH FACTS LEVEL 3

28005 READ AND SOLVE MATH PROBLEMS
28017 MISSING MATH FACTS

28069 DECIMALS 3

SUFFIXES

47087 SPELLING

SURGE PROTECTION

85001 QUIETLINE 6

85000 SURGE SENTRY

SYLLABLES

47087 SPELLING

47014 SB DATA TAPE #9

SYNONYMS

47037 ENGLISH BASICS-SYNONYMS AND
ANTONYMS (I AND 1)

47063 VOCABULARY BUILDER 1-BEGINNING
47099 SNAKE-0-NYMS /WORD FLIP

47064 VOCABULARY BUILDER 2-ADVANCED
47080 SYNONYM SERIES

T

TACHISTOSCOPES
47072 TACHISTOSCOPE

TAX DEDUCTIONS
41002 HOME APPLICATIONS & GAME
PACKAGE

TEACHING AIDS

28102 THREE R MATH CLASSROOM KIT
28101 THREE R MATH SYSTEM

67004 EASYGRADER

67003 QUIZ MASTER

14002 MICROTEACH



KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special interest to you. The Blue Book
numbers in each category will lead you directly to a complete program listing within the book.
The Blue Book is arranged in numerical order by blue book number.

47126 WORD SEARCH GENERATOR

TEAM SCHEDULING
71002 ROUND ROBIN SCHEDULER

TEAM SPORTS
71004 BASKETBALL

TELECOMMUNICATIONS
21005 TELETARI
21006 SWIFTY DATALINK

TELEPHONE ANSWERING
91003 ATAR! 850 INTERFACE MODULE

TELEPHONE INTERFACE

91002 ATAR! 835 DIRECT CONNECT MODEM
91001 ATARI 830 ACOUSTIC MODEM

91000 HAYES STACK SMARTMODEM

TELESCOPES
37003 STARWARE

TELLING TIME

15002 {T'S ABOUT TIME
15025 HICKORY DICKORY
28036 MATHEMATICS
TEMPERATURE

32000 WEATHER ANALYST

TEMPO

54008 MUSICAL COMPUTER-THE MUSIC
TUTOR

TEN COMMANDMENTS

63006 TEN COMMANDMENTS THE
TERMINAL EMULATOR

21004 CHAMELEON CRT TERMINAL
EMULATOR

TEST SCORING

14002 MICROTEACH

TESTING

14001 MULTIPLE CHOICE FILES (MCF)
14002 MICROTEACH

TEXT EDITING

76038 ATARI PROGRAM-TEXT EDITOR

TEXT EDITORS

78003 ATARIWRITER

78002 ATARI WORD PROCESSOR
78001 TEXT EDITOR

76018 DEEP BLUE C COMPILER
76015 ATARI MACRO ASSEMBLER AND
PROGRAM TEXT EDITOR

78006 TYPIT

78007 WORDPROCESSOR FOR ATARI 400/800
TEXT FORMATTING

78004 TEXT FORMATTER (FORMS)
THERMODYNAMICS

19003 CHEM LAB SIMULATIONS 4-
THERMODYNAMICS

TICTACTOE

36116 3-D TIC-TAC-TOE

47105 TICTACTOE SPELL

47120 TIC TAC TOE SPELL C

TIME MANAGEMENT

59006 WEEKLY PLANNER

59005 TIMEWISE

17004 ATAMEMO

TITRATIONS

19000 CHEM LAB SIMULATIONS #1-
TITRATION

TOOLS
30005 CONSTRUCTION
30003 GENERAL SHOP PRACTICES

TOPOGRAPHY

38007 ISOPLETH MAP-MAKING PACKAGE
38010 MAPMAKER

TRANSISTORS

27001 INDUSTRIAL SOLID-STATE
ELECTRONICS

TREND ANALYSIS

72001 PREDICTOR THE

TRIANGLES

28037 MATHEMATICS

TRINOMIALS

11010 FACTORING TRINOMIALS
11011 FACTORING PERFECT SQUARE
TRINOMIALS

11013 FACTORING TRINOMIALS WITH
COMMON MONOMIAL FACTORS
TRIVIA

36249 TRIVIA TREK

TROPICAL STORMS
68013 HURRICANE TRACKER

TYPE-N-TALK
47003 FISHING FOR HOMONYMS
47002 WORDMATE

TYPING

59009 TYPING TEACHER

59007 TYPO ATTACK

59000 KEYBOARDING

59003 TOUCH TYPING

41002 HOME APPLICATIONS & GAME
PACKAGE

U

UNIT PRICING
11000 MATH FOR EVERYDAY LIVING

U.S. HISTORY
68017 UNITED STATES HISTORY

USER GUIDES

93001 ATARI COMPUTER NEW USERS GUIDE
93008 COMPUTERS FOR PEOPLE

93003 ATARI-A BEGINNERS GUIDE

93005 ATARI 400/800 DISKGUIDE

93006 YOUR ATARI COMPUTER-A GUIDE T0
ATARI 400/800 PERSONAL

COMPUTERS

94000 ATARI QUICK REFERENCE CARD
94001 QUICK REFERENCE CHART FOR ATARI
400/800

94002 ACE POCKET REFERENCE CARD THE
UTILITY BILLS

41002 HOME APPLICATIONS & GAME
PACKAGE

\'}

VACUUM TUBES

27001 INDUSTRIAL SOLID-STATE
ELECTRONICS

VAPORIZATION

19003 CHEM LAB SIMULATIONS #4-
THERMODYNAMICS

VARIABLES

11004 EQUATIONS

28028 ALGEBRA

VARIANCE

72004 STATISTICS |

VARIANCE ANALYSIS
72000 STAT

VEHICLE EXPENSES

60001 FAMILY VEHICLE EXPENSE

VERBS

47033 ENGLISH BASICS-VERBS (i AND 1)

VIET NAM
36012 V.C.

VITAMINS
40001 DIET EVALUATION

VOCABULARY

59001 PREPARING FOR THE SAT

47084 VOCATIONAL VOCABULARY
47081 VOCABULARY SERIES

47069 DUPNE'S WORD HUNT

47064 VOCABULARY BUILDER 2-ADVANCED
47063 VOCABULARY BUILDER 1-BEGINNING
47061 DO IT YOURSELF-SPELLING
47060 READ 'N SPELL

47066 VOCABULARY BUILDING GAMES
47056 STORY BUILDER/WORD MASTER
47018 HOW TO READ IN THE CONTENT
AREAS (SCIENCE, SOCIAL

STUDIES, MATHEMATICS, LITERATURE)
47017 DIASCRIPTIVE READING

47022 HOW TO READ IN THE CONTENT
AREAS (MATHEMATICS)

47021 HOW TO READ IN THE CONTENT
AREAS (LITERATURE)

47019 HOW T0 READ IN THE CONTENT
AREAS (SCIENCE}

47020 HOW TO READ IN THE CONTENT
AREAS (SOCIAL STUDIES)

47025 THE O'BRIEN VOCABULARY
PLACEMENT TEST

47003 FISHING FOR HOMONYMS

47135 WORDRACE

47134 WORD BLASTER

15030 STORY MACHINE

VOCABULARY TESTING

47025 THE O’'BRIEN VOCABULARY
PLACEMENT TEST

VOLTAGE

27000 BASIC ELECTRICITY

VOLTAGE REGULATION

85001 QUIETLINE 6

85000 SURGE SENTRY

VOTING

68016 UNITED STATES GOVERNMENT



KEY-WORD INDEX

Use this key-word index to find specific programs in categories of special Interest to you. The Blue Book
numbers in each catogory will lead you directly to a complete program listing within the book.
The Blue Book is arranged in numerical order by blue book number.

VOWELS

47006 SB DATA TAPE #1

47007 SB DATA TAPE #2

47029 USING PHONICS IN CONTEXT

47044 SPELLTRONICS

47074 SPELLING LEVEL A (SECOND GRADE)
47088 READING DEVELOPMENT LEVEL K-1
47078 SPELLING LEVEL E (SIXTH GRADE)
47076 SPELLING LEVEL C (FOURTH GRADE)
47109 VOWELS

47110 VOWELS A

47111 VOWELS E

47112 VOWELS |

47113 VOWELS 0

47114 VOWELS U

W

WAVE MOTION
62001 PHYSICS

WEATHER
68013 HURRICANE TRACKER
32000 WEATHER ANALYST

WEIGHT LOSS
41002 HOME APPLICATIONS & GAME
PACKAGE

WELDING

30003 GENERAL SHOP PRACTICES
WOMEN

63022 GREAT WOMEN OF THE BIBLE

WO00D WORKING
30004 CARPENTRY

WORD ENDING
47012 SB DATA TAPE #7
47044 SPELLTRONICS

WORD ASSOCIATION
47101 ASSOCIATIVE IDEA GENERATOR THE

WORD GAMES

63001 FESTIVAL FUN

15006 MEMORY BUILDER-CONCENTRATION
36241 WORD RACE ACCESSORY #1
36251 FUN 'N GAMES

36186 MIDAS TOUCH THE

47105 TICTACTOE SPELL

47108 ROCKET SPELL

47100 SKYWRITER/POP'R SPELL
47099 SNAKE-0-NYMS/WORD SLIP
47069 DUPNE'S WORD HUNT
47059 LET'S SPELL

47058 ALPHABET ARCADE THE
47067 WORDWATCH

47066 VOCABULARY BUILDING GAMES
47054 ASTRO QUOTES

47055 TIME BOMB

47053 KROSS 'N QUOTES

47051 WORD GAMES

47045 SCRAMBLED LETTERS
47016 GUESSWORD

47003 FISHING FOR HOMONYMS
47001 WANTED

47136 MATCH IT

47135 WORDRACE

47132 FUNDAMENTAL WORD FOCUS
47129 MY SPELLING EASEL

47126 WORD SEARCH GENERATOR
47125 SPELLING GENIE

47128 WORDMAKER

47127 LETTERMAN

47116 ROCKET SPELL C

WORD LISTS

47120 TiC TAC TOE SPELL C

47061 DO IT YOURSELF-SPELLING

47081 VOCABULARY SERIES

47089 READING DEVELOPMENT LEVEL 1-2
47090 READING DEVELOPMENT LEVEL 3-4
47091 READING DEVELOPMENT LEVEL 5-6
47092 READING DEVELOPMENT LEVEL 7
47093 READING DEVELOPMENT LEVEL 8
47094 READING DEVELOPMENT LEVEL 9-10
47102 ALPHABETIZE

47115 SPELLING

WORD RECOGNITION

47102 ALPHABETIZE

47068 WORD SCRAMBLER AND SUPER
SPELLER

47067 WORDWATCH

47056 STORY BUILDER/WORD MASTER
47050 PRE-READING

47005 HIDDEN WORDS

WORD SKILLS

47132 FUNDAMENTAL WORD FOCUS
WORK PLANNING

17000 SUPERVISORY PRACTICES

WORLD AFFAIRS
68002 SIMULATION ANNAM

WORLD GEOGRAPHY

68009 ASTRO WORLD SEARCH
68010 GLOBE MASTER

WORLD HISTORY

68018 WORLD HISTORY

WRITE PROTECTION
83004 DISK SENTRY

WRITING

47133 STORY STARTER

47039 PUNCTUATION I-THE PERIOD
47040 PUNCTUATION II-THE COMMA
47043 WRITING COMPETENCY PROGRAM
47049 BANK STREET WRITER THE
47096 EFFECTIVE WRITING

47098 BUSINESS COMMUNICATIONS
34001 WRITE HEBREW (FOR CHILDREN)

X*Y»+Z

Z0DIAC
12001 ASTROLOGY
12000 ASTROLOGY







0006

0008

0121

0127

0158

0173

0194

0204

0235

0261

0263

0279

Numerical Source Index

PROGRAM DESIGN INC

95 EAST PUTNAM AVENUE
GREENWICH CT 06830
203-661-8799

QUALITY SOFTWARE

6660 RESEDA BLVD SUITE 105
RESEDA CA 91335
213-344-6599

UNITED SOFTWARE OF AMERICA
750 THIRD AVE

NEW YORK NY 10017
212-682-0347

HAYDEN BOOK COMPANY
50 ESSEX STREET
ROCHELLE PARK NJ 07662
800-631-0856

COMPUMAX
POBOX 7239
MENLO PARK CA 94025
415-854-6700

HIGH TECHNOLOGY SOFTWARE PROD
PO BOX 60406

1611 NW 23RD ST

OKLAHOMA CITY OK 73146
405-524-4359

SYNERGISTIC SOFTWARE
830 N RIVERSIDE DR-STE 201
RENTON WA 98055
206-226-3216

ADVENTURE INTERNATIONAL
BOX 435507 EAST ST
LONGWOOD FL 32750
800-327-7172

MILLIKEN PUBLISHING
1100 RESEARCH BLVD.
ST LOUIS MO 63132
314-991-4220

OPTIMIZED SYSTEMS SOFTWARE
10379-D LANSDALE AVE
CUPERTINO CA 95014
408-446-3099

MINN EDUC COMPUTING CONSORTIUM
2520 BROADWAY DR

ST PAULMN 55113

612-376-1118

CONDUIT

PO BOX 388

IOWA CITY 1A 52244
319-353-5789

0301

0364

0431

0438

0448

0475

0486

0546

0559

0563

0596

0623

AVANT-GARDE CREATIONS
PO BOX 30160

EUGENE OR 97403
503-345-3043

SIRUS SOFTWARE

10364 ROCKINGHAM DRIVE
SACRAMENTO CA 95827
916-366-1195

MATRIX SOFTWARE
315 MARION

BIG RAPIDS MI 49307
616-796-2483

STERLING SWIFT
7901 SOUTH IH-35
AUSTIN TX 78744
512-282-6840

AVALON HILL GAME CO
4517 HARTFORD ROAD
BALTIMORE MD 21214
301-254-5300

COMPUTER CASE CO
5650 INDIAN MOUND CT
COLUMBUS OH 43213
614-868-9464

DILITHIUM PRESS
PO BOX 606
BEAVERTON OR 97075

COMPUCOVER

PO BOX 324

MARY ESTHER FL 32569
904-243-5793

HAYES MICROCOMPUTER PRODUCTS
5835 PEACHTREE CORNERS EAST
NORCROSS GA 30092

404-449-8791

VERSA COMPUTING INC

3541 OLD CONEJORD STE 104
NEWBURY PARK CA 91320
805-498-1956

IDEAL SYSTEMS
PO BOX 681
FAIRFIELD IA 52556
515-472-4505

COMPU-TATIONS
PO BOX 502

TROY Mi 48099
313-689-5059



0665

0687

0715

0726

0814

0817

0867

0888

0898

0944

0946

0962

Numerical Source Index

BUDGE CO

428 PALA AVE
PIEDMONT CA 94611
415-658-8141

BERTAMAX INC

101 NICKERSON STE 550
SEATTLE WA 98109
206-282-6249

SENTIENT SOFTWARE
PO BOX 4929

ASPEN CO 81612
303-925-9293

PHOENIX SOFTWARE INC
64 LAKE ZURICH DRIVE
LAKE ZURICH IL 60047
312-438-4850

OSBORNE/MCGRAW HILL
2600 TENTH ST.
BERKELEY CA 94710
415-548-2805

TRACE SYSTEMS

1928-A OLD MIDDLEFIELD WAY
MOUNTAIN VIEW CA 94043
415-964-3115

T.H.ES.LS

PO BOX 147

GARDEN CITY M1 48135
313-595-4722

RANDOM HOUSE SCHOOL DIVISION
400 HAHN RD

WESTMINSTER MD 21157
800-638-6460

GUSDORF CORP
6900 MANCHESTER AVE
ST LOUIS MO 63143

MAST DEVELOPMENT CO
2212 EAST 12TH ST
DAVENPORT |A 52803
319-326-0141

GRYPHON SYSTEMS

PO BOX 755

CARDIFF BY THE SEA CA 92007
619-436-1455

ARTWORX SOFTWARE CO INC
150 N MAIN ST

FAIRPORT NY 14450
800-828-6573

0965

0977

0995

1004

1016

1022

1023

1028

1029

1041

1044

1086

M & R ENTERPRISES
910 GEORGE STREET
SANTA CLARA CA 95050
408-980-0160

RKS INDUSTRIES INC

4865 SCOTTS VALLEY DRIVE
SCOTTS VALLEY CA 95066
408-438-5760

DON'T ASK COMPUTER SOFTWARE
2265 WESTWOOD BLVD B-150

LOS ANGELES CA 90064
213-397-8811

TIES MINNESOTA SCHOOL DIST
1925 W COUNTY ROAD B2

ST PAUL MN 55113

612-638-2348

EDUCATIONAL ACTIVITIES INC
1937 GRAND AVE

BALDWIN NY 11510
516-223-4666

ATARIINC

1399 MOFFETT PARK DR
SUNNYVALE CA 94086
408-743-4185

COMPUTER MAGICLTD
6801 JERICHO TPKE
SYOSSET NY 11791
516-883-0094

TMQ SOFTWARE INC

82 FOX HILL DRIVE
BUFFALO GROVE L 60090
312-520-4440

INST FOR COMPUTERS JEWISH LIFE
845 N MICHIGAN AVE SUITE 843
CHICAGO IL 60611

B.W.J. TECHNOLOGY
PO BOX 6214
ARLINGTON TX 76011
817-277-2726

ROBERT J BRADY CO
BOWIE MD 20715
301-262-6300

SCHOLASTICINC
730 BROADWAY
NEW YORK NY 10003
212-505-3000



1093

1105

1106

1123

1125

1133

1139

1163

1164

1181

1187

1200

Numerical Source Index

ROKLAN CORPORATION
3335 N ARLINGTON HEIGHTS
ARLINGTON IL 60004
312-392-2525

JADEE ENTERPRISES
1799 MEADOWLAKE DR
CHARLESTON IL 61920
217-345-4753

ADVANCED COMPUTING ENTERPRISES
5516 ROSEHILL

SHAWNEE MISSION KS 66216
913-262-2875

R AKELECTRONICS

PO BOX 1585

ORANGE PARK FL 32067
904-264-6777

MACROTRONICS INC

1125 NORTH GOLDEN STATE BLVD
TURLOCK CA 95380

209-667-2888

CLIMATE ASSESSMENT TECHNOLOGY
11550 FUQUA ST SUITE 355

HOUSTON TX 77034

713-484-3603

BASICS & BEYOND INC
PINESBRIDGE RD BOX 10
AMAWALK NY 10501
914-962-2355

CONTINENTAL ADVENTURES
4975 BROOKDALE
BLOOMFIELD HILLS MI 48013
313-645-2140

JOHNSON SOFTWARE
1200 DALE AVENUE .17
MOUNTAIN VIEW CA 94040
415-969-8462

CAVALIER COMPUTER CORPORATION
PO BOX 2032

DEL MAR CA 92014

714-755-8143

DORSETT EDUCATIONAL SYSTEMS
PO BOX 1226

NORMAN OK 73070

405-288-2300

JMH SOFTWARE OF MINNESOTA INC
4850 WELLINGTON LANE
MINNEAPOLIS MN 55442
612-559-4790

1248

1262

1273

1278

1282

1285

1292

1296

1298

1299

1300

1305

MICRO-ED, INC

PO BOX 24156
MINNEAPOLIS MN 55424
800-642-7633

SOFTSIDE PUBLICATIONS INC
6 SOUTH ST

MILFORD NH 03055
603-673-0585

ALKAZAR ASSOCIATES
2638 SLYNN ST
ARLINGTON VA 22202

EDU-SOFT

PO BOX 2560
BERKELEY CA 94702
800-227-2778

MICROCOMPUTER WORKSHOPS
225 WESTCHESTER AVE

PORT CHESTER NY 10573
914-937-5440

EARLY GAMES - LEARNING TLS INC
SHELARD PLAZA NORTH SUITE 140A
MINNEAPOLIS MN 55426
800-328-1223

SUNBURST COMMUNICATIONS INC
39 WASHINGTON AVE PO BOX 40
PLEASANTVILLE NY 10570
914-769-5030

HOME COMPUTER SOFTWARE
1307 S MARY AVE
SUNNYVALE CA 94087

ABBS A-BIT-BETTER SOFTWARE
PO BOX28

LAUREL MD 20707

301-953-7256

ANALOG SOFTWARE
PO BOX 23
WORCESTER MA 01603
617-892-3488

ATARI

1312 CROSSMAN AVE PO BOX 61657
SUNNYVALE CA 94086

800-538-8543

IRV’'S SOFTWARE
4910 MORSE AVE.
SKOKIE IL 60077



1306

1307

1308

1318

1319

1323

1351

1352

1373

1419

Numerical Source Index

NEXA CORPORATION

P O BOX 26468

SAN FRANCISCO CA 94126
415-387-5800

MOSAIC ELECTRONICS INC
PO BOX 708

OREGON CITY OR 97045
800-547-2807

EDUCATIONAL SOFTWARE INC
4565 CHERRYVALE AVE
SOQUEL CA 95073

800-692-9520

ROYAL SOFTWARE
2160 WEST 11TH AVE
EUGENE OR 97402

SPINNAKER SOFTWARE CORP
215 FIRST STREET
CAMBRIDGE MA 02142
617-868-4700

PERCOM DATA

11220 PAGEMILL ROAD
DALLAS TX 75243
214-340-7081

VERSION | O SOFTWARE
BOX 5535 31207 27TH ST
CORALVILLE 1A 52241
319-337-8357

SWIFTY SOFTWARE INC
64 BROADHOLLOW ROAD
MELVILLE NY 11747

'516-348-0654

HOFACKER

53 REDROCK LANE
POMONA CA 91766
714-623-8314

OAKLEY SOFTWARE
4243 N OAKLEY
CHICAGO IL 60618



Alphabetical Source Index

A

ABBS A-BIT-BETTER SOFTWARE .....

POBOX28
LAUREL MD 20707
301-953-7256

ADVANCED COMPUTING

ENTERPRISES .......................

5516 ROSEHILL
SHAWNEE MISSION KS 66216
913-262-2875

ADVENTURE INTERNATIONAL .......

BOX 3435507 EAST ST
LONGWOOD FL 32750
800-327-7172

ALKAZAR ASSOCIATES ..............

2638 S LYNN ST
ARLINGTON VA 22202

ANALOG SOFTWARE ................

PO BOX 23
WORCESTER MA 01603
617-892-3488

ARTWORX SOFTWARECOINC .......

150 N MAIN ST
FAIRPORT NY 14450
800-828-6573

ATARI ... ..t

1312 CROSSMAN AVE PO BOX 61657
SUNNYVALE CA 94086
800-538-8543

ATARIINC ............. ...l

1399 MOFFETT PARK DR
SUNNYVALE CA 94086
408-743-4185

AVALONHILLGAMECO .............

4517 HARTFORD ROAD
BALTIMORE MD 21214
301-254-5300

AVANT-GARDE CREATIONS .........

PO BOX 30160
EUGENE OR 97403
503-345-3043

SP:1298

SP:1106

SP:0204

SP:1273

SP:1299

SP:0962

SP:1300

SP:1022

B.W.J.TECHNOLOGY .................. SP:1041
PO BOX 6214

ARLINGTON TX 76011

817-277-2726

BASICS & BEYONDINC ................ SP:1139
PINESBRIDGE RD BOX 10

AMAWALK NY 10501

914-962-2355

BERTAMAXINC ........................ SP:0687
101 NICKERSON STE 550

SEATTLE WA 98109

206-282-6249

BUDGECO ................ e SP:0665
428 PALA AVE

PIEDMONT CA 94611

415-658-8141

C

CAVALIER COMPUTER CORPORATION SP:1181
PO BOX 2032

DEL MAR CA 92014

714-755-8143

CLIMATE ASSESSMENT TECHNOLOGY SP:1133
11550 FUQUA ST SUITE 355

HOUSTON TX 77034

713-484-3603

COMPU-TATIONS ..................... SP:0623
PO BOX 502

TROY MI 48099

313-689-5059

COMPUCOVER ..............cvvvvuen,s SP:0546
PO BOX 324

MARY ESTHER FL 32569

904-243-5793

COMPUMAX .........icovieiiiininnnn,. SP:0158
POBOX 7239

MENLO PARK CA 94025

415-854-6700

COMPUTERCASECO .................. SP:0475
5650 INDIAN MOUND CT

COLUMBUS OH 43213

614-868-9464



Alphabetical Source Index

COMPUTERMAGICLTD ............... SP:1023
6801 JERICHO TPKE

SYOSSET NY 11791

516-883-0094

CONDUIT .......ooiiiiiiiiiiiiiiiaene, SP:0279
PO BOX 388

IOWA CITY IA 52244

319-353-5789

CONTINENTAL ADVENTURES ........... SP:1163
4975 BROOKDALE

BLOOMFIELD HILLS MI 48013

313-645-2140

DILITHIUMPRESS ..................... SP:0486
PO BOX 606
BEAVERTON OR 97075

DON'T ASK COMPUTER SOFTWARE ....SP:0995
2265 WESTWOOD BLVD B-150

LOS ANGELES CA 90064

213-397-8811

DORSETT EDUCATIONAL SYSTEMS ...SP:1187
PO BOX 1226

NORMAN OK 73070

405-288-2300

EARLY GAMES - LEARNING TLS INC ....SP:1285
SHELARD PLAZA NORTH SUITE 140A
MINNEAPOLIS MN 55426

800-328-1223

EDU-SOFT .......iiiiiiiiiiiiicannnant. SP:1278
PO BOX 2560

BERKELEY CA 94702

800-227-2778

EDUCATIONAL ACTIVITIESINC ........ SP:1016
1937 GRAND AVE

BALDWIN NY 11510

516-223-4666

EDUCATIONAL SOFTWAREINC ........ SP:1308
4565 CHERRYVALE AVE

SOQUEL CA 95073

800-692-9520

F-G

GRYPHON SYSTEMS ................... SP:0946
PO BOX 755

CARDIFF BY THE SEA CA 92007

619-436-1455

GUSDORFCORP ....................... SP:0898
6900 MANCHESTER AVE
ST LOUIS MO 63143

HAYDEN BOOK COMPANY ............. SP:0127
50 ESSEX STREET

ROCHELLE PARK NJ 07662

800-631-0856

HAYES MICROCOMPUTER PRODUCTS . SP:0559
5835 PEACHTREE CORNERS EAST

NORCROSS GA 30092

404-449-8791

HIGH TECHNOLOGY SOFTWARE PROD SP:0173
PO BOX 60406 1611 NW 23RD ST

OKLAHOMA CITY OK 73146

405-524-4359

HOFACKER ..........ccoviviviennnnnn.. SP:1373
53 REDROCK LANE

POMONA CA 91766

714-623-8314

HOME COMPUTER SOFTWARE ......... SP:1296
1307 S MARY AVE
SUNNYVALE CA 94087

IDEALSYSTEMS ..............ccu...... SP:0596
PO BOX 681

FAIRFIELD IA 52556

515-472-4505

INST FOR COMPUTERS JEWISH LIFE ... SP:1029
845N MICHIGAN AVE SUITE 843
CHICAGO IL 60611

IRV'S SOFTWARE ...................... SP:1305
4910 MORSE AVE.
SKOKIE IL 60077



Alphabetical Source Index

J-K-L

JADEE ENTERPRISES .................. SP:1105
1799 MEADOWLAKE DR

CHARLESTON IL 61920

217-345-4753

JMH SOFTWARE OF MINNESOTA INC .. SP:1200
4850 WELLINGTON LANE

MINNEAPOLIS MN 55442

612-559-4790

JOHNSON SOFTWARE ................. SP:1164
1200 DALE AVENUE #17

MOUNTAIN VIEW CA 94040

415-969-8462

M&RENTERPRISES ................... SP:0965
910 GEORGE STREET

SANTA CLARA CA 95050

408-980-0160

MACROTRONICSINC .................. SP:1125
1125 NORTH GOLDEN STATE BLVD

TURLOCK CA 95380

209-667-2888

MAST DEVELOPMENTCO .............. SP:0944
2212 EAST 12TH ST

DAVENPORT |A 52803

319-326-0141

MATRIX SOFTWARE ................... SP:0431
315 MARION

BIG RAPIDS MI 49307

616-796-2483

MICRO-ED,INC ...............c.oae..t. SP:1248
PO BOX 24156

MINNEAPOLIS MN 55424

800-642-7633

MICROCOMPUTER WORKSHOPS ...... SP:1282
225 WESTCHESTER AVE

PORT CHESTER NY 10573

914-937-5440

MILLIKEN PUBLISHING ................ SP:0235
1100 RESEARCH BLVD

ST LOUIS MO 63132

314-991-4220

MINN EDUC COMPUTING

CONSORTIUM ........ocvivviiiinnnnnan SP:0263
2520 BROADWAY DR

ST PAUL MN 55113

612-376-1118

MOSAICELECTRONICSINC ........... SP:1307
PO BOX 708

OREGON CITY OR 97045

800-547-2807

N-O

NEXA CORPORATION.................. SP:1306
P O BOX 26468

SAN FRANCISCO CA 94126

415-387-5800

OAKLEY SOFTWARE ................... SP:1419
4243 N OAKLEY
CHICAGO iL 60618

OPTIMIZED SYSTEMS SOFTWARE ..... SP:0261
10379-D LANSDALE AVE

CUPERTINO CA 95014

408-446-3099

OSBORNE/MCGRAWHILL ............. SP:0814
2600 TENTH ST.

BERKELEY CA 94710

415-548-2805

PERCOMDATA .................cco.e SP:1323
11220 PAGEMILL ROAD

DALLAS TX 75243

214-340-7081

PHOENIX SOFTWAREINC .............. SP:0726
64 LAKE ZURICH DRIVE

LAKE ZURICH IL 60047

312-438-4850

PROGRAMDESIGNINC ................ SP:0006
95 EAST PUTNAM AVENUE

GREENWICH CT 06830

203-661-8799



Alphabetical Source Index

Q-R

QUALITY SOFTWARE .................. SP:0008
6660 RESEDA BLVD SUITE 105

RESEDA CA 91335

213-344-6599

RAKELECTRONICS ................... SP:1123
PO BOX 1585

ORANGE PARK FL 32067

904-264-6777

RANDOM HOUSE SCHOOL DIVISION ... SP:0888
400 HAHN RD

WESTMINSTER MD 21157

800-638-6460

RKS INDUSTRIESINC .................. SP:0977
4865 SCOTTS VALLEY DRIVE

SCOTTS VALLEY CA 95066

408-438-5760

ROBERTJBRADYCO .................. SP:1044
BOWIE MD 20715
301-262-6300

ROKLAN CORPORATION .............. SP:1093
3335 N ARLINGTON HEIGHTS

ARLINGTON IL 60004

312-392-2525

ROYAL SOFTWARE .................... SP:1318
2160 WEST 11TH AVE
EUGENE OR 97402

SCHOLASTICINC ...................... SP:1086
730 BROADWAY

NEW YORK NY 10003

212-505-3000

SENTIENT SOFTWARE ................. SP:0715
PO BOX 4929

ASPEN CO 81612

303-925-9293

SIRUS SOFTWARE ..................... SP:0364
10364 ROCKINGHAM DRIVE

SACRAMENTO CA 95827

916-366-1195

SOFTSIDE PUBLICATIONS INC . ......... SP:1262
6 SOUTH ST

MILFORD NH 03055

603-673-0585

SPINNAKER SOFTWARE CORP ......... SP:1319
215 FIRST STREET

CAMBRIDGE MA 02142

617-868-4700

STERLINGSWIFT ............ccnvenn.. SP:0438
7901 SOUTH IH-35

AUSTIN TX 78744

512-282-6840

SUNBURST COMMUNICATIONS INC ...SP:1292
39 WASHINGTON AVE PO BOX 40
PLEASANTVILLE NY 10570

914-769-5030

SWIFTY SOFTWAREINC ............... SP:1352
64 BROADHOLLOW ROAD

MELVILLENY 11747

516-348-0654

SYNERGISTIC SOFTWARE ............. SP:0194
830 N RIVERSIDE DR-STE 201

RENTON WA 98055

206-226-3216

THESLS ... oot SP:0867
PO BOX 147

GARDEN CITY MI 48135

313-595-4722

TIES MINNESOTA SCHOOL DIST ....... SP:1004
1925 W COUNTY ROAD B2

ST PAUL MN 55113

612-638-2348

TMQ SOFTWAREINC .................. SP:1028
82 FOX HILL DRIVE

BUFFALO GROVE IL 60090

312-520-4440

TRACESYSTEMS ...................... SP:0817
1928-A OLD MIDDLEFIELD WAY

MOUNTAIN VIEW CA 94043

415-964-3115



Alphabetical Source Index

U-v

UNITED SOFTWARE OF AMERICA ...... SP:0121
750 THIRD AVE :
NEW YORK NY 10017

212-682-0347

VERSA COMPUTINGINC ............... SP:0563
3541 OLD CONEJORD STE 104

NEWBURY PARK CA 91320

805-498-1956

VERSION IO SOFTWARE ............... SP:1351
BOX 55351207 7TH ST

CORALVILLE 1A 52241
319-337-8357

L
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INCLUDES ACCOUNTS PAYABLE, ACCOUNTS RECEIVABLE AND
GENERAL LEDGER

Also See Related Categories: 17000 Business Management

Bluebook #ATR-10000

PHINCIPLES OF ACCOUNTING 1187
* Assets, Liabilities and Equity

Double Entry Accounting

The Journai and the Ledger

The Income Statement and the Balance Sheet
Simple Business Accounting

Service Business Accounting

Accrual Accounting in Retail Firms

The Cash Accounts

Payroli Accounting

Purchases and Sales

Notes and Interest

Inventory and Expenses

Fixed Assets

Proprietors, Partners and Corporation

Yearend Accounting

Computers and Accounting

® ® & & & & & & ¢ 0 0 0 & 0 0

8 Cassettes 79.00

Bluebook #ATR-10001

THE BOOKKEEPER 1300
A home office accounting system with professional
quality features. The Bookkeeper generates financial
reports automatically, Profit and Loss Statements,
Balance Sheets, Accounts Receivable, Accounts Pay-
able, and General Ledger. Self-guiding entry instruc-
tion and color-coded screens get you through your
books quickly, easily, and accurately.

Requires an Atari Basic Cartridge, an Atari Disk Drive,
an Atari 80 Column Printer, and 48K RAM.

Bluebook #ATR-10002

MICROLEDGER 158
The General Ledger system performs the essential
duties of double entry bookkeeping. You will work with
two files-the permanent Chart of Accounts File, which
is the master file containing current and year-to-date
amounts for all of your accounts, and the Journal File,

33000 Financial

45000 invoicing & Billing
58000 Payroll

60000 Personal Finance
72000 Statistics

74000 Tax

into which you enter the individual transactions
comprising your posting period. The first program
builds and maintains Chafil. You may have up to 884
accounts. The second program organizes and updates
Joufil. Program 4 will generate your Trial Balance. If it
is not as you want it, you have several resources
available through the update programs to make
adjustments. Once you are satisfied with the figures,
you wilt want to Post. At this time the program outputs
an Audit Trail of all your transactions, now sorted by
account number. This aids in tracing the story behind
the figures, should you have questions later. Finally,
you generate the financial reports, the P&L statement
and the Balance Sheet. The standard P&L format shows
all accounts by category, your total revenues, total
direct expenses, total G&A expenses, and your income
(or loss) for the period. Assets, liabilities & owners
equities are shown by account and by totals on the
Balance Sheet.

Requires: Atarl 800 Disk 140.00
MICROPAY
- INPUT ACCOUNTS PAYABLE
- UPDATE ACCOUNTS PAYABLE
- REPORT CASH REQUIREMENTS
- STATEMENT OF A/P BY VENDOR
- STATEMENT OF A/P 8Y DATE
- LIST,PAY,JOURNALIZE, ACCUMULATE A/P
—
Bluebook #ATR-10003
MICROPAY 158

Handles the necessary operations of Accounts Payable
required by most small businesses. Two files are used -
a transaction file into which you enter activity on your
accounts during a user-defined period, and a master
file which contains your permanent records of all due
and paid A/P. Programs 1 and 2 handle data entry,
payments and updates. Program 3 lists either of your
files. Program 6 transfers the transaction activity to
your permanent file records and also prints the actual
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checks for whichever due dates you choose. Running
programs 4 and 5 will provide you with reports on your
A/P by vendor and by date respectively, calculating
your cash requirements for individual vendors and
single due dates or a range of dates. MicroPay will also
create and maintain a2 Journal File (JOUFIL) for those
who wish to use the package interactively with
Microledger. All listings and reports displayed on the
screen may also be obtained in hard copy.

Requires : Atari 800 Disk 140.00
Bluebook #ATR-10004
MICROREC 158

Manages and documents the Accounts Receivable
functions of your business accounting system. You will
again work with two files - a transaction file and a
master file. The transaction file holds A/R transactions
until a period is ended and you wish to accumulate
them into the master file. The master file is a
permanent record of all A/R entries and customer
payment receipts. Both the transaction file and master
file may be inspected and updated at any time. You will
run one of the options specified in Program 1 to print
customer invoices (provided in mailable format on your
printout). Programs 1 and 2 handle data entry and
update, and also receipt of customer payments. File
listings are obtained by running Program 6. Accumula-
tion of transaction records into the master file is also
carried out by Program 6. Program 7 produces
customer statements showing invoice numbers, aging,
amounts invoiced and payments received and provides
a final ‘‘balance due’’ figure. You may also obtain
aging reports, as well as reports of A/R by customer
and by date. A Journal File is created for those who use
Microrec in conjunction with Microledger. Again, all
screen reports and listings are obtainable as printouts.

Requires Atari 800. Disk 140.00
Bluebook #ATR-10005
BOOKKEEPER 431

This series of interlocking programs is menu-driven
and self-prompting with relative file structure imple-
mented throughout. In some versions, machine
language routines have been used to provide more
efficient operation. The system employs state-of-the-art
techniques and has been designed to be user-friendly.
No knowledge of accounting or computers is required.
BOOKKEEPER is available for both service and
retail/wholesale firms. This total business system
contains the following: 375 General Ledger accounts
(ten departments with accompanying revenue and
expense accounts), Accounts Receivable file with
maintenance and report capabilities (1000 accounts);
Payroll with all federal withholding computed, state

and local income tax capabilities for ali fifty states (100

employees); Cash Receipts and Cash Disbursements

programs that keep track of inventory sales by
department, Sales Tax computations, Receipts, and

Invoices; Accounts Payable file with maintenance and

report capabilities (100 accounts). The system also

generates and prints valuable management reports
such as Departmental Budgeting, Profit and Loss

Statements by Department, the traditional Chart of

Accounts Summation (Trial Balance), and Financial

Reports.

The Retail/Wholesale version of BOOKKEEPER

includes a perpetual inventory control system and

permits point-of-sale invoices.

FEATURES:

® 375 accounts in the master chart of accounts

supports 1000 accounts receivable

provides for the automation of 100 accounts payabie

automated Payroll system for 100 employees

automatic processing of 40 notes and loans
captures and posts invoices and receipts for the firm
from a single entry

encourages effective accounts receivable manage-

ment

capturing of information for ten departments

provides for contribution margin analysis by depart-

ment

serves as an instant calculator for computing such

activities as payroll, invoices and sales receipts while

the transactions are being posted to the general
ledger.

* allows the user to effectively manage the Company’s
payables and schedule payments to suppliers.

* permits the company to use either the accrual or cash
method of accounting and still track receivables and
payables.

* computes depreciation automatically.

produces trial balance of the general ledger upon

demand.

¢ prepares an income statement for each of the ten

departments, a consolidated statement for the

company and a balance sheet for the month and
year-to-date and for cash month end.

prepares and posts the year end closing entries to the

general ledger automaticaily.

contains monthly, year-to-date budgeting capabil-

ities for more effective performance monitoring.

payroll program is written so as to permit adaption
for use in all fifty states.

files are contained on a single disk maximizing

ease of use and data file backup. The system has a

separate conversion program which is designed to

ease the process of converting to the system.
retail/wholesale version contains a perpetual inven-
tory system which will accomodate 3000 distinct
products and provide vital management information
such as the safety stock feature.
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retail/ wholesale version contains an invoicing proce-
dure which includes price and description lookup and
can be used as a point of sale system. Generates an
invoice, posts the general ledger and updates
accounts receivable and inventory from a single
entry.

* relative file structure is used throughout.

Requires: Atari 800 with Microsoft BASIC 1,000.00
Manual 20.00

Bluebook #ATR-10006

THE CHECK IS IN THE MAIL 1419
What’s a collection manager to do when all you get is
that worn out line from some of your accounts? Well,
this program won't stop the excuses, but it can help you
to do a better job of tracking your slow payers and
monitoring their progress as you go after those valuable
receivables. This accounts receivable program can
handle up to 25 accounts with a brief breakdown of
aging and amounts due in each category.

¢ Contains a mini-directory of phone numbers on these
accounts.

* Issues a record of collection calls made on each

account.

Can be updated periodically.

Plenty of room for the status of each account.

Partial payments can be easily recorded.

Statement option coming soon.

Requires Atari 1200XL, 48K, 2 Disk Drives, Monitor,

132 Column Printer, and Minimal Programming

Knowledge. 785.00

L
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Also See Related Categories: 28000 Elementary Mathematics
33000 Financial
60000 Personal Finance
72000 Statistics
74000 Tax

- MENU -
SANDHICHES
(1) Tuna Fish $1.40
(2) Grilled Cheese $1.20
(3) Chicken $1.30
(4) Hamburger $1.40
(5> Cheeseburger $1.70

{Press finy Key To Continue)

il

Blue Book #ATR-11000

MATH FOR EVERYDAY LIVING 1016
By Ann Edson and Allan Schwartz

Real-tife math and business skills are taught with this
progressive tutorial and practice program. Making full
use of the randomizing and branching capabilities of
the computer, the student is given choices to make
real-life simulation-type activities. Correct answers
bring a reward, while mistakes are corrected by
showing the student how to do the probiem.

he program includes:

* Paying and making change (addition and subtraction)

* Working with sales stips (Beginning multiplication)

* Unit pricing (Beginning Division)

¢ Computing gas mileage (More Advanced Division)

¢ Figuring sales tax (Beginning percent)

* Working with wages (Advanced muitiplication)

* Earning with overtime (Fractions)

* Earning with piecework or commission (Multiplica-
tion and Percent)

* Working with time

* Understanding the paycheck (Combination Math)

included with the program are 10 reproducible activity
masters to reinforce concepts, plus a pre and post test
for diagnostic placement and evaluation.

2 Disks 85.00

Bilue Book #ATR-11001

LONG DIVISION 1016
By Philip €. Hessemer

Using a tutorial and drill approach, this program
teaches, practices, reviews, and reinforces the learning
of long division principles. A series of correct answers
is rewarded with animated graphics. If the student
makes an error, however, the program branches to
show the steps in solving the problem. Then similar
problems are generated until the process is mastered.
This computer program provides a patient, interesting,
and nonjudgmentai way of teaching long division.
Reproducible activity sheets are included to supple-
ment the computer work.

For Junior/Senior High School. Disk 19.95
Blue Book #ATR-11002
PERCENTAGES 1016

By Philip E. Hessemer
This series of programs provides both instruction and
reinforcement in solving percent probiems. The
programs utilize both tutorial and drill formats to
develop skill in percent conversion and computation.
All problems given are randomly selected by the
computer.
Introduction to percent (CP-20035) - This program
involves rewriting a decimal as a percent and a percent
as a decimal.
Fractions as a percent (CP-20036) - This program
explains and provides practice in rewriting fractions as
a percent.
Finding a percent of a number (CP-20037) - The
instruction and practice from the previous programs are
used to find a percent of a given number.
For Junior/Senior High School.

3 Programs, 45.00
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Blue Book #ATR-11003

ALGEBRAIC EXPRESSIONS 1016
By Philip E. Hessemer

REWRITING VERBAL PHRASES AS ALGEBRAIC
EXPRESSIONS - This program clearly explains the way
in which verbal phrases correspond to algebraic
expressions as the computer reviews addition, subtrac-
tion, multiplication, and division. It also explains the
use of the comma (how it assists in the interpretation of
a phrase). In the exercise drills, the computer displays
a phrase and the student must enter the corresponding
algebraic expression. After two incorrect responses,
the correct answer is given. At the conclusion of each
exercise level, (there are two levels of difficulty) the
student may review the verbal terms and their
functions. Unlimited practice is available.

EVALUATING ALGEBRAIC EXPRESSIONS - Clear,
step-by-step instructive examples show how the basic
variables X and Y function in algebraic expressions.
Tutorial exercises teach the evaluation process and use
bold graphic rewards to positively reinforce correct
answers. incorrect answers are greeted with Ytry
again,’’ and after two wrong responses, the computer
will guide the student through the mechanics of solving
the probiem. Students will learn quickly because this
approach never gives them a sense of failure. The
program logically leads students to successful manipu-
lation of the X and Y concepts.
For Junior/Senior High School.

2 Programs on Disk 39.95

Blue Book #ATR-11004
EQUATIONS 1016

By Philip E. Hessemer
Each of the programs in this set provides the student
with an unlimited supply of random equations which
s/he must solve for the variable. Correct solutions are
heralded with animated rewards, and a step-by-step
display and explanation of how to find the solution are
supplied if indicated by poor student performagce.
SOLVING EQUATIONS LEVEL | - This prégram
provides random equations of one variable and one
operation.
SOLVING EQUATIONS LEVEL Il - This program
provides random equations of one variable and two
operations, and frequent use of parentheses.
SOLVING EQUATIONS LEVEL IIt - This program
provides random equations which include the variable
on both sides.
For Junior/Senior High School.

3 Programs, 45.00

Blue Book #ATR-11005

GRAPHING 1016
By Philip E. Hessemer
INTRODUCTION TO GRAPHING ON THE COOR-
DINATE PLANE - After reviewing basic terms such as
Coordinate Plane, X and Y axes, origin, ordered pair,
this program provides instruction on writing an ordered
pair for a point displayed on a graph. Random points
are displayed on a Coordinate Plane aliowing the
student to input the correct X and Y coordinates for
each. If the student completes the example correctly, a
random textual reward is given. If the student is unabie
to answer the example as required, the computer
provides the answer.
PLOTTING POINTS ON THE COORDINATE PLANE -
This program gives the student the opportunity to plot
random ordered pairs, designated by the computer, on
a Coordinate Plane. By using specified keys on the
keyboard, the student is able to move the cursor on the
screen to the proper iocation. An unlimited number of
ordered pairs, motivating rewards for correct answers,
and after two unsuccessful attempts by the student, an
explanation of how to locate the point and a display of
the correct location make this program a valuable
teaching tool.
For Junior/Senior High Schooi.

2 Programs On Disk 39.95

Blue Book #ATR-11006

GRAPHING EXPONENTIAL FUNCTIONS 1016
By David Edson
This lesson begins with a review of exponents and how
they are calculated. The fundamental rules of
exponential notation are reviewed and explained. The
computer then displays an X and Y axis and, through
the use of graphics, illustrates the way in which an
exponential function is plotted. Interactive drill
questions are used throughout the lesson to reinforce
the tutorial concepts. Rewards are given for correct
answers, and branching is used to explain incorrect
responses. The combination of tutorial and drill
provides a very effective approach which allows the
student to master calculating exponents and graphing
linear functions.
For Junior/Senior High School.

Disk 19.95

For Information,
See The ‘‘How To Use’’ Page
In The Front Of The Blue Book
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Bluebook #ATR-11007

ADVANCED MATHEMATICS TERMINOLOGY 1305
Now you can use the advanced graphics capabilities of
the Atari 800 or 1200XL to learn the terminologies of
mathematics. Math terms are graphically defined and
explained on your monitor using appropriate formulas,
drawings, or equations. The program contains 6 lessons
beginning with grade level 9 and following through the
college grade levels.

Requires Atari 800 or 1200XL, 64K Memory, and a Disk
Drive. Sold As A Set Only. 6 Lessons, 1 Disk 249.50

Bluebook #ATR-11008

ALGEBRAIC FACTORING . 1139

Help first year Algebra students learn six different

methods for factoring polynomials. The six methods

are:

. Finding common factors.

. The difference of two squares.

. Polynomials of the form Ax2+ Bx + C when A=1.

. Polynomials of the form Ax2+Bx+C when A

less than or greater than 1

. Grouping.

. The sum or difference of two cubes.

Within each of the six methods, you may elect to study

several examples or to test your knowledge with a ten

problem quiz. A seventh option is also available that

provides a ten problem quiz with problems selected at

random from each of the six methods. Grades 9-12.
Disk or Cassette 19.95

o, W =

Bluebook #ATR-11009

BASIC ALGEBRA ) 1187
The Logic of Algebra
Algebraic Equations
Solving Equations
Operations with Plus and Minus
Working with Sets
“AL-JEBR"
Algebraic Fractions
Fractions and Division
Solving Problems with Equations
Ratio, Proportion and Variation
Probiems with Two Unknowns
Simultaneous Equations
Exponents
Quadratic Equations
More Quadratics
Equations and Trigonometry
Requires Atari 400/800.
16 Lessons, 8 Cassettes 79.00

® & @ 0 0 0 0 0 0 s 0 0 0 00 @

Bluebook #ATR-11010

FACTORING TRINOMIALS 1200
Choose among three levels of difficulty for practice in
developing the skills needed to factor trinomials. The
levels are: 1. Picking the correct factors from a
multiple-choice list. 2. Filling in the missing term for a
given factor of the trinomial. 3. Giving the factors for a
given trinomial. At each level of difficulty, sufficient
help is provided for the student to obtain the correct
answer whenever errors are made. The rules for
multiplication of signed numbers are displayed when
the student makes a mistake in giving the correct sign.
Throughout the use of this tutorial program, a summary
of the student's progress is being tabulated and is
displayed after the completion of a set of 10 problems.
Requires 16K. 9.95

Biuebook #ATR-11011

FACTORING PERFECT SQ. TRINOMIALS 1200
Three leveis of difficulty are provided for developing
skills in factoring perfect square trinomials. You can
choose among: 1. Multiple-choice answers, 2. Fill in the
missing term for a given factor, or 3. Give the factors
for a given trinomial. At each level of difficulty, help is
provided whenever the student makes a mistake. A
summary is provided when the student completes a set
of 10 problems. Requires 16K. 9.95

Bluebook #ATR-11012

FACTORING THE DIFFERENCE OF SQ. 1200
The student can choose from three levels of difficulty:
1) Muitiple-choice, 2) Fill in the missing term, or 3)
Give the factors for a given expression that is the
difference of squares. At every level of difficulty,
various levels of help are provided until the student
reaches the correct answer. A summary of the student’s
progress is displayed at the end of 10 problems in this
tutorial session. Requires 16K. 9.95

Bluebook #ATR-11013

FACTORING TRINOMIALS WITH 1200
COMMON MONOMIAL FACTORS

The skill of finding common monomial factors is
developed through the use of this program. Several
levels of help are provided when needed. A summary of
the student’s progress is displayed after 10 problems
are completed. Requires 16K. 9.95
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Bluebook #ATR-11014

MULTIPLYING BINOMIALS 1200
The famitiar FOIL method of multipilying binomials by
sight is graphically displayed by use of this program,
Several levels of help are provided whenever the
student makes an error in multiplication. Selecting the
range of the leading coefficient is also an option in this
program. At the conclusion of this tutorial, a summary
is provided. Requires 16K. 9.95

Bluebook #ATR-11015

RPN CALCULATOR SIMULATOR 1022
By John Crane
Recommended for ages 12 and up/Written in Basic.
Your kid has made off with your Hewlett-Packard
calculator to get through her trig test. You're going
through RPN withdrawal! Turn your Atari Home
Computer into an RPN calculator, so you can perform
simple or complex mathematical operation without
having to write a Basic program. Reverse Polish
Notation (RPN) is a method for doing mathematical
operations based on a stack organization. For example,
to add 4 and 5 on an RPN calculator, your press the 4
key, the Enter key, and the 5 key. Then you indicate the
kind of operation you want by pressing the Add key.
Many people tend to prefer this approach over that of
using parentheses for doing complex calculations. You
enter the value or values you want to work with and the
command for the operation you want to perform. The
results display in the appropriate stack and memory
registers. The program's display screen contains four
areas of information: (1) the stack of five registers; (2)
the twenty memory registers; (3) command syntax
reminders; and (4) the value and command input area.
You can use RPN Calculator to perform functions using
only one value (for example, sine, cosine, and
logarithms) and for those requiring two values (for
example, addition and subtraction). You can obtain
measurements in either radians or degrees. Supports
four kinds of calculator functions: (1) system com-
mands, such as clearing registers, and printing register
contents on the system printer; (2) stack operations
such as rolling the stack up or down, and swapping the
contents of any two registers; (3) mathematical
functions such as arithmetic operations, logarithms,
square roots, and trigonometric functions; and (4) some
statistical operations, including arithmetic means and
standard deviations.
Requires: Atari Basic Language Cartridge.
Optional: Atari printer or equivalent printer.

Cassette [410] 16K 22.95

Diskette [810] 24K 22.95

Bluebook #ATR-11016

ALGICALC 1022
By The Soft Warehouse
Recommended for ages 14 and up/Written in Basic.
For students and teachers of algebra and calculus and
for professionals who want a quick way to perform
operations in symbolic algebra and calculus. Algicalc is
easy to use, and it has help screens you can display
while using the program. To perform an operation, you
type in an expression, and the program then expands it,
factors it, or differentiates it, as you request. After the
resutt displays, you can enter another expression. In
addition, you can assign the results to variables for use
in later expressions, letting you perform a sequence of
related operations.
Requires: Atari Basic Language Cartridge.
Cassette {410] 24K 22.95
Diskette [410] 32K 22.95

Bluebook #ATR-11017

CALCULUS DEMON 1022
By The Soft Warehouse
Recommended for ages 16 and up/Written in Basic.
The third program in a series that includes Algicalc and
Polycalc, provides a comprehensive tooi for automa-
tically deriving symbolic partial derivatives and
indefinate integrals of expressions. Individually, the
programs offer a quick way to perform various kinds of
operations in symbolic algebra and calculus. Collecti-
vely, they constitute a complete package.
Calculus Demon is best at calculus, although it does
contain some algebraic capabilities. It also offers some
trigonometric, logarithmic, and exponential simplifi-
cation. In contrast, Algicalc and Polycalc are better at
algebra; they compute faster and more accurately and
they permit use of larger algebraic examples. The
algebraic expressions include trigonometric, inverse
trigonometric, logarithmic, and exponential functions.
In fact, only the amount of computer memory available
limits an expression’s complexity. The program also
provides various automatic and optional mathematical
transformations to simptify resuits or aid integration.
Unlike most programming languages, which can
evaluate an expression only if all variables have
numeric values, Calculus Demon can do true non-
numeric operations. Teachers and students of calculus
will want this useful program to create problems, check
solutions, and suggest or test hypotheses. Engineers
and scientist can use it to check or to avoid tedious
calculations.
Requires: Atari Basic Language Cartridge.

Cassette [410] 32K 22.95

Diskette [810] 40K 22.95
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Bluebook #ATR-11018

POLYCALC 1022
By The Soft Warehouse
Recommended for ages 14 and up/Written in Basic. A
computational tool for performing symbolic algebra and
calculus operations. It differs from Algigcalc in that
Polycalc supports polynomials that are generalized to
permit fractional and negative powers of variables, and
the program can use many unassigned variables,
whereas AlgiCalc can use only one. However PolyCalc
is essentially a polynomial system rather than a rational
expression system. The program can help professional
as well as students and teachers of algebra and calculus
with their computational activities, including inte-
gration.
Requires: Atari Basic Language Cartridge.
Cassette [410] 24K 22.95
Diskette [810] 32K 22.95

X v 2% )
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Bluebook #ATR-11019

PLOT/GUESS THE RULE 1278
Add a new dimension to the study of equations and
their graphs. PLOT displays the graph of any function
you create. Students can plot families of related
functions, superimposing their graphs to discover the
effects of changing coefficients, constants or powers.
PLOT lets you choose and change the limits on the X
and Y axes to focus on interesting portions of the graph.
Graph simultaneous equations, conic sections, trigon-
ometric, exponential or logarithmic functions. Color
monitor permits alternating screen colors. The program
includes detailed suggestions for classroom applica-
tion.
GUESS THE RULE, in arcade format, encourages
students to guess the computer’'s secret equation.
Equation-satisfying pairs provide intriguing hints.
GUESS THE RULE develops concepts of functions,
ordered pairs and truth tables. It builds skills in
arithmetic, equation writing and logical thinking.
Cassette 14.95
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Also See Related Categories: 37000 General Science

Bluebook #ATR-12000

ASTROLOGY-REV. 1.1 1022
By Harry Koons and Art Prag
Recommended for ages 14 and up/Written in Basic.
Draw astrological charts based on birth date and
birthplace. Ptolemy and Morinus, the famous Greek
astrologers, had a much harder time computing the
locatios of the sun, moon, and planets than you will.
With Astrology, the mysteries of the zodiac, planetary
positioning, natal charts, and rising signs will unfold in
your very own living room. Once the program loads
automaticaily into computer memory, you begin
preparing your astrological chart. First you enter the
exact time and place of birth. You designate the
location as geographical coordinates. If you don't know
this information, Astrology computes it for you by
displaying either a world or United States map. A
movable marker appears on the map, which you then
position over the location of your birth. As the marker
moves, the longitude and latitude register in degrees
below the map. After you've typed in the time (to the
minute), date, and location of birth, Astrology takes
over. The progrm processes your data and draws an
astrological chart on the screen representing the earth,
the zodiac, and the twelve astrological houses at the
time of birth. Symbols of the zodiac appear on the lines
(cusps) between each house. Each planetary sign
displays in its proper house. Astrology also computes
the relatioships (aspects) of the planets in the houses.
The program defines the symbols for the planets and
the signs of the Zodiac on a separate screen. You can
easily access this table for quick identification of the
symbols on the chart. Revision 1.1 increases the screen
accuracy to plus or minus one degree for the entire
century. Once you have your complete chart, some
simple interpretations are available in the manual. The
computer has done its job.
Requires: Atari Basic Language Cartridge.

Diskette [810) 40K 22.95

Bluebook #ATR-12001

ASTROLOGY 1373

The purpose of this program is to show you how to

calculate your personal horoscope using a home

computer. The values calculated are very exact and

suitable even for professional astrologers.

Requires: Atari 800/48K RAM/one disk drive.
Includes book 29.95

Bluebook #ATR-12002

MOON PHASES 1373
Everybody knows that the position of the moon affects
your mood and your productive power. So, why not
caiculate the right time for your great plans.

19.95
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Also See Related Categories: 22000 Computer Science

* T MENUCHOICES * *

WHITE QUIZ [CLE ARS MEMORAY|
REVIEW QuUIZ
RUN QuUIZ

RETRIEVE QUIZ [CLEARS MEMQORY)
REVISE QUIZ

€3 A MRV

Bluebook #ATR-14000

STUDY QUIZ FILES [SQF] 0623
A user-oriented host program that aliows you to create
lessons in quiz form on any subject without program-
ming knowledge. A teacher or parent can place an
entire course on the disk with modular lessons which
can be retrieved, run or revised at will without having
to rewrite lessons each time. Items are scrambled and
represented until the material is mastered. The
program includes hard copy print capabilities and uses
the word-match format with ail choices displayed. Two
versions are provided on the disk. The more popular
edition requires the user to type in the number of his
answer choice. The FULL-ANSWER version requires
the user to type in the complete response, thereby,
reinforcing spelling as well as learning skilis. This
software is applicable for elementary through college
level students and is available in disk form. 24.95

Bluebook #ATR-14001

MULTIPLE CHOICE FILES [MCF) 0623
A similar program for multiple choice tests. It contains
randomized questioning and stimulating, high-impact
immediate feedback learning strategies. MCF provides
for five choices to each question stem. An advantage of
MCEF is that longer answer choices may be employed

76000 Utilities

and likewise, more complex questions. The user need
only select the letter identifying his answer choice.
Hard copy multiple choice tests may be printed. This
program is applicable for elementary through college
level students and is currently available in disk form.

24.95

Bluebook #ATR-14002

MICROTEACH 158
The Microteach software system consists of three
integrated software packages: TEACHER'S AID,
STUDENT PACK, and COURSEWARE.

* "'BOOTS"’ AUTOMATICALLY - This means that
the user need only insert the diskettes into the disk
drives and turn on the computer in order to use
Microteach.

* MENU-DRIVEN - Designed for the first-time
computer user, ‘‘Menus’’ showing the user’s options at
any one time are always there to provide guidance.

* NO PROGRAMMING LANGUAGE NEEDED - The
user doesn't need to know a single word of
programming language to run the program.

* IN ENGLISH AND SPANISH - Microteach versions
are available in either English or Spanish.

Transforms the computer into an automatic courseware
generator, allowing the user to create course materials
for any subject or level. Features include the foliowing:
¢ ‘“Page’’ or "*Scroll’’ Mode - Any kind of text can be
written, using either regular ‘‘pages’’ (screen images
full of material) or ‘‘scroll’”” mode, which continues
down the page until the instructor has finished entering
text.

¢ Examinations - Many different test formats can be
written, such as: Multiple Choice, True/False, Match-
ing, Yes/No, and Fill-In.

* ‘‘Programmed Instruction’” On multiple choice
questions, this feature allows the instructor to refer the
student back or forward to a predetermined page of the
course or to a page recommending study sources,
depending on the answer given by the student.

* Separate Scoring - The instructor may also assign a
separate score to each possible answer to a multiple
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choice question, thereby awarding partial credit for a
‘‘Good’’ answer and more points for the ‘‘best’’
answer.

¢ Color Variations - The instructor can choose between
a wide range of colors for each page.

* Timed Pages - The author can determine how long a
page or section will remain on the screen, which makes
it possible to use audio aides with the course.

* 26 Categories - The instructor is free to assign these
categories for whatever purpose he/she wishes. For
example, the instructor may keep track of how many
times a student has taken a certain section by assigning
a category to a question in that section; then, in the
Student Pack Student Report, just divide the total
points for that category by the number of points the
question was worth to find out the number of times the
question was repeated.

* East Writing and Editing - The writing and changing
of text, questions, and illustrations is very easy to do,
with the ability to delete or insert spaces, lines, or
whole pages, and subsequent pages are automatically
renumbered accordingly.

STUDENT PACK

Performs a variety of essential functions, enabling
students to take the courses generated by the Teacher’s
Aid, without being able to change them in any way.

¢ Controlled Assignments - The instructor is free to
assign any combination of courseware chapters to each
individual student. Also, the instructor may determine
how often a student can take a particular chapter or
section by assigning it to the student that number of
times. Thus, a student may be prevented from taking
the chapter more than once, if the instructor so desires.

OR

* Unlimited Use - If the instructor does not wish to
limit use of the course material, this may be done by not
signing up any students at all on that disk, in which
case anyone can take the course as many times as
desired.

¢ Safeguards - Students that are signed up to use the
courseware must enter both their initiais and a
password (for their own protection) before using the
courseware.

* Grades Tests - Students enter their answers to test
questions, which are automatically graded, according
to scores determined by the instructor.

¢ Student Report - Test results are immediately listed
in the Student Report/Review section of the Student
Pak, which tallies the chapter grade. This feature also
lists each student’s assignments and progress. (Up to
30 students can be registered on each Student Pak
diskette.)

* Print-Out Capabilities - The complete Student
Report/Review section can either be viewed on the
monitor or printed out, as can any text ‘‘page’’

COURSEWARE
The courses themselves can cover any subject or level,
from spelling to physics, from elementary to post-
graduate.
* Flexible Course Size - Each diskette (or “‘volume’’)
may contain up to approximately 2200 lines of text,
illustrations, or questions (roughly 120 ‘‘pages’’).
Naturally, a course may consist of more than one
volume.
* Variable Chapter & Section Length - the length of
each chapter and section is left entirely to the discretion
of the author.
¢ Graphics Capabilities - The standard computer
graphics capabilities are at the user’s fingertips,
making possible an infinite variety of charts, graphs,
and itlistrations.
* Courseware Distribution - Any courseware written is
the property of the author, to do with as he/she
pieases. It may be kept for the author's own use, in
class or in correspondence courses. Currently, two
volumes of Microteach courseware are available from
Compumax: An Accounting Primer and A Sales Primer.
MICROTEACH Is Written In BASIC A + and Requires
The Following:

Atari 800 Computer.

Two Atari 810 disk drives.

48K memory

C.R.T. monitor [preferably color}

Printer [optional].
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Also See Related Categories:

Blue Book #ATR-15000

SPATIAL RELATIONS 867
Designed to prepare a child for reading and math skills.
It introduces the child to comparative size and the
meaning of words which designate place or position.
There are six individual units. Each unit deals with a
different concept - in/out, right/left, over/under,
big/small, tall/short, high/low. The program has the
optional use of the Votrax Type -’N-Talk. Each size or
placement is spoken to the child while the screen
provides a colorful display. This feature helps the chiid
to recognize the sound of the words that are used with
this program.

Features include:

Full color

Large, easy-to-read letters
Player/missile graphics
Animation

Sound

Speech (optional)

® & 9 o o 0

Recommended for grades: Preschool - 1.

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, Program
Recorder, and Joystick. 17.50

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, Disk Drive,
and Joystick. 25.00

Blue Book #ATR-15001

PRESCHOOL FUN 867
This program was specifically designed for children
from the ages of 3 to 6. There is no reading required for
the child. A complete guide to using the program with
your child is included with the program. Since the
program responds to one keystroke answers, your child
can concentrate on the program rather than the Return
key. There are two parts of this program, each
containing several different exercises. Part 1 develops
the fundamental skiils of color and shape discrimination

Learning Skills

25000 Demonstration Programs
28000 Elementary Mathematics
36000 Games

37000 Gereral Science

38000 Graphics

47000 Language Arts

53000 Miscelianeous

68000 Social Studies

as well as teaching numbers from one to nine. Part 2
teaches the recognition of the upper and lower case
letters and the basic directions of up, down, left, and
right.

Features include:

¢ Full color

* Large easy-to-read letters
¢ Sound

¢ Graphics

* Animation for directions

Recommended for grades: Preschool - 1.

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, and
Program Recorder. 17.50

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, and Disk
Drive. 25.00

Blue Book #ATR-15002

IT’S ABOUT TIME 867
By G. Herzenstiel

This program contains two learning units and a game.
In unit one, the child learns to read a ‘standard’ clock
and places the correct time onto a digital clock. Unit two
uses a joystick to ‘set’ the standard clock according to
the time read on the digital clock. Unit three is a game
in which the chiid tests his/her ability to set the clock
before running out of time.

Features include:

* Large easy-to-read numbers

* Colorful displays of the clocks

* Five lessons in each unit; choose from: hour,
half-hour, quarter-hour, five minute, or minute
intervals

* Sound

* Animation

Recommended for grades: Preschool - 2.

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, Program
Recorder, and Joystick. 20.00
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Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, Disk Drive,
and Joystick. 25.00

Blue Book #ATR-15003

HODGE PODGE 962
A learning device for children from 18 months to 6
years. Consists of many cartoons, animation and songs
which appear when any key on the computer is

depressed. Disk 19.95
YES! THAT 18 CORRECT!

Bluebook #ATR-15004

TEACHER‘S PET 962

By Arthur Walsh

An introduction to computers as well as a learning tool
for the young computerist (ages 3-7). The program has
a menu of four selections including ARITHMETIC
SKILLS, COUNTING PRACTICE, LETTER RECOGNI-
TION and a ‘‘recess’’ called ANSWER MAN.
Requires 16K. Cassette 14.95

Disk 18.95
Type ‘N Talk Version 24K. Cassette 16.95
Disk 20.95
Blue Book #ATR-15005
PRESCHOOL LIBRARY 0006

A package that includes four tities:

Sammy the Sea Serpent - An interactive story with a
voice narration: the child uses a joystick to guide poor
lost Sammy back to the sea. There's also games that the
child can play with Sammy.

The Adventures of Oswald - As a narrator tells a
story about a young boy named Oswald, children use
the joystick to help Oswaid walk, climb, jump...and
escape from a deep, deep tunnel. There's also a game
entitled ‘‘Oswald and the Golden Key.'’

Preschool IQ Builder 1 - Part 1: Decide whether pairs
of figures are the same or different. Part 2: Match the

letter at the top of the screen with the same letter at the
bottom of the screen.

Preschool 1Q Builder 2 - Six lessons of increasing
difficulty ask the child to match the letter,
number, shape, or word at the top of the screen with
the same object at the bottom of the screen.

Designed to help 3- to 6-year olds develop certain
critical skills that will be needed when they start school.
The programs have five important objectives:

1. To teach shape, letter, and number recognition

2. To present the concept of same and different

3. To reinforce directional concepts

4. To develop listening skills

5. To improve hand-eye coordination

The package includes a detailed User's Guide. In
addition to describing each program and how to use it,
the guide presents supplementary activities that
reinforce and expand on the material covered in the
programs.

Requires: Atari 400/800, four cassettes, minimum
memory of 16K. 59.95

Bluebook #ATR-15006

MEMORY BUILDER:CONCENTRATION 0006
Test your powers of concentration, memory and
attention span by matching pairs of words hidden
behind the grid of boxes on the screen. The games get
tougher as you go, but you'll watch your abilities
improve as you play. The computer keeps score as you
play against yourself, the computer, or another player.
Ages 6 to adult.
24K Disk 23.95
16K Cassette 16.95

Biuebook #ATR-15007

PRESCHOOL iQ BUILDER 0006
PART 1: Decide whether pairs of figures are the same
or different. CHALLENGE PART 2: Match the letter on
the TV monitor to one on the keyboard. Both programs
teach vital cognitive skills that children must tearn in
order to do well in school. And, both are wonderful
ways to introduce children to the computer. Ages 3-6.
24K Disk [Joystick] 23.95

16K Cassette [Joystick] 16.95

The Blue Book Is
‘‘User Friendly®’
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Bluebook #ATR-15008

PRESCHOOL IQ BUILDER 2 0006
Make the face on the screen sing you a happy song;
move the letter, number, symbol or word that appears
at the top of the screen down to cover it’s perfect mate,
one of three at the bottom. A program that small
children love. It teaches letter, symbol, number, and
word discrimination. Ages 3 - 6.
24K Disk [Joystick] 23.95
16K Cassette [Joystick] 16.95

Bluebook #ATR-15009

SAMMY THE SEA SERPENT 0006
Guide poor lost Sammy back to the sea—and get him
out of a lot of tight spots along the way! Here’s a
revolutionary program that requires the child’s total
involvement. It uses a voice narration, brilliant
graphics, color, music, and thrilling sound effects. It's
a unigue way to get children involved in working with
the computer. Also contains games that the child
actually plays with Sammy. Ages 3 - 6.
24K Disk [Joystick] 23.95
16K Cassette [Joystick] 16.95

Bluebook #ATR-15010

THE ADVENTURES OF OSWALD 0006
As a narrator tells a story about a young boy named
Oswald, children must use the joystick to help Oswald
walk, climb, jump, and escape from a deep, deep
tunnel. There's also a game for children to play,
entitled “'Oswald and the Golden Key.'' Exceptional
graphics and exciting music and sound effects. Ages
3-86. 24K Cassette [Joystick] 23.95

16K Cassette [Joystick] 16.95

Bluebook #ATR-15011

HERE COMES VIOLET 0006

Help poor Violet. . .she’s a cute monster who wants to

be ugly like all the other monsters. Voice narration,

delightful graphics, and lots of activities keep the child
totally involved. Ages 3 - 6.

24K Disk [Joystick] 23.95

16K Cassette [Joystick] 16.95

Bluebook #ATR-15012

ABC’S 1200
The two options in this program provide practice in
supplying the missing letter in a sequence of

consecutive letters or matching upper case letters to the
displayed lower case letters. A tutorial format with
several levels of help is used. Requires 16K. 9.95

Bluebook #ATR-15013

COUNTING 1200
This program provides practice in counting stationary
objects, moving objects, or sounds in the range of 1-10
or 1-2C. A tutorial format with at least three levels of
help is used. Requires 16K. 9.95

Bluebook #ATR-15014

CALENDAR 1200
Three tevels of practice in learning calendar skills (days
of the week and months of the year). Level 1:
Concentrates on correct speliing. Level 2: Requires
multiple choice answers. Levei 3: The student fills in
the blank. Tutorial help provided. Progress report is
given at the end of a iesson. Requires 16K. 9.95

Bluebook #ATR-15015

ALIENCOUNTER,K-1 235
¢ Counting

* Numeral Recognition

* Readiness for Addition and Subtraction

Students match the number that appears on the screen
with the number of aliens they land on earth for a
perfect encounter. Earn ten perfect encounters in ten
tries and watch the fireworks.

Bluebook #ATR-15016

FACE FLASH,K-4 235
¢ Counting

* Visual Memory

¢ Base Ten Numeration

Smiling faces appear on the screen. Students indicate
how many faces flashed. Each correct answer earns
another turn. The face-flash time progressively
shortens after each turn. A scoreboard records the
three highest scores with player's initials.



15000 ¢ Basic Learning Skills

Bluebook #ATR-15017

CHAOS K-6 235
* Directionality

* Shape and Color Recognition

Student’s task is to capture alien satellites that match
the shape and/or color of the satellite in the center
square. Center satellite and directions change every 50
seconds with a total of 250 seconds of capture as many
satellites as possible.

Bluebook #ATR-15018

ARROW GRAPHICS 2-4 235
¢ Probiem Solving

¢ Construction of Geometric figures

¢ Spatial Visualization

Students reprogram the path of a bouncing arrow in
terms of direction and number of steps. Three correct
patterns and students can let their imaginations wander
as they program their own patterns.

Bluebook #ATR-15019

FLIP FLOP, 2-6 235
¢ Transformational Geometry

The student will see two figures on the screen. He will
determine if the figure on the left can be moved to look
exactly like the figure on the right. Three ways the
student may move figures are slide, flip, or turn.

Bluebook #ATR-15020

EARLY GAMES FOR YOUNG CHILDREN 1285
A set of nine entertaining and educational games
designed for children ages 22 to 6. No adult assistance
is needed as even very young children select a game of
their choice, play it, and select a different game... all by
themselves!

*Picture menu gives children control

*Nine games ail foad into memory

eMatch numbers or letters

*Practice spelling names

eCount colorful blocks

*Add and subtract stacks of blocks

sWork with the alphabet

eCompare shapes

eDraw and save colorful pictures

29.95

Bluebook #ATR-15021

JUGGLES’ RAINBOW 1300
(Early Learning Series) Beautifully designed graphics
and clever animation make this preschool program an
ideal learning tool. Let Juggles the clown introduce
your child to the concepts of ‘‘above’ and ‘‘below’’,
“'right’” and ‘‘left.”” This colorful three-game primer
prepares preschoolers to more readily grasp alphabet,
spelling and reading skills. Includes keyboard overlays
and illustrated manual. Ages 3 to 6.

Requires Cassette Recorder or Disk Drive and 16K
RAM.

Biuebook #ATR-15022

JUGGLES’ HOUSE 1300
(Early Learning Series) Juggles is back! This time with
a house that teaches the concepts of ‘‘inside’” and
“‘outside,”” “‘upper’’ and '‘lower.”’ Juggles gives you
two different games, captivating graphics, and strong
pre-verbal learning skills. A great way for your children
to learn these concepts at their own pace. With
keyboard overlays and illustrated manual. For ages 3 to
6

Requires Cassette Recorder or Disk Drive, and 16K
RAM.

Bluebook #ATR-15023

MY FIRST ALPHABET 1300
(Early Learning Series) A captivating way for children
to learn the alphabet and numbers using sound and
entertaining graphics. Large colorful letters and
pictures are drawn on the screen, clowns smile and
frown and play the ‘‘Alphabet Song.’’ You can select an
option that automatically runs the program for the child
who is too young to use the keyboard. Or randomly
select numbers and letters you would like your child to
see. Seven program options. For ages 3 to 5.

Requires Basic Cartridge, Disk Drive, and 32K RAM.

Bluebook #ATR-15024

I’M DIFFERENT! 1022
By Kathleen and Philip Bergh

Recommended for ages 3-7/Written in Pilot and
machine language. Our first Atari Pilot program.
Designed by an experienced teacher and a professional
programmer, it’s one preschoolers are sure to enjoy.
i’m Different! introduces the concepts of ‘‘same’’ and
“‘different’’ in an entertaining, noncompetitive game
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that doesn’t keep score and has no time limit. Using a
Joystick Controller, which can be held in a left-handed
or right-handed position, a child guides an invisible
turtle to the general area of the graphic design that
differs from three others displayed on the screen. The
turtle leaves a trail wherever he goes, and his path can
indicate how well the child understands the concept.
Older children can also trace over the designs or
practice their letters. To check an answer, the child
presses the joystick button. Correct responses cause
flashing colors and a merry tune. Five graphics
choices-ranging from differences in color or shape only,
to classifying objects-span five difficulty levels. I'm
Different! can help children learn hand-eye coordi-
nation, observation, classification, concentration, and
other essential reading readiness skills. When discus-
sions of the designs accompany game play, the skills
gained by the child are even greater.
Requires Atari Pilot and one Atari Joystick Controller.
Diskette [810] 32K 22.95

Bluebook #ATR-15025

HICKORY DICKORY 1022
By Dale Disharoon
Recommended for ages 5-11/Written in Basic. Do you
know children who, given the choice between reading
the time on a traditional clock in the same room and a
digital one in another room, will opt for the extra
footwork to read the digital time? Many children today
grow up with only digital clocks around the house.
When they’re faced with a traditional clock with hands,
they’re often stumped. Hickory Dickory can help
children master the translation process between these
two ways of telling time. Teachers in grades
kindergarten through sixth have used Hickory Dickory
to help students learn to tell time. The program
displays time using hour and minute hands on a
traditional face clock in high resolution graphics. Using
either the computer console’s keyboard or a Joystick
Controller, the child gives the digital equivalent.
Hickory Dickory offers six skill levels: exact hours, half
hours, 15-minute intervals, 10-minute intervals, 5-
minute intervals, and all possible minutes. The child
selects the number of examples to try. When he or she
answers correctly on the first try, the program notifies
the child and goes on to the next exampie. When he
misses on the first try, the program displays a clue and
asks him to try again. It moves on to a new example
only after the child answers the current one correctly. A
running score displays after each example and the total
score displays at the end of the session.
Requires: Atari Basic Language Cartridge.
Optional: One Atari Joystick Controller.

Cassette [410] 16K 15.95

Diskette [810] 24K 15.95

Bluebook #ATR-15026

JOEY’S RAINBOW 1305
A brand new program which now uses the enhanced
graphics capabilities of the Atari 400 to teach young
children the association between colors and their
names. Hitting any key creates a color at random on the
screen with that color’s name flashed in big, bold
letters at the bottom. You can call up one color at a
time, or a variety of colors can be held on the screen at
one time, thereby creating thousands of possible color
combinations. The names of the colors always
accompany the colors so the children are constantly
associating each color with its correct name. This
program also contains provisions for eventually mixing
various colors to obtain various shades.
Grade Level: Kindergarten and 1.
Requires 16K Memory. Joystick Optional.

Disk or Cassette 79.50

Bluebook #ATR-15027

FACEMAKER 1319
Three games in one. The child completes a blank face
by choosing eyes, ears, noses, etc. The second part of
the game, the child makes the face wink, smile, frown,
cry, stick out its tongue and wiggle its ears. The third
part, the child plays Simon Says with the face. Grade
Level Age: 4 - 8. Requires Atari 400/800 and 48K.
Disk 34.95

Bluebook #ATR-15028

RHYMES AND RIDDLES 1319
A letter-guessing computer game presented in three
formats: (1) nursery rhymes; (2) riddles; (3) famous
sayings. Grade Level: 5-9 years old 48K Disk, Atari
400/800 29.95

Bluebook #ATR-15029

KINDERCOMP 1319
A collection of six educational games that prepare
children to read, spell and count. Grade Level: 3-8
years old 48K Disk, Atari 400/800 29.95

Bluebook #ATR-15030

STORY MACHINE 1319
The child writes sentences, paragraphs and stories with
the supplied vocabulary. The story is then animated.
Grade Level: Primary. Requires Atari 400/800 and
48K. Disk 34.95
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Bluebook #ATR-15031

THE FACTORY: EXPLORATIONS IN 1292
PROBLEM SOLVING

Program Features: Advanced color graphics, anima-
tion, random generation of problems.

Students develop inductive thinking by playing the part
of an assembly-line worker in a factory. One challenge
is to analyze a finished product and recreate it by
designing an assembly line to produce it. Students work
with raw materials and manipulate the assembly line
machinery to punch, rotate and stripe the product
accordingly. Another option allows students to use their
creativity to develop their own products.

Teaching Objectives:

* To develop inductive reasonsing skills.

¢ To demonstrate the importance of sequence.
Requires: Atari 400 or 800 with the Atari Basic

Cartridge, and 16K memory Disk 35.00
Bluebook #ATR-15032
THE POND: EXPLORATIONS IN 1292

PROBLEM SOLVING

Program Features: Advanced color graphics, anima-
tion, random generation of problems, user options.
Develops students’ abilities to logically think through a
situation. To help a frog find its way through a pond,
students must gather data about a path of lily pads and
generalize that data into a pattern. Another option
forces the frog to jump a given number of steps.
Teaching Objectives:

* To develop the students’ ability to form patterns.
* To be able to generalize from data.

Grade Level: 3-adult Requires: Atari 400 or 800 with the
Atari Basic Cartridge, and 16K memory Disk 35.00

Bluebook #ATR-15033

KIDS #1: 1308
Kids ages 4 to 10 can find lost treasures on a small
island, do a math quiz, or talk to their Atari.

16K Tape or 24K Disk 14.95

Biuebook #ATR-15034

KIDS #2: 1308
A collection of 3 games designed to help your child’s
spelling skills. Inctudes a spelling bee, the Scrambler
and Touch. For Kids 4 to 10.

16K Tape or 24K Disk 14.95

NITT/770 14

&92254

Bluebook #ATR-15035

il

COUNT WITH BUNKY 1352
By Ann McBain Ezell

A fun-filled two-in-one educational package based on
sound principles of learning. It is designed to teach
preschoolers, or children with special needs, to count
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and do simple addition and subtraction problems.
Using colorful, attention grabbing graphics, music and
exciting screen displays, children can practice counting
groups of identical or dissimilar shapes. Once a
youngster has mastered counting, addition and
subtraction can be tackled. After each set of 12
problems, Bunky The Monkey climbs a ladder to score
the set and, if all the answers are correct, performs a
trick.

Requires Joystick. 32K Disk or 16K Cassette 24.95

Bluebook #ATR-15036

ANIMAL COUNTING 1419
A helpful program that begins to teach young children
the process of counting and number recognition. This is
accomplished using the shapes of familiar animals to
help reinforce the number that the child is saying.
Research has shown that children can easily relate to
animals as a source of learning, so animal counting
uses this theory in a very simple program for children of
all ages.

Contains:

* 15 phonetic numbers.

* Avariety of friendly animals that appear randomly on

the screen to help the child with counting.

Repeats automatically with 3 simple commands.

Can be updated periodically with new or different

numbers.

* The Childs progress can be monitored by the parent
or teacher.

¢ Also reinforces actual number pronunciation.

Requires Atari 1200XL, 48K, 2 Disk Drives, Monitor,

Voice Synthesizer, and Minimal Programming

Knowledge. 389.00

L
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Also See Related Categories: 37000 General Science

VENR CAVe
PULMONARY ARTERY
AORTA

PULMONARY VEIN
RIGHT ATRIUM
LEFT ATRIUM
RIGHT UENTRICLE
LEFT UENTRICLE

WHAT IS VESSEL 1?
b

Blue Book #ATR-16000

HEART LAB 1016
By Dennis Kurtz

This innovative program uses animated graphics to
produce a simulation model of a functioning human
heart. It provides the student with an opportunity to
observe, through simulation, the heart in action. The
program illustrates the various parts and functions of
the heart by showing the pumping action and tracing
t'he blood flow through the arteries, veins, and
chambers.

The program is divided into three sections:

1. Tutorial - Reviews the various vessels and chambers
of the heart while identifying their locations on a
graphic modei.

2. Drill - The computer indicates specific parts of the
heart on the graphic model, and the student must
identify the correct name of the vessel or chamber.

3. Pulse Simulation Exercise - Demonstrates how the
heart responds to work. The students enter their
pulse rates, before and after exercising, into the
computer. The animated, graphic heart demon-
strates how their hearts would function using a
visual simulation. Disk 29.95

40000 Health
51000 Medical

Blue Book #ATR-16001

ELEMENTARY BIOLOGY 263
The special graphics and color used here will be
especially helpful in teaching about food chains and
circulatory systems. In the drill and practice program,
Circulation, students are shown the movement of a
blood cell throughout the circulatory system of a fish.
The relationships in a food chain are discovered when
students role-play an animal in either the Odell Lake or
Odeli Woods simulation programs. The support manual
contains worksheets for use in teaching the food chain
relationships. For Grades 1 - 9.

Requires Atari 400/800. Disk 37.00

Lp
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Also See Related Categories: 10000 Accounting

24000 Data Base Management
33000 Financial

38000 Graphics

65000 Retail & Point Ot Sale
72000 Statistics

74000 Tax

76000 Word Processing

Bluebook #ATR-17000

SUPERVISORY PRACTICES 1187
Introduction to Supervision

Factors Affecting Supervisor's Job

Leadership Styles

Planning & Organizing Work

Giving Orders; Directing Processes

Supervisory Decision-Making

Understanding Individual Employee

Improving Performance-Motivation

Employee Discipline

Communications

Evaluating Employee Performance$

Handling Complaints, Grievances

Compensating Employees

Selecting New Employees

The Supervisor and the Union

e Supervisor of the Future - EEQ, OSHA

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Bluebook ATR-17001

ECONOMICS 1187
* What is Economics?

Pure Capitalism - A Theory
Mixed Capitalism in the U.S.
Government: Expenditures
Microeconomics: A Company
The Distribution of Wealith
GNP, Inflation and Recession
Labor and Unions

Public Welfare and Poverty
Theory of Income/Employment
Government and the Economy
Money and Banks

Money and Growth

Probiems and Growth

Law of Supply and Demand
Production Costs

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-17002

OFFICE CAREERS 1187
* An Office Career

The Office Assistant
Handling Communications
Communications Equipment
Filing and Indexing
Duplicators and Copiers
Word Processing Equipment
Postal and Shipping
Banking and Legal Duties
Travel and Conferences
Spelling and Grammar
Business Writing

Writing Reports
Bookkeeping Steps

The Business Style

Planning Your Career
Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-17003

BUSIPACK-1 1373
Mailing list, order entry, inventary control, invoicing,
That’s exactly what the small business man needs to
save time and money.

Atari 800, 48K RAM, Disk 98.00

Bluebook #ATR-17004

ATAMEMO 1373
This is the date-blick you always wanted to keep track
of your appointments. This powerful program makes
effective time planning easy. 29.95

Ep
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Also See Related Categories: 16000 Biology

Blue Book #ATR-19000

CHEM LAB SIMULATIONS #1: TITRATIONS 0173
Powerful high-resolution graphics give the user
realistic control over these three experiments: an
acid-base titration experiment; determination of a weak
acid equilibrium constant, including a titration exper-
iment and a pH-meter experiment; and the deter-
mination of Avogadro’s number, including a titration
experiment and a monomolecular experiment.

Requires Atari 800, 40K, and 1 disk drive. 100.00
Blue Book #ATR-19001
CHEM LAB SIMULATIONS #2: IDEAL 0173

GAS LAW

Featuring colorful low-resolution graphics, Chem Lab 2
is written in machine language for fast response time
and immediate feedback as the student or instructor
changes the gas environment. Chem Lab 2 illustrates
the ideal gas law, the kinetic-molecular theory and the
principles of diffusion.

Requires Atari 800, 40K, and 1 disk drive. 100.00
Blue Book #ATR-19002
CHEM LAB SIMULATIONS #3: 0173

CALORIMETRY

This Calorimetry simulation demonstrates Hess’s Law
by having the user determine the heats of reaction of
three separate chemical reactions. Dynamic high-resol-
ution graphics provide a realistic animation of the
actual steps of the Calorimetry experiments such as
heating water with a bunsen burner and mixing
reactants in a Calorimeter.

Requires Atari 800, 40K, and 1 disk drive. 100.00

37000 General Science
51000 Medicat

Blue Book #ATR-19003

CHEM LAB SIMULATIONS #4: 0173
THERMODYNAMICS

In this simulation, capillary tube experiments iitustrate
heat of vaporization, and thermodynamics of an
equilibrium reaction.

Requires Atari 800, 40K, and 1 disk drive. 100.00

j'
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Also See Related Categories: 22000 Computer Science

Blue Book #ATR-21000
/

CW MORSE 1123
Allows your computer to become a morse terminal for
your amateur radio station. It is capable of sending and
receiving morse code at speeds of 25 wpm or more.
Includes muitiple 255 character message buffers,
numerous special function keys, type-ahead keyboard
buffering, and automatic speed control on receive.
Software written in BASIC for ease of modification by
the user. Requires construction of two transistor, one
IC interface. Connection is made through the joystick
port on the Atari. Package includes software on
cassette, complete documentation, interface schematic,
and required connector.

Requires Atari 400/800 and 16K. 19.95

Bluebook #ATR-21001

TELELINK I 1300
An improved version of TeleLink |. Stores two phone
number and access codes that connect your computer to
other computers. Used with the Atari 835 Direct
Connect Modem, it automatically dials and recieves
information. TeleLink Il displays information on the
screen and lets you print it at the same time. Data
transfer rate: 300 or 1200 bits/second (industry
standard). Full or half duplex. Transfers ASCHI
characters.

Requires Cartridge, 8K RAM, Either the Atari
835 Direct Connect Modem, or the Atari 830 Acoustic
Modem, and the Atari 850 interface Module.
Optional: Printer

Bluebook #ATR-21002

TELELINK | 1300
Data transfer rate: 300 bits per second. Full or haif
duplex. Transfers ASCII characters.

Requires Cartridge, 8K RAM, Atari 830 Acoustic
Modem, and the Atari 850 Interface Module.
Optional: Printer

38000 Graphics
76000 Utilities
90000 Networking

Bluebook #ATR-21003

MORSE CODE TUTOR 1022
By Richard Watts/Macrotronics
Recommended for ages 7 and up/Written in Basic and
machine language. Here's a comprehensive and
enjoyable program for learning to recognize Morse
code. Learn at your own pace. Once you become
familiar with ail the characters, you can choose from
five different practice options. Beginners will want to
use the program’s tutorial, which contains eleven
4-character lessons. In each lesson you can specify the
character to be sent and then listen to the signal, or you
can have the program send any of the lesson’s
characters at random. In the latter case, you then press
the corresponding key on your keyboard. |f you press
an incorrect key, the program sends the code of the
pressed key and then resends the original character, to
help you learn the difference. You can also choose to
have random characters sent from the current and all
earlier lessons. As you become familiar with each code,
you can increase the transmission speed, from 5 words
per minute to as fast as 60 words per minute. You then
use the program’s other practice activities. For
example, you can specify the Morse character to be
sent; the character displays in blue on your TV screen
as it's sent and then changes to yellow, so you always
know which character you're hearing. Or, you can have
the program send random characters in groups of five
or random words. For all these options, you can vary
the speed according to your needs. Those preparing for
the FCC code test for ham radio operation, can listen to
randomly generated ham radio callsigns (e.g. KF8
WMO); each callsign displays as it’s transmitted.
Requires: Atari Basic Language Cartridge.

Cassette [410] 16K 22.95

Diskette [810] 24K 22.95

Looking For A Particular Program?
Use The Key-Word Index
In The Front Of The Blue Book
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Biuebook #ATR-21004

CHAMELEON CRT TERMINAL EMULATOR 1022
Convert your Atari Computer into a computer terminal!
For three terminal types, GLASS TTY, ADM-3A, and
VT-52, Chamelon supports tabs, line feed, form feed,
and visual bell signal. For the ADMZ-3A, and VT-52,
it also supports cursor addressing and basic editing
features. It does not support the special graphics
character set of the VT-52 or some rarely used ADM-3A
features.
Chamelon’s major features are: (1) an 80-column,
24-line character display (displaying 40 columns at a
time) with a lock cursor feature for automatic horizontal
scrolling; (2) previous page buffer; (3) continuous
transmission at baud rates of 75 to 4800 and
non-continuous at 9600; (4) selectable input and output
parity; (5) a BREAK signal; (8) the full ASCII standard
character set; (7) program uploading and downloading
capability between your computer and a time-sharing
system and between two Atari Computers; and (8) the
ability to dump the contents of the TV screen to a
printer. (The fall edition of the catalog neglected to
mention these last two features.) Assembly language
programmers with a 32K disk system and the
Assembler Editor Cartridge can define new terminal
types with Chameleon (the diskette version includes the
source code).
Requires Atari Basic Language Cartridge, Atari 830
Acoustic Modem or an R$-232C Device, and an Atari
850 Interface Module.
Optional: Atari or Equivalent printer.

16K Cassette or 24K Disk 24.95

Bluebook #ATR-21005

TELETARI 566
Your Atari has never had such easy access to the whole
of telecommunications—bulletin boards, news reports,
large time-sharing computers, the works. Now it's a
snap to tap into all these, and it's just as easy to
transfer your program or text files to and from a
remote computer. Meet TELETARI, a powerful,
adaptable telecommunications package. With TELE-
TARI, you simply choose the desired communications

function from a menu. Commonly used terminal
parameters are included in the program, but you can
change them to suit your needs with a couple of
keystrokes, using another handy menu, and store the
ones you plan to use again. TELETARI's generous
buffer stores up to 20K, so you can review, print, or
save received information long after you've hung up the
phone. TELETARI is compatible with most modems
and a wide variety of computers. And because it works
through the RS232 port, TELETARI is not limited to
modem/telephone uses. Put it to work in any R$-232
application you imagination can devise—even opera-
ting a laser disk!

FEATURES:

* Buffer of up to 20K

Menu-driven

Highly adaptable

Supports all 850 options

Compatible with 1200 baud modems and BIT 3
Fuli-view 80 board.

* Suitable for any RS232 application

Requires Atari 400/800 or 1200XL, Basic, 32K RAM,

And 850 Interface. Disk 39.95
Biuebook #ATR-21006
SWIFTY DATALINK 1352

By Tony Dobre

Features full performance uploading and downloading
in full-duplex or simplex modes and support both ASCII
and ATASCII transmissions. Saves significant connect
time charges when using commercial services by
automatically off-loading line data to your disk drive
upon completion of a transmission. Options are also
available to screen and/or printer dump received data.
May be used as a remote terminal compatible with all
the commercial services and bulletin boards such as the
Source and Compuserve, etc.

Requires 24K Minimum, Atari 850 Interface or
Equivalent and Atari 830 Modem or any other 300 baud
Modem. Printer Optional. Disk 39.95
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Also See Related Categories:

Blue Book #ATR-22000

COMPUTER LITERACY INSTRUCTIONAL 1016
PROGRAM [CLIP]

By Ann Edson and Amy McComb

Developed and tested during a series of inservice
courses in computer literacy, this program is designed
for use by teachers, administrators, and other
school-related personnel as individuals or in small
groups. The step-by-step, self-paced format provides
the users with hands-on experiences using drill and
practice, tutorials, simulation, testing and evaluation
on the microcomputer. After mastering the CLIP
program, someone who has never used a microcom-
puter before will be able to set up an in-class or media
center program for students to use the microcomputer
as a learning tool.

Lessons include:

* Introduction: Language, Booting, the Keyboard

* The Computer as a Calculator

® Instruction via the Microcomputer: Drill and
Practice, Tutorial Simulation

* Setting Up and Managing the Microcomputer Facitity
-including management of a classroom, resource
room or library; scheduling, support material, and
recording-keeping

* Selection and Evaluation of Software

Clip can be used in large or small segments and
reviewed and reused as often as necessary for the user
to attain computer literacy.

Disk 59.00

Blue Book #ATR-22001

INSTRUCTIONAL COMPUTING

DEMONSTRATION 263
The Instructional Computing Demonstration Package
is designed to aid in giving a series of brief
demonstrations illustrating the use of the Atari
computer in instruction. Programs on the diskette were
selected from the MECC series of Atari diskettes. The
programs are grouped into categories which illustrate
ways programs can be used in an instructional setting,

21000 Communications

24000 Data Base Management
38000 Graphics

76000 Utilities

such as in large groups, small groups, and individually.
This package provides an opportunity to preview
MECC’s Atari products and introduces educators to
using computers in the classroom.

Requires Atari 400/800. Disk 35.00

Bluebook #ATR-22002

HOW TO PROGRAM IN THE 438
BASIC LANGUAGE
By James L. Poirot and Don Retzlaff.
GRADE LEVEL: 6-14 and teachers
Software on disks or cassettes parailels chapters in the
student workbook. The workbook acts as reinforcement
for learning. Programming background is not required.
This software and workbook combination gives the
student step-by-step learning of BASIC programming.
The instructional strategy in this program is tutorial.
The available student/teacher instructional documenta-
tion for the use of this program includes activity/work-
sheets, program operating instructions, teacher’s guide
and student workbook. The strengths of this program
are: No previous computer knowledge is required; clear
and simple presentation of topics; accompanying
student workbook reinforces learning; tutorial nature of
the programs makes learning fun.

74.95

Bluebook #ATR-22003

AN INVITATION TO PROGRAMMING: 1 1300
Fundamentals of Programming. A friendly way to get
acquainted with programming in Atari BASIC. The six
lessons in this program are aided by a recorded voice
and introduce you to the computer keyboard, teach you
to use the Print statement and perform simple
mathematical calculations. You’ll also see examples of
the computer’s color graphics and sound capabilities.
For ages 10 to adult.

Requires Basic Cartridge, Program Recorder, and 8K
RAM.
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Bluebook #ATR-22004

AN INVITATION TO PROGRAMMING 2: 1300
Writing Programs One and Two. With these cassette
programs, you'll really start to get the hang of writing
programs in Atari Basic. Simple instructional steps,
including a recorded voice, cover topics such as
For...Next loops, subroutines, and Read, Data, Dim,
Peek, and Poke statements. You're on your way to
becoming fluent in a powerful computer language. Two
program cassettes complete with workbook. For ages
10 to adult.

Requires Basic Cartridge, Cassette, 8K RAM, and
Program Recorder.

Bluebook #ATR-22005

AN INVITATION TO PROGRAMMING 3: 1300
Sound and Graphics. Discover how versatile and
powerful Atari Basic can be. Learn simple music theory
and how to set the pitch, purity, and loudness levels of
notes along with recorded voice instruction. Draw your
own computer art by using the color registers, the
graphics characters and other features. Soon you'll be
using Atari Basic as if it was your native language!
Includes two program cassettes and a self-guiding
workbook. For ages 10 to adult.

Require: Basic cartridge and Program Recorder.
Cassette 8K RAM.

Bluebook #ATR-22006

PiLOT 1300
With *‘Turtle’’ Graphics you won't find a friendlier way
to take off into the exciting world of programming than
Pilot (Programmed Inquiry, Learning or Teaching).
Simple one or two-letter commands let you converse
with the computer. And responsive **Turtle” graphics
let you create imaginative and colorful displays on your
screen. You can even create sounds and tunes using up
to four simultaneous voices. Pilot is the ideal
introduction to programming and is excellent for
developing logical thought patterns. Ages 8 to Adult.
Requires Cartridge and 8K RAM. [Longer Programs
Require More RAM. |

Optional: Program Recorder, Disk Drive, and Printer.

Bluebook #ATR-22007

PILOT HOME PACKAGE 1300
Pilot stands for Programmed Inquiry, Learning Or
Teaching. It's the friendly way to get started in
programming. The home package has been econo-
mically designed for home and student use. It includes
the Pilot cartridge, the Student Pilot Reference Guide

and a Pocket Reference Guide. Pilot is the ideal
introduction to programming for children age 8 to
adults.

Requires Cartridge and 8K RAM. [Longer Programs
Require More RAM. |

Optional: Program Recorder, Disk Drive, and Printer.

Bluebook #ATR-22008

EXTENDED WSFN 1022
Do you know someone who is curious about your Atari
400/800 computer but has no programming knowledge
tocall on to try out your system? This program might be
the answer. WSFN (Which Stands For Nothing) is an
educational graphics language developed for teaching
programming concepts to beginners. Picture a small
robot turtle holding a pen in his mouth and sitting in the
middle of your TV screen. Now imagine you can
command the turtle to do such things as move, turn,
and raise and lower his pen. That is what WSFN is all
about. WSFN programs consist of strings of one-letter
commands like 'F* for forward, and 'L* for left turn.
With simple instructions, users can write such standard
programming structures as loops and subroutines. This
version of WSFN is greatly extended compared to the
original language, and it contains many advanced
debugging, graphics, joystick, and mass storage
features. Although you can do some fairly advanced
graphics with WSFN, it is meant to be a beginner's
language. Also, because it is strictly a graphical
system, it is not suitable for developing applications
programs.
Joystick Controller Optional.

16K Cassette or 24K Disk 22.95

Bluebook #ATR-22009

SIMULATED COMPUTER 1278
Students run their own simplified computer mode! and
learn programming principles. The CRT displays input
and output, internal registers, and 20 memory
locations. Students input programs, run them, single-
step them, and see the results of every machine cycle.
Begin by running a sample program and SIMULATED
COMPUTER describes its every step. Students learn to
anticipate each computer step as registers are
displayed. Soon they write their own programs in
SIMULATED COMPUTER’s simplified code. Ten
available instructions aliow surprising program variety.
Eight error messages help debug programs and a
simulated ‘‘BREAK' key halts execution. Typing
""HELP'’ displays full documentation.

Program includes five lesson tutorial and complete
Simuiated Computer Manual. Cassette 14.95
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Bluebook #ATR-22010

MEET THE COMPUTER: BEGINNING BASIC 1292
Color-coded activity folders teach BASIC programming
statements and commands. Each folder covers a
specific aspect of programming such as graphics, the
PRINT statement, IF THEN statements. Includes
reference folders for programmers, reproducible
graphs and charts for plotting graphics and keeping
records, programmer’s guide and other activities.
Grade Level: 4-adult Requires: Atari 400 or 800 with the
Atari Basic Cartridge, and 16K memory Disk 29.00

FOR ATAN® Comen TERS

'mckv -mlog@

Bluebook #ATR-22011

TRICKY TUTORIAL 1: DISPLAY LISTS 1308
Instructions on how to modify the Atari Display Lists to
get multiple graphics modes on the screen at the same
time. You can create your own custom screen that can
consist of Atari’s regular text and graphics modes plus
5 new ones. Grade Level: High School Requires: Atari
'400/800

24K Disk or 16K Cassette 19.95

$CRO l-l.' N‘»Ga‘

TRICKY TUTORIAL =20

WE MAKE LEARNING To PROBRAM FUN'!

Bluebook #ATR-22012

TRICKY TUTORIAL 2: HORIZONTAL 1308
& VERTICAL SCROLLING
Teaches how to scroll both text and graphics
horizontally, vertically, and diagonally. 18 examples
are included to get you started. You can put them in
your program now and go back to check the ‘‘hows’’
later. Grade Level: High School Requires: Atari
400/800

24K Disk or 16K Cassette 19.95

IEINE)

TRICKY TUTORIAL o3 (2

WE MAKE LEARNING To PROGRAM EUN/

Bluebook #ATR-22013

TRICKY TUTORIAL 3: PAGE FLIPPING 1308
A set of simple programs designed to teach those new
to the Atari how to store information on various screens
into memory and then bring them back instantly. The
techniques taught here can be used for animation and
professional slide like displays. Grade Level: High
School Requires: Atari 400/800

24K Disk or 16K Cassette 19.95

Bluebook #ATR-22014

TRICKY TUTORIAL 4: BASICS OF ANIMATION 1308
These programs are designed to teach those new
computers how to make shapes appear to move around
the screen. Animation is demonstrated using the Print
Command, Plot Command, and Atari Player Missile
Graphics. Grade Level: High School Requires: Atari
400/800

24K Disk or 16K Cassette 19.95
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Bluebook #ATR-22015

TRICKY TUTORIAL 5: 1308
PLAYER MISSILE GRAPHICS
Learn to write your own games and other animated
applications. Begins with many small samples and
builds into a complete game with everything fully
explained. Includes editors to help you create
applications and playfield shapes. Grade Level: High
School Requires: Atari 400/800

32K Disk or 16K Cassette 29.95

SOUND &MUSIC
TRICKY TUTORIAL ¥6 oo
INCLUDING-PLAYER PIANO

BY JERRY WHITE

Biluebook #ATR-22016

TRICKY TUTORIAL 6: SOUND & MUSIC 1308
Starts with the simple song statement and progresses
to chords and complete songs. All the material can be
used by beginners. Grade Level: High School Requires:
Atari 400/800

24K Disk or 16K Cassette 29.95

MEMORY N

e ——

Bluebook #ATR-22017

MEMORY MAP TUTORIAL 1308
If reading about memory locations isn’t enough, the
Memory Map Tutorial lets you watch them work. It is
the perfect companion to the Master Memory Map. We
discuss in detail over 30 of the most important memory
locations and their functions.

Requires 16K. Disk or Cassette 29.95

Bluebook #ATR-22018

ATARI BASIC - LEARNING BY USING 1373
[PROGRAMS FROM BOOK]

All programs from book (Bluebook #ATR-93012) on
disk. (Book included.) 29.95

Bluebook #ATR-22019

LEARN-FORTH 1373
A subset of FigForth for the beginner. On disk (32K
RAM) or on cassette (16K RAM). Even the Atari 400 or
Atari 800/16K RAM owner can program in Forth.
19.95
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Also See Related Categories: 44000 Inventory

Bluebook #ATR-24000

FILE-FAX DATA BASE MANAGEMENT 1028
SYSTEM

A user-friendly, visually-oriented data base system.
You can specify the information you want to keep track
of right on your computer screen, and design your
format exactly as you want it to appear. FILE-FAX has
abuilt-in editor that allows you to create a *‘form’’ right
on your screen, entering and displaying all the
information you need. You specify the types of data, as
well-such as dollars and cents, alphanumeric infor-
mation, yes or no answers, and so on. Once you enter
your information, FILE-FAX will automatically format
it to your specifications and create whatever disks are
necessary to-store it on. No compiicated calculations
are necessary, FILE-FAX performs all operations
automatically. When your data base is established, you
can enter, retrieve, delete, or change information
readily. Conventional filing systems employed by most
businesses organize their paper contents by a specific
reference point, such as the last name of the person or
company you are dealing with. With FILE-FAX, you
can search through your data for sets of records using
various criteria, such as matching particular names,
letters, or amounts; numbers within a certain range;
names between certain letter designations; cities,
states, or zip codes. For example, you can fite-and
retrieve-inventory information by the name of a
particular part. But if the name eludes you, FILE-FAX
can search for that same information by the part
number, or the vendor you bought it from, or the
customer you sold it to. Aiso contains a built-in report
generator, which permits you to print out your
information on your screen or on paper. Again, you can
specify the exact manner or format in which you want
your ‘‘hard copy’’ to appear-where on the page you
want report titles, page numbers, data base informat-
ion, informational messages, subtotals and totals. Your
report, like your data base, can be altered at will. When
your report is printed, the data base items can appear
in the alphabetical order in which they are automatic-
ally saved by FILE-FAX, or they can be printed out in
any manner you specify-up to an eight level sort. This
means that a mailing list, for example, could be printed
out alphabetically by country, state, county, city,

50000 Mailing Lists
76000 Utilities

township, or village; or numerically by zip code. Or that
any other report you need can be automatically sorted
in whatever manner is most useful to you. FILE-FAX
will retrieve, for example, all persons named Johnson
residing in a particular city. Or all Johnsons living on a
particular street in a particular city. But FILE-FAX also
features an in-field search capability—it can search for
a string of characters located anywhere within a field
within your database. To illustrate one way of using
this, FILE-FAX will search for all names ending in
‘‘son’’-should you be uncertain whether the name you
are looking for is Johnson, or Robinson, or Lewison.
Help is always available, not only through the
step-by-step, comprehensive manual that accompanies
each program. The press of a single key, at any point in
the program, will display an appropriate help screen on
your monitor. In addition, a pocket reference guide is
included that contains all the FILE-FAX command keys
and tells what each key is used for.

FEATURES:

Can create up to 31 fields per record

Record size limited only the size of your screen.
Will search for a record based on any field, or part of
a field.

¢ Has the capability to search for a record based on a
range-such as ‘‘greater than,”’ ‘‘less than,”
‘‘greater than or equal to,” or ‘‘less than or
equal to.”” And it can do so for any field or part of a
field.

Will total and subtotal for valid numeric fields.
* Can store multiple records with the same primary key
Completely memory based; once the program is
loaded, you need never swap a disk.

A comprehensive tutorial leads the user through all
phases of the program.

* Database file can span disk drives.

* Up to an 8-level sort can be defined at any time.
Optional suppression of trailing spaces on fields for
the printing of mailing labels.

Help screens available throughout the program.

* Built-in report generator.

New data disks are formatted automatically. You
never need to initialize a new disk.

Requires 48K RAM and 1 Disk Drive. A printer is
recommended for the printing of reports.
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Bluebook #ATR-24001

DATA BASE/REPORT SYSTEM 1022
By James W. Burley
If you've ever used a data base manager on a large
computer system, you'll appreciate the many features
of this general-purpose system. Creates and maintains
records. Have up to ten units of information (‘'fields’’),
with a maximum field length of 100 characters and a
maximum record length of 255 characters. The total
number of records you can store varies with record key
(size of key being the unique identifier for each record)
and available computer memory. Generally, you can
store about 1300 records having a five-character key on
a system with 40K of memory. You use the main
program to create a new file; add, update, and remove
records; sort the file; and print reports. Auxiliary
programs reorganize the data files to free unused
diskette space; redefine the file by adding fields,
modifying field sizes, or changing field headings;
delete old files; and print special reports. Search
criteria for locating records include ‘‘equal to,"" ‘‘equal
to or less than,”’ ‘‘equal to or greater than,”
‘‘between...and...,”” ‘‘all.”” You can apply your
specified search criterion to one or more fields, and you
can search on partial field values. The system produces
two standard reports. Vertical reports use no field
headings, and each field in a record prints on a separate
line. Horizontal reports use headings, and fields print
across the page for each record. The report writer lets
you modify and order in which fields print, sum up
numeric fields, and find your records using other than
normal keys.
Requires: Atari Basic Language Cartridge. DOS
2-formatted diskette[s] for data.
Optional: Atari 825 80-Column Printer or Epson
printer.

Diskette [810] 40K 22.95

Bluebook #ATR-24002

DATA MANAGEMENT SYSTEM 1022
By Ronald and Lynn Marcuse

Here's a data management system ideally suited for
short records, such as record, tape, and book catalogs;
telephone and address directories; and inventories.
Menus and prompts guide you through all input
activity. First, you define the characteristics of your
file. You enter the file name, the number of fields (up to
8), the field headings (up to 11 char.), maximum field
value (up to 30 characters), and the editing desired on
a field’s value (none, numeric, date, or dollar edits).
You can store records as large as 140 characters. From
then on, you can add, update, and remove records. You
can search your file on any field using whole or partial
search keys. Valid search terms are less than or equal
to, equal to, greater than or equal to, and range. You
can display your search resuits on the video screen or

print them on your printer (up to 30 char.), specifying

either complete or partial records. Finally, you can sort

your file on any field, specifying either ascending or

descending ASCII values for characters in that field.

Recommended for ages 15 and up/Written in Basic and

machine language.

Requires Atari Basic Language Cartridge.

Optional: Atari 825 80 Column Printer or Equivalent.
Diskette (810] 32K 22.95

Bluebook #ATR-24003

FILE-ITC 1352
By Jerry White

A cassette only start-up database management system
that files and manages personal information and data.
Designed to work in 16K and above systems, this user
friendly menu driven package creates, sorts, stores and
manipulates information. FILE-IT C configures and
handles data such as appointment calendars, address
or telephone records, credit and charge card records,
stock investments, medical and prescription informa-
tion, hobby, coupon and other types of collection
inventories. Because of its flexibility, FILE-IT C is
limited only by the user’s imagination and creativity.
Supports any Atari compatible printer. FILE-IT C holds
over 300 records in 48K. Requires: 16K minimum
Cassette 19.95

Bluebook #ATR-24004 S

FILE-IT 2+

By Jerry White
An updated deluxe package which contains all of the
features and programs of FILE-IT C plus five
additional, especially designed file handling and
financial management programs. The FINANCIAL
ENTRY and FINANCIAL REPORT programs create a

1352
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powerful personal financial management system for
recording transaction dates, and expense and income
entries. Three additional user designated fields give
bottom line accounting capability. Two additional
FILE-IT utility programs provide random access
updating and user controlied record selection. Full field
and sub-field machine language sorting is supplied.
Data files are stored on separate data disks permitting
large scale data management. Subfiles may be created,
merged and sorted by any field. A BAR GRAPH
program generates a screen display of financial data,
including values and percentages, in bar graph form
which may optionalily be printed. Supports up to 4 disk
drives as well as the 128K Axlon Ramdisk. Extensive
documentation, attractively bound, provides clear user
instructions along with a tutorial on computer filing.
Requires: 32K minimum, 80 column printer optional

Disk 49.95

Bluebook #ATR-24005

DISKETTE INVENTORY SYSTEM 1352
By Jerry White

Gives quick and complete control of expanding disk
libraries by storing a complete listing of all directories
directly onto a directory diskette. Just by numbering all
your disks, this system will automatically read the
directory of each disk, catalog it and alphabetically sort
all single and multiple copies of programs and data files
right on your screen or on your printer. Prints disk
jacket labels and alphabetized lists identifying the
location of a desired program or data file.

Requires: 24K minimum. Printer optional. Disk 24.95

liny
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Bluebook #ATR-25000

KALEIDOSCOPE 962
By Clinton Parker
Turn your Atari into a color kaleidoscope of ever-
changing patterns. These patterns are determined by
options (parameters) which can be modified with the
joystick and the keyboard. Depending on the options
chosen, sequences of patterns can be generated which
will not repeat for days! This is a great demonstration
program and it is quite enjoyable to just sit back, relax,
and watch. Requires 16K. Cassette 14.95
Disk 18.95

Bluebook #ATR-25001

SOUNDTRACK/COLORTRACK 1106
SOUNDTRACKG-A basic program which serves several
useful purposes. First, it is a great tutor in Atari sound
capability. Second, ‘‘SOUNDTRACK'' allows you to
sample every basic sound command that your Atari
makes, shows you the command while you listen, all
with your joystick. Thirdly, ‘‘SOUNDTRACK"' aliows
you to build musical chords with all 4 Atari voices.
(Almost 5 octaves of musical notes are displayed!) Why
“‘hunt and peck’ for the sounds you want when
“SOUNDTRACK’’ lets you find them in minutes?
COLORTRACK-Designed to take you through Atari’'s 9
Graphics Modes and lay all the corresponding color
registers at your feet! With your joystick you can
sample every set of color combinations in all 9 modes.
Each ‘‘setcolor’”” command is displayed and changes
automatically as you wield your magic stick. As a
bonus, ‘‘COLORTRACK " will show you how to use five
(yes—5!) separate colors in Graphics Mode 8!
Cassette [Both Programs)] 19.95
Disk {Both Programs] 29.95

Bluebook #ATR-25002

BANNER GENERATOR 1022
By John Daigle & Steve Bittrolff

Recommended for ages 8 and up/Written in Basic.
How often have you wished for a dramatic way to make

38000 Graphics

your point? With Banner Generator, you can turn out
one-liners up to six inches high and as long as 80
characters. You can print messages in normal character
intensity or extra dark(if you use an Atari 825
80-Column Printer). You can vary both character height
and character width. And you can select from three
output methods-the message printed with one fill
character (e.g., the character'#’), each output
character printed using itself as the fill character (e.g.,
“‘A’s’’ for the letter **'A’’), or a short word used as the
fill character (e.g., the word “FAREWELL’). The
message prints sideways down the paper like a ticker
tape. In addition, you can reproduce banner-size Atari
graphics characters, aithough these characters can’t be
fill characters.
Requires Atari Basic Language Cartridge and Atari
Printer or Equivalent.

Cassette [410]) 16K 15.95

Diskette [810] 16K 15.95

Bluebook #ATR-25003

JUKEBOX #1 1022
By Lee Actor

Recommended for ages 6 and up/Written in Basic and
machine language. Eight Classical Music Selections.
Do you need a new approach to home entertainment?
How about some elegant music as background for your
next dinner party? Created with help from Advanced
MusicSystem, Jukebox #1 turns your Atari Home
Computer into a record player you set and forget. A
selection of eight quality classics fills Jukebox #1. The
selections are ‘‘Overture to the Nutcracker’” by
Tchaikovsky, ‘‘Flight of the Bumblebee'' by Rimsky-
Korsakov, ''Air on the G-String’’ by J. S. Bach, ‘*String
Quartet in Eb’’ by Mozart, ‘‘Brandenburg Concerto #5
in D’ by J. S. Bach, ‘‘Well-tempered Clavier’’ by J. S.
Bach, ‘‘Fur Elise’’ by Beethoven, and ‘‘Fugue in C
minor’’ by J. S§. Bach. If you want to hear everthing, an
automatic play feature loads and plays each piece in
sequence. As you listen to a piece, a piano keyboard
plays notes on your TV screen, with each of the four
voices in a different color. For additional fun, plug in
your Atari Paddle Controllers and change the tempo of
a piece as it plays. (Note. The music on Jukebox #1
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cannot be modified using the Advanced Musicsystem
program because of space saving measures taken by
the author.)
Requires: Atari Basic Language Cartridge
Optional: One set of Atari Paddle Controllers

Diskette [810] 32K 15.95

Biuebook #ATR-25004

GRAPHICS/SOUND DEMONSTRATION 1022
This diskette shows off the Atari Computer’s out-
standing graphics and sound effects capabilities. An
Atari Computer can produce 128 different colors (16
colors, each at 8 levels of brightness). Use these colors
in myriad shapes, patterns, and sequences and just try
to imagine the range of special effects possible! This
diskette illustrates but a few of the many two and
three-dimensional effects you can achieve with an Atari
Computer. The diskette also contains a scroliing map
that demonstrates the Atari Computers’ fine scrolling
capability; the assembler source code is included to let
you see how it works. By studying the source code of
any of these programs, you can adapt the techniques to
your own applications.

Requires 32K, Atari Basic Language Cartridge,
Joystick Controller, and Paddle Controllers.

Optional: Atari Assembler Editor Cartridge. Disk 15.95

Bluebook #ATR-25005

GTIA DEMONSTRATION DISKETTE 1022
A set of BASIC programs showing off the graphics
power of the GTIA chip.
Requires: an Atari Basic Language Cartridge and an
Atari 400/800 Home Computer with GTIA chip
installed.

Diskette [810] 24K 15.95

5
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Bluebook #ATR-27000

BASIC ELECTRICITY

1187
Electrical Properties

Electric Power, Current, Voltage
Batteries and Direct Current

The Color Code of Resistors

Ohm's Law: How to Use [t
Series-Parallel Circuits: Kirchhoff's Laws
Analysis of Series-Parallel Circuits
Bridge Circuits and Divder Networks
Magnetism and Electromagnets
Alternators and Alternating Current
Alternating Current Analysis

Inductance and Inductors

Inductive Reactance

Capacitors and Capacitance

Capacitive Reactance

Analyzing Reactive Circuits

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-27001

INDUSTRIAL SOLID STATE ELECTRONICS

1187
Switches, Relays, Fuses, Breakers
Transformers

Electric Generators

Electric Motors

Theory of Semiconductors
Transistor Operation

Transistor Amplifiers

Electronic Vacuum Tubes
Transistor Amplifier Curves
SCR’s, Triacs, and Zeners
Multi-vibrators

Boolean Algebra

Gating Circuits

Radio Signal Transmission

Input and Output Devices
Electronic Instruments

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

22000 Computer Science
30000 Engineering
62000 Physics

Bluebook #ATR-27002

DIGITAL ELECTRONICS

1187
Digital Logic Electronics
Converting to Other Bases
Adding/Subtracting in Other Bases
Digital System Codes

Boolean Algebra in Digital Systems
Laws of Boolean Algebra

Practice with Boolean Algebra
Understanding Boolean Algebra
Operations with Logic Functions
Using Logic Gates

Circuits: Comparators & Detectors
Adders and Decoders

The Seven-Segment Readout
Simicon, Memory Cells-Flip/Flops
TTL Integrated Circuits

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Biuebook #ATR-27003

MATHEMATICS FOR ELECTRONICS

1187
Arithmetic Operations

Using the Slide Rule

Using Electronic Calculators

‘2 Percent Arithmetic’’

Negative Numbers; Notations
Negative Numbers; Notations
Adding and Subtracting Fractions
Roots and Powers of Numbers
Powers of Ten in Electronics
Equations and Formulas
Operations with Unknowns

Making Equations from Statements
Solving Linear Equations

Solving Simultaneous Equations
Solving Quadratic Equations
Trigonometric Functions

Vector Operations

Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00






28000 ¢ Elementary Mathematics

Also See Related Categories: 11000 Advanced Mathematics

Blue Book #ATR-28000

MATH FACTS 867
A series of self-paced instructional programs for
elementary school children. The programs in this series
automatically advance to the next unit when the child
has mastered 80 percent of the work generated by the
computer. The previous unit will be reviewed if the
child cannot master 50 percent of the work in a
particular unit.

The concepts covered in Math Facts Level 1 are:

e Numbers 1 - 20

¢ Number placement

e Number words

¢ Addition with symbols

¢ Subtraction with symbols

e Addition without symbols

e Subtraction without symbols

Recommended for grades K-2

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, and
Program Recorder. 20.00

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, and Disk
Drive. 25.00

Biue Book #ATR-28001

MATH FACTS LEVEL 2 867
The child is guided graphically throughout this level. In
the addition and subtraction units, the column on the
right must be added or subtracted before the next
column to the left.
This level includes:

* Number sequences to 100

¢ Greater than/less than (1 - 100)
¢ Addition - 2 columns

* Addition - 3 columns

e Subtraction - 2 columns

e Subtraction - 3 columns

Features:

e High resolution graphics
¢ Sound

e Animation

33000 Financial
60000 Personal Finance
72000 Statistics

Recommended for grades 1 - 3

Cassette Version Requirements:

Atari 400/800, 24K, Atari Basic Cartridge, and
Program Recorder. 20.00

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, and Disk
Drive. 25.00

Blue Book #ATR-28002

CON*PUTATION 867
This package contains two memory building programs.
Con*putations is a ‘‘concentration’’ type game for two
players. Match any equation behind the boxes with the
answer or an equal equation. Each of the eight levels of
play helps develop the chiid’'s addition, subtraction,
multiplication, or division skills. Also included is Tonal
Encounter. Play back the melody that the computer
composes. Each game is different. There are five levels
of play and a demonstration mode.

Recommended for grades 1 - 6.

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, and
Program Recorder. Cassette 20.00

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, and Disk
Drive. 25.00

Blue Book #ATR-28003

MATH FACTS LEVEL 3 867
Highly detailed graphics aid the child in learning how
to carry and borrow. When adding or subtracting, the
column on the right must be added or subtracted before
the next column to the left. The animated creature
makes sure that the child carries in addition or borrows
in subtraction when necessary.

Units in this level include:

* Addition - 3 numbers in one column

* Addition - 3 numbers in two columns

e Addition - 3 numbers in three columns

e Addition with carry

¢ Subtraction with borrow
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Features:

¢ High resolution graphics

* Sound

* Animation

Recommended for grades 2 - 4

Cassette Version Requirements:

Atari 400/800, 24K, Atari Basic Cartridge, and
Program Recorder. 20.00

Disk Version Requirements:
Atari 400/800, 32K, Atari Basic Cartridge, and Disk
Drive. 25.00

Blue Book #ATR-28004

THE BIG MATH ATTACK 867
Challenging new math program ... Unlike any other
program of its kind, the authors of this program have
skilifully combined the excitement and challenge of an
arcade game with basic math skills. Students sharpen
their skills before entering the correct answer to the
equations before it ‘‘lands’’ on the city. Provides hours
of educational entertainment.

Features:

¢ Full color

* High resolution graphics

* Animation

* Sound

* Four math functions

* Two levels of play for each function

Recommended for grades 1 - 6

Cassette Version Requirements:

Atari 400/800, 16K, Atari Basic Cartridge, and
Program Recorder. 20.00

Disk Version Requirements:
Atari 400/800, 24K, Atari Basic Cartridge, and Disk
Drive. 25.00
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Blue Book #ATR-28005

READ AND SOLVE MATH PROBLEMS 1016
By Ann Edson and Alian A. Schwartz

A progressive tutorial and drill program that teaches
your students the important elements of world
problems and the conversion of written problems to
number problems. The program allows interaction
between the student and the computer, provides
reinforcement of all concepts, and reteaching where
necessary. Interesting animated graphics reward the
student when he/she is correct. The program s
self-scoring and will not allow the student to progress to
higher level concepts until the previous lesson has been
mastered.

The programs include:

Key words in addition problems

Key words in subtraction or addition problems
Writing equations

Using equations to solve addition or subtraction
problems

More Addition and subtraction problems

Using equations to solve multiplication, addition, and
subtraction problems

* More multiplication, addition and subtraction
problems

Using equations to solve division, multiplication,
addition, and subtraction problems

More division, multiplication, addition, and sub-
traction problems

* Problems without numbers

® o o o

Included with the program are 10 reproducibie activity
masters to reinforce concepts and 4 reproducible
activity masters for a pre and post-test. Grades 4 - 6,

remedial secondary. 2 Disks, 85.00
Biue Book #ATR-28006
MATH BASEBALL 1016

By Dick Panneitz

A baseball game format is used to motivate the student
to do the repetitive drill ang practice problems
necessary to build addition, subtraction, multiplication,
and division skills. To play, the student must correctly
answer arithmetic problems. Each correct answer is a
hit, and each incorrect answer is an out. The more
difficult the question, the better the hit (double, triple,
home run). The program is designed so that two
students can play each other, or a single student can
play against the computer.

Levels 2 - 6, remedial secondary. Disk 24.95
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Blue Book #ATR-28007

MATH INVADERS 1016
By Robert Kassel and Richard Rothenberg
This program presents arithmetic drills as a motivat-
ional and familiar game format. The computer places
problems on the screen which move downward toward
the student’s spaceship. The student must move the
spaceship under the problem and type the correct
answer to shoot down the problem. This approach
makes repetitive drill and practice work fun. The drills
include addition, subtraction, multiplication, and
division problems. The student may choose the type of
operation. All of the problems are randomly generated
by the computer. The computer keeps track of scores so
that students may play against each other or alone.
Disk 19.95

Blue Book #ATR-28008

BASIC MATH COMPETENCY SKILL DRILLS 1016
By Michael P. Conion

These individualized programs will not only enhance
your students’ basic math skills, but will also be a
motivational tool to help teachers generate interest in
math for poor, as well as average students. Because
these programs make full use of the computer graphics
capability, students find the lessons fun to use. Even
reluctant students become eager to begin class. In each
program, the student or teacher can choose from a wide
range of types of examples and levels of difficulty so
that every program contains several lessons. All the
examples given are randomly chosen by the computer,
yet all examples are within specific ranges of difficulty.
In programs that involve examples with more than one
step (for example, fractions), the student is guided
through each example and can’t continue until each
step is done correctly. These programs take the
boredom out of math drilll The students enjoy the
‘‘rewards,’’ which are bold graphics, given for correct
answers. The computer relates to each student by name

which personalizes the lessons. Most important
students respond with enthusiasm and iearn!!
For junior-senior high school

Complete diskette series 203.00
Blue Book #ATR-28009

BASIC MATH COMPETENCY SKILL 1016
ADDITION, SUBTRACTION, MULTIPLICATION AND
DIVISION OF WHOLE NUMBERS. 39.95
Blue Book #ATR-28010

BASIC MATH COMPETENCY SKILL 1016

DRILLS - TABLES 1-12 AND ROUNDING OFF NOS.

Blue Book #ATR-28011

BASIC MATH COMPETENCY SKILL DRILLS- 1016
ADDITION, SUBTRACTION,

MULTIPLICATION AND DIVISION Disk 39.95
Blue Book #ATR-28012
BASIC MATH COMPETENCY SKILL 1016

DRILLS - DECIMALS AND GRAPHS/MEAN MED-

|IAN AND MODE Disk 39.95
Biue Book #ATR-28013
BASIC MATH COMPETENCY SKILL 1016

DRILLS - CONVERTING FRACTIONS AND PERCENT
AND PERCENT WORD PROBLEMS Disk 39.95

Blue Book #ATR-28014

BASIC MATH COMPETENCY SKILL DRILLS- 1016
AREA, PERIMETER, CIRCUMFERENCE

AND LINEAR MEASUREMENT Disk 39.95

Say You Saw It In
The Blue Book For The Atari Computer
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Blue Book #ATR-28015

INTRODUCTION TO MATHEMATICS ON 1016
THE COMPUTER
By Harry Finkelstein and Frank A. Russo
This program was designed to help slow learners and
learning disabled students increase their mathematical
abilities by decreasing the distractibility factor and
increasing the students’ interest. This program covers
addition, subtraction, multiplication, and division.
Each area has 6 levels of difficulty. The student makes
her/his own choice. Each area has twenty randomly
selected problems. If the student gets the problem
wrong twice, the computer is programmed to show the
same problem as a word problem. This is a self-scoring
program. When the student gets 85 percent correct the
computer will allow the student to go on to the next
area. If the area is complete, it will go up to the next
level of difficuity. The only prerequisite for the student
is that s/he must be taught to type in ““RUN"’ and to
press the enter key. The program runs itself.
For Math Level 1.5-4.0, Reading Level 2, Slow
Learners, LD.

Disk 39.95

Blue Book #ATR-28016

INTRODUCTION TO DECIMALS ON 1016
THE COMPUTER
By Harry Finkelstein and Frank A. Russo
This program is modeled on Introduction to Mathe-
matics on the Computer, except that it deals with
decimals. It covers addition, subtraction, multiplication
and division of decimals. Each area has six levels of
difficuity.
For Math Level 2-5, Reading Level 3, Slow Learners,
LD

Disk 39.95

Blue Book #ATR-28017

MISSING MATH FACTS 1016
By Robert Williams
Missing Math Facts contains addition, subtraction,
mutltiplication, and division examples on four levels of
ascending difficulty. The student chooses the level s/he
wishes to work on (Level 1,2,3, or 4). Each example is
presented with the answer, but missing another
component. The student must figure out what the
missing number is. Correct answers are “‘rewarded.”’ If
the student is unable to give the correct answer by the
third try, the complete problem with the answer is
displayed. Students may need paper and pencil to work
out the problems, especially at the higher ievels.
For Grades 3 - 6, Remedial Secondary.

Disk 39.95

Blue Book #ATR-28018

METRIC AND PROBLEM SOLVING 263
This diskette provides programs that encourage
students to become familiar with the metric system. It
also includes educational games that review a variety of
mathematical concepts. Metric Estimate, Metric
Length, and Metric 21 provide drill and practice in
working with metric units, estimation, and conversion.
Bagels is a game of logic, while Hurkle can be used for
teaching coordinate systems, direction, and point
location. Number is a game of logic that uses varying
ranges of numbers, while Taxman teaches about factors
of a number and prime numbers. Handout pages for
use with students are available in the support manual.
For Grades 2 - 6.

Requires Atari 400/800. Disk 36.00
Blue Book #ATR-28019
BASIC ARITHMETIC 263

Basic Arithmetic contains six programs that provide
practice in arithmetic skills. The programs are designed
for use at the elementary level but could also provide
remedial work for older students. Base Ten drills on
multiplication of multiples of ten and decimals as well
as basic multiplication facts. Math Game and Speed
Drill provide exercises in all four arithmetic operations
with whole numbers. Round and Estimate involve
rounding whole numbers and using rounded numbers
to estimate answers to arithmetic exercises. Change
allows the student to role play a cashier and practice
giving correct change. The support manual contains
handout pages for the students’ use.

For Grades 2 - 6.

Requires Atari 400/800. Disk 35.00
Blue Book #ATR-28020
GRAPHING 263

Graphing consists of six programs designed for use in a
variety of mathematics classes. Slope, Polygraph, and
Polar are problem-solving programs that enable
students to investigate relationships between equations
and their graphs without tedious point-by-point
plotting. Students develop strategies for locating a
‘‘snark’’ while practicing constructing circles on a
coordinate system in the eductional game Snark. Radar
and ICBM are simulations of the interaction of two
missiles. In Radar, the positions of the missiles are
shown on a simulated radar screen, while in ICBM the
missiles’ headings are given as north and east
coordinates.

For Grades 7 - 12.

Requires Atari 400/800. Disk 40.00
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Blue Book #ATR-28021

SPACE JOURNEY 1093
An entertaining educational program. By answering
questions dealing with fractions, decimals, and
percentages, you commandeer a space ship to distant
planets or intercept different meteors.

Requires 16K. Cartridge 44.95

.Blue Book #ATR-28022

PICTURE ARTS 1093
An entertaining educational program dealing with
various mathematical operations. With each correct
response, the player can create a funny face by
choosing different parts and putting them together.

Requires 16K. Cartridge 44.95

Bluebook #ATR-28023

CASH REGISTER 0006
Run your own grocery store and make sure you don’t
cheat either your customers or yourself. Colorful
graphics and sound make learning practical mathe-
matics skill a real pleasure. There’s also a voice tutorial
that shows how to use the CASH REGISTER game.
Ages 9 and older. 24K Disk 23.95

16K Cassette 16.95

Bluebook #ATR-28024

FRACTIONS 0006
Learn how to work with fractions: the arithmetic of
fractions, equivalent fractigns, decimal fractions,
proper and improper fractions. Comprehensive, easy-
to-follow instructions--with voice narration--build and
reinforce important math skills. Ages 9 and older.
24K Disk or 16K Cassette 29,95

Biuebook #ATR-28025

ADDITION WITH CARRYING 0006

Beat your own best score as you progress at your level

of mathematical skill. Program waltks you through each

step of a problem, with sound and color to make it all
exciting. Ages 7 and older.

16K Disk 23.95

8K Cassette 16.95

Bluebook #ATR-28026

QUANTITATIVE COMPARISONS 0006
Eight programs that prepare students for SAT-type
math problems. Problems start with elementary
concepts and cover most material that would appear in
the test. Comprehensive guide included. A final test is
given, along with explanations.
24K Disk [Joystick) 26.50
16K Cassette [Joystick] 19.95

Biuebook #ATR-28027

NUMBER SERIES 0006
1, 2, 3, 7, 11...what's next? Learn how to approach
number series problems and how to analyze their
patterns. Then practice with increasingly difficuit
problems. The computer provides clues if you have
trouble. 16K Disk 23.95

8K Cassette 16.95

Bluebook #ATR-28028

ALGEBRA 0006
This course clearly and effectively teaches important
concepts of elementary algebra: mathematical senten-
ces; variables; exponents; commutative, associative,
and distributive laws; signed numbers; solving
equations, etc. Based on learning theory: you must
master each step before proceeding to the next. Lots of
practice sessions and problem solving. Voice narration,
user’s guide, and other unique features.

24K Disk or 16K Cassette

Bluebook #ATR-28029

DIVISOR GAME/WIPE OUT 1139
Consists of:

DIVISOR GAME-Although disguised as a game, this
program is an excelient exercise for those learning to
divide. For those learning about factoring integers, and
for those long familiar with both concepts who are
looking for a recreational challenge. The game is played
using the integers 2 through whatever you choose all
displayed in an array. On your turn, you can remove
any integer from the array and your score is increased
by that number. Your opponent, the Atari, can then
remove each integer that is a factor of the number you
removed. The sum of these factors is the Atari’s score
on your turn. On the Atari’s turn, it selects first and you
select the factors. Play alternates until all integers are
removed.

WIPE-OUT-Wipe-Out is an exciting game of judge-
ment and nerve. On the surface it’s a game of chance.
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Beneath the surface it’s a challenging probability
simulation which could form the basis of many
non-trivial class discussions in a course on introductory
probability. Grade Level 6 - 12,

Disk or Cassette 19.95

Bluebook #ATR-28030

MAXIT 1105
Play against the computer. Or two can play. Designed
as a children’s game to make addition and subtraction
fun. Sound and player/missile graphics.

Requires 16K And Joysticks. Disk or Cassette 24.95

Bluebook #ATR-28031

FLASHCARDS 1105
Traditional flashcard drill of addition facts in a new and
modern setting. Children tove the joysticks and sound.
They hardly know they're getting smarter! Dynamic
handicapping and immediate help when needed to
remove this from the ordinary. Also available with
speech from an Alien Voice Box.

Requires 16K And Joysticks. Disk or Cassette 24.95

Bluebook #ATR-28032

SELECTED MATHEMATICS 1187
¢ Multiplication-division by fractions
¢ Addition-subtraction of fractions
* Additions of mixed numbers
* Changing fractions to decimals
¢ Finding a circle area using pi
* Using a ruler to measure fractions
*‘Area of triangles
* Squares of small numbers, roots
¢ Radius and diameter ot circles
* Volume of cylinders and prisms
¢ Changing fractions to decimals
¢ Rounding decimals, doilars, cents
* Changing percent to decimal fractions
* Part, percent, total in percent
* Interest, commission, percent
* Money and fractions
Requires Atari 400/800.
16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-28033

MATHEMATICS LEVEL1-6 1187
* Learning number digits

* Learning number meanings

* Fundamental drills in addition

* Fundamental drills in subtraction

Drills in Multiptication
Fundamentai drills in division
Greek and Roman numeration
Babyionian and Hindu-Arabic

Base ten raised to powers
Grouping and re-grouping

Lines and Angles: naming, adding
Triangles, squares, rectangles, circles
Fractions: equal and unequal parts
Fractions: equal parts of a whole
Writing and comparing fractions
Naming, defining parts of fractions
Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00

Biuebook #ATR-28034

MATHEMATICS LEVEL 4-8 1187
Numerator, denominator, bar
Multiplication of fractions

Factors and prime numbers
Reducing fractions, reciprocals
Reducing fractions, lowest terms
Proper fractions, mixed numbers
Multiplication-division of fractions
Addition-subtraction of fractions
Addition of mixed numbers
Changing fractions to decimals
Converting decimal numbers

Word problems using percents
Additional problems using percents
Finding circle area using pi

Using a ruler to measure fractions
Requires Atari 400/800

15 Lessons, 8 Cassettes 79.00

Bluebook #ATR-28035

MATHEMATICS LEVEL 5-12 1187
Decimal and fractional equivalents
Place values of decimal point
Addition-subtraction of decimals
Multiplication of decimals

Changing fractions to decimais
Rounding decimals, dollars, cents
Changing percent to decimal fractions
Part, percent, total in percent

Solving for a missing percent value
Reciprocals in simple equations
Percent of one number to another
Interest on money, Part 1, principal
Part 2, interest formula, instaliment
Part 3, discounted-instaliment interest
Part 4, comparing interest

Part 5, simple interest on savings
Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00
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Bluebook #ATR-28036

MATHEMATICS LEVEL 4-6 1187
Reading line graphs

Reading double line graphs
Understanding single bar graphs
Understanding double bar graphs
Interpreting picture graphs
Interpreting circle graphs
Estimating distances: pace, height
Estimating distances: foot, span
Estimating weights of objects
Telling time by hours, A.M,, P.M.
Telling time by minutes

Telling time-story problems

Time zones-differences between
Elapsed time in minutes, seconds
Fractional, percentage circle graphs
Circle and bar graphs from data
Requires Atari 400/800

® ® 6 ¢ & 0 & © © 2 0 0 0 0 0

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-28037

MATHEMATICS LEVEL 6-12 1187
Equilateral,isosceles, right triangles
Formula for perimeter of triangles
Finding one side of a triangle

Side of an equilateral triangle

Area of triangle

Squares of small numbers, roots
Pythagorean theorem

3-4-5 and 5-12-13 right triangles
Estimating square roots

Perimeter of rectangles and squares
Finding one side of a rectangle

Area of rectangles and squares

Length, width, area of rectangies
Diagonals, interior angles of rectangles
Radius and diameter of circies

Volume of cylinders and prisms
Requires Atari 400/800

® & o 0 6 0 o 0 0 0 0 0 0 0

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-28038

MATHEMATICS LEVEL 6-12 1187
Basic arithmetic problems
Computations with currency
Fraction and percent problems
Fractional, percent, interest
Percent and business .probiems
Currency and fractions
Fractions, decimals, percents
Fractions, business arithmetic
Discount, percent, fractions
Percent, interest, area

Fractions, time units, rates of speeds
Business and general problems
Operations and money problems
Business and general problems
Interest, commission, percent
Money and fractions

Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-28039

MATH FOOTBALL 1164
A two player game, although one player can practice
alone. Math Football takes ordinary drill and practice
math problems and makes them fun. Players have to
answer a math problem in a limited amount of time to
score yardage on the football field. One ptayer can have
different time limits and harder problems than the
other. The computer prompts you for ali necessary
information in clear English. The disk version of the
program ‘boots’ automatically when you turn on the
machine with the disk in the drive. You will not need to
make any code modifications.

An Atari 400/800 BASIC program disk version requires
24K RAM Memory. The cassette version requires 16K
RAM Memory. 20.00

Bluebook #ATR-28040

MATH DIVING 1200
After choosing an operation (addition, subtraction,
multiplication, or division) and one of six levels of
difficulty, two players compete to climb a tower and be
the first to dive into a pool of water. Players advance up
the ladder by correctly answering the math problems.
Requires 16K. 19.95

Bluebook #ATR-28041

RACE CAR FACTS 1200
Two to four players compete, in a math drill format, to
get their race car to the finish line. Six levels of
difficulty are provided and a choice of addition,
subtraction, multiplication, division, or mixed opera-
tion problems are given. Extensive graphics are used to
advance the race cars a random amount on a correct
response, while no advance is provided on an incorrect
answer. Requires 16K. 9.95
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Bluebook #ATR-28042

TICTACTOE FACTS 1200
Two players compete, in a tic tac toe format, to answer
math problems correctly to win the game. Six levels of
difficulty are provided and a choice of addition,
subtraction, multiplication, division, or mixed opera-
tion probiems are given.

Requires 16K. 9.95

Bluebook #ATR-28043

SPEED FACTS 1200
Two people compete on math facts, using the four basic
operations and choosing among six levels of difficulty.
Each person has the opportunity to respond and the
first one to do so, can attempt to answer the problem.
Points are awarded for correct answers and a summary
is given when a winner is declared.

Requires 16K. 9.95

Bluebook #ATR-28044

MATH FACTS 1200
A timed practice of addition, subtraction, multiplica-
tion, division, or mixed operations with six levels of
difficulty is provided. A summary of time and accuracy
is given after 10 problems. The student is provided with
heip if necessary.

Requires 16K. 9.95

Bluebook #ATR-28045

TENS & HUNDREDS 1200
Prectice in counting objects using groups of ones, tens,
or hundreds. Tutorial help is given.

Requires 16K. 9.95

Biuebook #ATR-28046

PLACE VALUE 1200
Choice of place value, expanded notation, or decimal
notation with four levels of difficulty is offered. Tutorial
help provided and summary given at completion of
lesson.

Requires 16K. 9.95

Bluebook #ATR-28047

NUMBER SEQUENCE 1200
Choice among three levels for practice in supplying a
missing number of a number sequence. Level 1: (0-10);

Level 2: (0-100); Level 3: (0-1000). Tutorial help
provided, no reading required.
Requires 16K. 9.95

Bluebook #ATR-28048

NUMERAL NAMES 1200
A concentration game format to practice matching the
numerals with their corresponding names. The
program provides the option for either one or two
students.

Requires 16K. 9.95

Bluebook #ATR-28049

MONEY CHANGE 1200
Given a dollar for a purchase and the cost of an item,
the student will be required to make change using the
fewest number of coins.

Requires 16K. 9.95

Bluebook #ATR-28050

MISSING OPERANDS [INTEGERS] 1200
Choose between addition or subtraction and see if you
can supply the missing operand. You can also select
between two levels of difficulty, a timed-test with no
help provided, or a tutorial practice session. In the
tutorial option, several levels of help are provided
whenever errors are made. At the conclusion of 10
problems for either level, a summary of your work is
displayed.

Requires 16K. 9.95

Bluebook #ATR-28051

MISSING OPERANDS [WHOLE NUMBERS] 1200
You can choose an operation (addition or subtraction),
select the range of numbers (0-5 or 0-10), and also the
level of difficulty in supplying missing operands in
number sentences with whole numbers. Level one is a
tutorial practice session with several levels of help
provided whenever it is needed by the student. At level
two, you can have a timed drill and practice session.
Summaries are provided at the conclusion of both
session.

Requires 16K. 9.95
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Bluebook #ATR-28052

FRACTION CONCEPTS 1 1200
This program provides a choice of either a tutorial or
practice with halves, thirds, or fourths. The tutorial
shows a model for each fraction presented. Help is
provided for incorrect answers,

Requires 16K. 9.95

Bluebook #ATR-28053

FRACTION CONCEPTS 2 1200
Practice is provided in recognizing equal parts, halves,
thirds, or fourths. Each is an option which may be
selected at the beginning of the program. A ten
problem summary is provided.

Requires 16K. 9.95

Biuebook #ATR-28054

FRACTION SYMBOLS 1 1200
A picture representation of a fraction is shown along
with a choice of several fraction symbols. The student
must select the correct fraction symbol.

Requires 16K. 9.95

Bluebook #ATR-28055

FRACTION SYMBOLS 2 1200
Four different choices are provided in this program.
You may choose to work with a group of objects which
show halves, thirds, or fourths, or a combination of ali
of the above.

Requires 16K. 9.95

Bluebook #ATR-28056

FRACTION COMPARISONS 1200
The student must compare two given fractions by
typing in the less than, greater than, or = symbois. A
ten problem summary is given. Help levels are
provided for incorrect answers.

Requires 16K. 9.95

Bluebook #ATR-28057

FRACTION EQUIVALENTS 1 1200
The student may choose to reduce a fraction to lowest
terms or find an equivalent fraction for a fraction given
in lowest terms. Help is provided for incorrect answers.
A Ten problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28058

FRACTION, REDUCING 1200
Practice reducing fractions. Help is provided for
incorrect answers through picture representations, A
picture representation of the problem is also given
when the problem is correct. A ten problem summary is
given.

Requires 16K. 9.95

Bluebook #ATR-28059

ADD FRACTIONS 1 1200
This program provides problems in adding fractions
with like denominators. The student may choose to
work with problems where the answer must also be
reduced. Help is provided for incorrect answers. A ten
problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28060

ADD FRACTIONS 2 1200
This program focuses on addition of fractions without
having to reduce the answer. Help is provided
throughout the program, including work with common
multiples. A five problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28061

SUBT. FRACTION 1 1200
Practice in subtracting fractions with like denominators
is provided. A choice of problems with answers to be
reduced or not reduced is given. Help is provided for
incorrect answers. A ten problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28062

SUBT. FRACTION 2 1200
A five problem set is given on subtraction of fractions
with unlike denominators. Help is provided for each
incorrect answer.

Requires 16K. 9.95

Bluebook #ATR-28063

MIXED FRACTIONS 1 1200
Diagrams are used to illustrate the concept of mixed
fractions. Help is provided for incorrect answers. Each
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part of the mixed number is handled separately.
Starting with the whole number. A ten problem
summary is given.

Requires 16K. 9.95

Biuebook #ATR-28064

MIXED FRACTIONS 2 1200
This program gives practice in changing mixed
numbers to improper fractions. Two methods can be
practiced - the counting method or the multiplication
and addition method.

Requires 16K. 9.95

Bluebook #ATR-28065

IMPROPER FRACTIONS 1 1200
Diagrams are used to help the student change mixed
fractions to improper fractions. Help is provided for
incorrect answers. A ten problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28066

IMPROPER FRACTIONS 2 1200
This program gives practice in changing improper
fractions to mixed fractions. Help is provided for
incorrect answers through the use of fraction diagrams.
A ten problem summary is given.

Requires 16K. 9.95

Bluebook #ATR-28067

DECIMALS 1 1200
Decimal concepts through physical representation.
Requires 16K. 9.95

Bluebook #ATR-28068

DECIMALS 2 1200
Addition of decimals with emphasis on placement of the
decimal point.

Requires 16K. 9.95

Bluebook #ATR-28069

DECIMALS 3 1200
Subtraction of decimals.
Requires 16K. 9.95

Bluebook #ATR-28070
DECIMALS 4
Muttiplication of decimals.
Requires 16K.
Bluebook #ATR-28071
DECIMALS 5

Division of decimals.
Requires 16K.
Bluebook #ATR-28072
PERCENTS 1

Concept of percents.
Requires 16K.
Bluebook #ATR-28073
PERCENTS 2
Estimating with percents.
Requires 16K.
Bluebook #ATR-28074
PERCENTS 3

Find the rate.
Requires 16K.
Bluebook #ATR-28075
PERCENTS 4

Find the base.
Requires 16K.
Bluebook #ATR-28076
PERCENTS 5

Find the percentage.
Requires 16K.
Bluebook #ATR-28077

DECIMALS 6

Fraction to decimal conversion.

Requlres 16K.

1200
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1200

9.95

1200

9.95

1200

9.95

1200

9.95

1200

9.95

1200

9.95

1200

9.95
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Bluebook #ATR-28078

DECIMALS 7 1200
Decimal to fraction conversion.
Requires 16K. 9.95

Bluebook #ATR-28079

DECIMALS 8 1200
Estimation using decimals.
_ Requires 16K. 9.95

Bluebook #ATR-28080

DECIMALS 8 1200
Comparing decimals.
Requires 16K. 9.95

Bluebook #ATR-28081

DECIMALS 10 1200
Rounding decimals.
Requires 16K. 9.95

Bluebook #ATR-28082

JAR GAME 2-6 235
* Probability

¢ Ordering of Fractions

* Problem Solving

Green and gold pieces of candy fill two jars. Students
must select in which jar a buzzing fly will have the best
chance of landing on a gold piece. Score fifty points and
you beat the computer.

Bluebook #ATR-28083

GULP!! 2-6 235
* Basic Facts Addition Drill

¢ Basic Facts Multiplication Drill

Students answer 20 basic facts problems as a little fish
is chased by a big fish. Wrong answers speed up the
big fish. Correct answers keep the little fish in the lead.
A bonus game will test students ‘‘fishing"’.

Bluebook #ATR-28084

COMPUBAR, 4 & up 235
* Reading Graphs

e Constructing Arithmetic

e Expressions

Students will add or subtract the bar lengths given to
match the length of the green goal bar. Perfect scores,
which require the ability to read graphs correctly and
think logically, earn fireworks.

Bluebook #ATR-28085

FRENZY 2-6 235
¢ Basic Facts Subtraction Drill

* Basic Facts Division Drill

Students must answer 20 basic facts problems before
the alligator eats 10 fish. Any fish the student saves
earns time in the bonus game. The bonus game object
is to capture as many numbers as possible, avoiding
obstacles.

Bluebook #ATR-28086

BATTLING BUGS, 4 & up 235
* Positive & Negative Numbers

¢ Integer Readiness

Two rows of bugs will march toward one another. Upon
meeting, the colliding bugs disappear in combat. As
the bugs continue to march, students must add more
bugs to each column to combat the survivors. The goal:
‘‘debug’’ both sets of bugs.

Bluebook #ATR-28087

CONCENTRATION, 4 & up 235
* Equivaient Fractions

* Visual Memory

Twenty tiles hiding pictures or symbols of fractions
compose the game board. Students try to uncover a pair
of tiles which hide matching or equivalent fractions.
Matches count for valuable points in this competitive
game.

Bluebook #ATR-28088

ADDITION WITH CARRY 1282
Elementary & Up. "‘This is a program | think every
school should own.’’-The Computing Teacher. Ran-
domly generated problems may be designed up to 9
rows and 9 columns. The cursor locates the position of
each entry. Errors are immediately flagged enabling
the student to enter new answers. The correct answer is
given when a second error is made.
Requires 16K. Disk 24.95
Cassette 20.00
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Bluebook #ATR-28089

SUBTRACTION 1282
Elementary & Up. Practice in subtraction with the
option of borrowing is offered in this program which
allows the student to choose the amount of digits in
each number. The cursor leads step-by-step as errors
are immediately flagged enabling the student to enter a
new answer. The correct answer is given after two tries.
All problems are generated randomly with different
problems presented each time the program is run.
24K Disk 24.95

16K Cassette 20.00

Bluebook #ATR-28090

123 DIGIT MULTIPLICATION 1282
Elementary & Up. The student may design the
randomly generated problems by choosing to multiply a
3 digit number by a 1, 2, or 3 digit number.
Step-by-step, the student is taken through the
multiplication and addition process. Errors are
immediately flagged as the cursor locates the position
of each new entry.
16K Cassette 20.00
16K Disk 24.95

Bluebook #ATR-28091

LONG DIVISION 1282
Elementary & Up. . ““...this program should be in every
classroom where Arithmetic remediation is going
on.”’-The Computing Teacher. Randomly generated
problems designed by the student who choosesa 1, 2 or
3 digit divisor may be solved one step at a time.
Immediate error feedback is given at each step and two
chances for correction are offered before the correct
answer is provided. The cursor locates the position of
each entry simulating work being done on paper,
heightening the learning experience resuiting from the
student’s interaction with the computer.
16K Cassette 20.00
16K Disk 24.95

Bluebook #ATR-28092

ADDING FRACTIONS 1282
An excellent opportunity is provided by this program to
give students practice in adding fractions with
uncommon denominators. All problems are generated
randomly. The screen is divided into two segments, the
top for the work area and the bottom for messages and
instructions. The problem then evolves from left to
right. All work is done on the screen. The student is
given the option of changing denominators or adding. If
changing denominators, the student goes through the

process of entering the least common denominator (led)
and changing the fraction by muitiplying the numerator
and denominator. If the student is unable to find the
lcd, the program will branch to a section that will
explain how the led is found. The student completes the
addition when the denominators are equal. The
program provides for reducing and/or changing to
mixed fraction form. All errors are immediately flagged
and appropriate explanations given.
Grades 5-8
Cassette 32K 20.00
Disk 32K 24.95

Bluebook #ATR-28093

MULTIPLYING FRACTIONS 1282
Providing practice in multiplying fractions and in
cancelling or reducing, this superb teaching method
focuses on errors as they are made in a complex
algorithm. The student cannot continue until each step
is correct. All problems are generated randomly. The
screen is used as a worksheet and is divided into 3
segments. The top part shows the original problem, the
middle part is used as a work area, white the bottom
section is used for instructions and error messages. The
student is given the option of canceling or multiplying.
All work is done on the screen. If canceling, the student
enters the numbers to be canceled, which are
highlighted in the work area. The student then types in
the new values after cancellation. All errors are
immediately flagged and appropriate explanations are
given. When all cancellations are finished, the student
then completes the multiplication. The program
provides for changing the fraction to mixed fraction
form. Errors are categorized and totals are given at the
end of each problem and at the end of the lesson.
24K Cassette 20.00
32K Disk 24.95

Bluebook #ATR-28094

MONKEY UP A TREE 1022
By Joe Grande

Recommended for ages 4 and up. Written in Basic. It's
lunch time in the jungle and a littie monkey has found a
tree with lots of ripe bananas. The only way the monkey
can climb the tree to reach the bananas is for you to
solve arithmetic problems. It’s up to you to help the
monkey get its lunch today. Here's what you do. Each
time an addition, subtraction, multiplication, or
division problem appears below the tree, you type the
answer. If you're right, the monkey can climb part way
up the tree. if you miss an answer or take too much
time, the monkey slides down a bit, and the right
answer displays so you can study it. The monkey is very
hungry today and wants three bananas for lunch, but he
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can grab just one on each trip up the tree. Only you can
_help make a hungry monkey happy (and win the game)!
Can be enjoyed by one or two players of all ages,
because each correct answer entered by a player causes
the difficulty level of that player’s subsequent problems
to change. The difficulty is determined by the speed
and accuracy of previous answers and is adjusted
continualty. This handicapping feature means all family
members should try their best rather than adult players
‘‘going easy’’ on children and it means the game grows
with a child’s growing math ability.
Requires: Atari Basic Language Cartridge.

Cassette [410] 24K 22.95

Diskette (810]24K 22.95

Bluebook #ATR-28095

COUNTER 1022
By Al Casper
Recommended for ages 3-8/Written in Basic and
machine language. Young children wiil happily learn
to count to fifteen with this friendly introduction to
numbers. Bright colors and happy sounds capture
youngsters' attention and add to the fun of counting
exercises in English, French, German, or Spanish.
Counter has two parts. First, a number of five-legged
Gorks pop up on the screen. For each Gork, the Arabic
numeral and the word for the number in the selected
language scrool across the bottom of the screen and a
chime counts the number of Gorks currently on the
screen. In the second part, Counter displays a random
number of objects, such as sailboats or barns, and waits
for the child to count them. He or she can either use the
space bar, joystick controller, or paddie controller to
count each object, or press a number key to indicate the
total number of objects. Each response changes the
screen’s background color, and after each correct
answer, the screen turns green and a short melody
plays. With one keystroke, parents can check on a
child’s progress. All four versions have six levels of
difficulty. As the levels increase, permitted response
time decreases and the maximum number of objects
displayed increases. Can also serve as an elementary
vocabulary tutorial in any of the program’s four
languages.
Requires: Atari Basic Language Cartridge.
Optional: A set of Atari Paddle Controllers. One Atari
Joystick Controller.

Cassette [410] 16K 29.95

Diskette [810] 24K 29.95

Bluebook #ATR-28096

CUBBYHOLES 1022
By Dale Disharoon

Recommended for ages 5-12/Written in Basic. If you're
looking for a fresh approach to teaching addition, your

search is over. This one-or two-player game gives
plenty of addition practice, but players will be so
absorbed in wielding their Joystick Controliers and
planning their strategy, they’ll hardly be aware they're
sharpening their addition skills. In the two-player
version, you each work on separate, but identical 3-by-3
grids of one-digit numbers. Below the grid a number
between 6 and 18 displays. You can either select this
number yourself or you can opt for Cubbyholes to
choose it for you. You use a joystick to draw boxes
around sets of numbers such that each set adds up to
the number displayed below the grid. You must use al}
the numbers in the grid, and you may enclose each
number in only one box. Each grid has only one
solution! Once you think you’ve solved the puzzle,
move to the middle of the grid and press the joystick’s
trigger button. If you're wrong, Cubbyholes tells you to
try again. If you're right, you score a point and another
round begins. You can play as few as two rounds or as
many as twenty. In the one-player version, one grid
displays and your goal is to complete every round
successfully. Cubbyholes has more than five hundred
puzzle combinations, so line up the kids for fun and
competition with an educational twist.
Requires: Atari Basic Language Cartridge. One Atari
Joystick Controller per player.

Cassette [410) 16K 22.95

Diskette [810] 24K 22.95

Bluebook #ATR-28097

NUMBER BLAST 1022
By Richard Wiitala

Recommended for ages 6-16/Written in Basic. Who
doesn’t like color, sound, and action to perk up tedious
memory drills? Here’s a one-or two-player number drill
combining quick thinking with quick reflexes. In the
two-player version of Number Blast, you practice your
multiplication and addition while working your joystick
to ‘‘blast’’ to the correct number more quickly than
your opponent. But be careful-incorrect answers cost
you points. Depending on the kind of number drill
chosen, either the first to score 200 points or the player
with the higher score at the end of a set number of
problems is the winner. In the one-player version, you
can practice your joystick techniques and response
speed while blasting your way through the drills. You
can select a slow, medium, or fast joystick speed.
Number Blast offers practice in random addition
problems with numbers ranging from 1 to 20; addition
tables from 1 to 9 with one number picked at random;
and integer addition problems with numbers ranging
from -20 to 20. It also offers random multiplication
problems with numbers ranging from 1 to 12;
multiplication tables from 1 to 9 with one number
picked at random; and integer multiplication problems
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with numbers ranging from -12 to 12.
Requires: Atari Basic Language Cartridge. A set of
Atari Joystick Controllers.
Cassette (410} 16K 15.95
Diskette {810] 24K 15.95

Bluebook #ATR-28098

VIDEO MATH FLASHCARDS 1022
By Richard S. Waller
Recommended for ages 6-10/Written in Basic. Run
through two-minute drills in such a pleasant way that
youngsters might even do them for recreation! These
drills resemble the familiar single-digit problem/
answer flashcards, but this version enlivens the drills
with some simple sound, color, and graphics features.
It also displays a two-minute counter in the corner of
the screen so the child can keep track of the time. The
goal is to answer correctly as many problems as
possible within the two minutes. A child can choose
addition, subtraction, multiplication, or division prob-
lems or a mixture of all four types. He or she need enter
only the answer, without having to press the Return key
each time. The program displays the number of right
and wrong answers as the drill progresses. The child
receives a rank, such as Novice or Math Wiz, at the end
of the drill according to the number attempted and the
number answered correctly. The program also contains
areview stage, during which it redisplays any problems
missed during the drill to give the child another chance
to answer correctly. If he or she misses the answer, the
correct answer displays as a suggestion to the child to
type in and that problem occurs again later in the
review. These drills are suitable for individual and
group practice (children taking turns or in teams).
Requires: Atari Basic Language Cartridge.

Cassette [410] 8K 15.95

Diskette [810] 16K 15.95

Bluebook #ATR-28099

MATHEMATIC-TAC-TOE 1022
By Nadav Caine

Recommended for ages 8-16/Written in Basic. Simple
computation errors you make at age eight can stay with
you all your life. Don’t iet your child start out with these
mistakes. Here’s an offbeat way for kids to practice
their basic computational skills. Suitable for classroom
or home use, Mathematic-Tac-Toe provides addition,
subtraction, multiplication, and division drills on 15
difficulty levels and 15 time-limit levels, making this
program appealing to children with widely varying skill
levels. The most difficult levels go beyond the point at
which students normally memorize answers. The time
limit ranges from 2 to 23 seconds. After choosing the
kind of math problem to practice, a difficulty level, and

a time-limit levei, the two players are ready to square
off against each other on the standard three-by-three
square, tic-tac-toe grid. A player chooses a square to
fill. The computer then poses a math problem, which
the player must answer within the designated time limit
in order to mark his or her chosen square. The
computer marks the square the player's symbol (X or
O) for a correct answer. The player forfeits the square
for an incorrect answer. The game ends when one
player fills a row vertically, horizontally, or diagionally,
or when the players fill all nine squares but neither has
completed a row (a tie). Kids will delight in testing their
skills against parents’, but parents will happily
acknowledge defeat in this case.
Requires: Atari Basic Language Cartridge.

Cassette [410] 16K 15.95

Diskette [810] 24K 15.95

Bluebook #ATR-28100

MATH UFO 1022
By Gregor Novak
Recommended for ages 8-12/Written in Basic and
machine language. A mysterious flashing spaceship
floats to the top of the screen. Is is a Martian? No, it's
Math Ufo flashing you number drills! Math Ufo is a
very competitive, one-or two-player educational game
that turns math drills into a fast moving, arcade-style
challenge. So, warm up your joystick wrist and get
ready for a space chase! As a spaceship containing a
math problem floats up the center of the screen, the
answer appears within each player’s column of
numbers along the side. Players use their joysticks to
place their guns on the answer and then fire at the UFO
as it passes by. A hit from the correct answer earns
points. The high scorer after a set time wins the game.
In the one-player version, a player races against the
clock to improve his score and math skills. To
accommodate different levels of coordination and
mathematical proficiency, Math Ufo has options for
varying the speed of the UFO and the gun movement
and for selecting from the addition, multiplication,
subtraction, or division problems. You may choose any
number between one and nine or all numbers in that
range.Requires: Atari Basic Language Cartridge. One
Atari Joystick Controller per player.

Cassette [410] 24K 22.95

Diskette [810] 32K 22.95

Bluebook #ATR-28101

THREE R MATH SYSTEM 1022
By Dan Rohr

Recommended for ages 5-13 for math drill in the
classroom and at home/Written in Basic. Whether
faced with a large class or a small one, what teacher
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wouldn’t dream of having an ultrafast way to create
custom-tailored math dritls for each student? Three R
Math System can do just that. This comprehensive
basic math drill package uses a unique password
system by which teachers specify the types and levels
of problems for each student, as well as the amount of
time allowed per problem, the number of problems to
be worked, and the total time allowed for the session.
Has 101 difficulty levels covering addition, subtraction,
multiplication, and division. Problems range from
adding two one-digit numbers to multiplying a
three-digit number by a four-digit number. The
sequentially designed levels let each student work on
problems at his or her current ability level. Designed
for kindergarten through eighth grade levels, the
system is very easy to use for both stydents and
teachers. The teacher creates a six-or seven-letter
password, one letter representing each selectabie drill
feature, and gives it to the student. The student inserts
adiskette into the disk drive, types in his name and the
password, and the drill begins. A summary of the
results displays at the end of the session. The results
can also be stored on diskette or printed out so that the
student has a permanent record of the session. The
printout contains all the problems worked, together
with the correct answers and the student’s answers,
helping to pinpoint weak spots. Ten extra problems also
appear for more practice. The program produces
summary reports of all student’s results.

Requires: Atari Basic Language Cartridge. DOS
2-formatted diskette[s] for storing records.
Optional: Atari 825 80-Column Printer or Epson MS-80
Printer.

Diskette [810] 40K 22.95

Bluebook #ATR-28102

THREE R MATH CLASSROOM KIT 1022
By Dan Rohr

The Three R Math System has been tested and
acclaimed by educators, and now it's available as part
of a comprehensive three-part package, Three R Math
Classroom Kit, which includes a worksheet printing
program for practice drills, and a gradebook record
keeping program. The program has 101 difficulty levels
covering addition, subtraction, multiplication, and
division. Problems range from adding two one-digit
numbers through dividing a two-digit number into a
four-digit number. The sequentially designed levels let
each student work on problems at his or her current
ability level. The system is designed for kindergarten
through eighth grade levels. Both students and
teachers have found it easy to use. The teacher creates
a seven-letter password, one letter representing each

selectable drill feature, and gives it to the student. The
student types in his name and the password, and the
drili begins. A summary of the results displays at the
end of the session. The resuits can also be stored on
diskette and later printed out so that the student and
teacher have a permanent record of the session. The
printout contains all the problems worked, together
with the correct answers, the student’s answers, and
the times required to work the problems. This printout
can help to pinpoint weak spots. Ten extra problems
also print for more practice. The worksheet program
lets you generate customer-tailored worksheets from
the same 101 different levels of math problems to
supplement other practice methods. Because it's a rare
school district that can provide enough computers for
ail it's students, this part of the kit can give each
student more individual practice for the drills he needs.
The worksheet program creates practice pages of
problems without answers, problems with every other
answer given, or keys with all the answers provided.
The easy-to-use prompts make combining these options
asnap. The 3rd part of the kit, the gradebook program,
offers a means of keeping records for a whole class and
for individual students. The gradebook program takes
care of hours of painstaking record keeping. This
cumulative record lets you and your students check on
their progress. If you’ve done any comparison shopping
for a complete package like this one, you probably think
the low price is a misprint. It's not-the decimal point is
in the right place! This is one of the most thorough and
versatile programs you can find for its purpose, and its
costs only a fraction of the price of the few programs
like it.
Requires: Atari Basic Language Cartridge. Atari 825
80-column Printer or Epson MS-80 Printer Diskettes for
storing records.

Diskette [810] 40K 49.95

Bluebook #ATR-28103

TEASERS BY TOBBS 1022
By Thomas C. O’Brien and Sunburst Communications
Hours of absorbing, challenging fun are in store when
you meet Tobbs and try to solve his ‘‘teasers’’-puzzies
in the form of grids. The puzzle grids are made of
three squares across and three squares down. The
symbol for addition or multiplication appears in the
upper left square, and the other eight work together
like a crossword puzzle to show sums or products. At
first, some of the squares are blank. Tobbs hops about
asking what number should fit into each square, based
on the relationships among the numbers you see. He
shows his delight when you give him the right number,
but he shakes his head firmly when you’re wrong. The
program is based on the ideas of Jean Piaget, the father
of child developmental psychology. At the easiest level,
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you supply one-digit answers. But at the higher levels,
not only do the squares hold two-digit numbers, but you
often have to reason backwards, forwards, and sidways
from the sum to the numbers which add or multiply
together. For very advanced players, some puzzles
have more than one possible answer. If things get too
hard for you, Tobbs is always available to give you help.
He calculates how many problems you answered
correctly at the end of each set of puzzies. Teachers can
use the program in the classroom, but parents can also
help their children improve their skills. Adults, too, will
be challenged by these puzzles! Recommended for ages
8 and up. Written in Basic.
Requires: Atari Basic Language Cartridge.

Diskette [810] 16K 29.95

Bluebook #ATR-28104

MATH MISSION 1022
By Dave Kosmali
Your kids would rather play Quarxon or Space Chase
than work on their math skills, right? Make their lives a
little easier-give them an exciting space game that just
happens to provide solid exercises in basic computa-
tional skills. While your spaceship is rocketing across
the bottom of the screen, the fuel level is dropping
steadily. You can stoke up the spaceship by answering
math problems.Enough correct answers will get you to
the next planet, where your spaceship refuels
completely, and you're off to conquer still more new
worlds. Flags on the screen appear to show how many
planets you've explored. At the beginning of each
game, you can set the kinds of problems (addition,
subtraction, multiplication, division, or a mixture of all
four). You can also choose one of three levels,
depending on how fast you think you can give answers
to fuel the spaceship. Besides being exciting to play,
Math Mission follows some sound educational princi-
ples. Each time you answer incorrectly, the same
problem appears again. If you miss it three times, the
right answer finally appears. In addition, you're
encouraged by surprise bonuses for long strings of
correct answers, or for landing at a new planet with lots
of fuel left.
Requires: Atari Basic Language Cartridge.
Optional: One Atari Joystick Controller

Cassette [410] 16K 24.95

Diskette [810] 24K 24.95

Free Product Information
Is Available When
You Use The Reader Action Card

Bluebook #ATR-28105

ESCAPE TO EQUATUS 1022
By Thomas Ferguson
The Mathemen are desperate. They're the only
survivors of the disaster that destroyed their planet,
and they’ve been cruising through space in their robot
ship, looking for a new home. They thought the moon
Equatus might be just the place- but no! As soon as
they land and leave the safety of their robot ship, the
dread Equacion battie cruiser - attacks. The battle
cruiser sends a series of arithmetic problems across the
top of the screen. Then a row of numbers from 0
through 9 descends on the Mathemen. Their only
chance is to shoot down the correct answers with their
lasers. They’ll never survive without your help! In this
fast-paced game, you use your Joystick Controller to
select correct answers and blast away at them. The four
levels start with ‘‘trooper,’” which requires addition
and subtraction,division, and multiplication for number
6 to 24. The speed and complexity increse at each
higher level. If you miss an answer, the Mathemen are
immobilized. But don’t despair. The battie cruiser
returns later in the game with the problem you missed,
and if you get it right this time, they come back to life.
While you’re breathlessly saving Mathemen, you might
not notice that you're learning more efficiently with
each repetition. The program keeps a score for each
game and compares it to your highest score, so that you
can measure your progress.
Requires Atari Basic Language Cartridge, and one
Joystick Controller. Cassette [410] 24K 24.95
Diskette [810] 24K 24.95

ERC

WHAT IS THE SUM?

Bluebook #ATR-28106

SOCCER MATH 623
A math teaching program which utilizes graphic-dis-
played soccer players to test for the correct answer. A
choice of addition, subtraction or multiplication
problems, in ten skill levels, are displayed on a soccer
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field screen for two players. With a correct answer, the
soccer player Kicks in a goal, while an incorrect answer
results in a missed shot. For missed shots, the correct
answer is displayed on the screen for reinforced
learning. This program includes a Teacher Manage-
ment File to assess the current skill level of each
student and automatically adjust the skill level of each
user based on the number of correct answers, thereby
assuring that each player is competing at his or her
skill level. The Teacher Management File also allows
the teacher or parent to adjust the number of problems,
turn the music off and print out the class file. This
program is applicable for elementary and intermediate
students and is available in disk form. 24.95

Bluebook #ATR-28107

GALAXY MATH FACTS GAME 888
By Jerome |. Weintraub and Random House
PURPOSE: Add extra motivation and challenge to the
drill and practice of basic math concepts.
CONTENT: Six basic math programs: (1) whole number
addition, subtraction, multiplication, division; (2) place
value; (3) fractions; (4) decimals/percents; (5) integers;
(6) estimating/rounding.
The player’s ship and crew are on the other side of the
galaxy. The objective is to get back to earth without
being destroyed by the STAR FIELD, the BLACK
HOLE, or the KLINGONS. To overcome the obstacles
they encounter, students must accumulate energy and
ammunition by correctly responding to basic math-fact
questions. Students try to complete the game, or return
to earth, in as short a time as possible. The added
challenge of avoiding danger in the space trip provides
exciting motivation for performing well.

FEATURES:

* Space travel dangers provide extra motivation for
mastering basic math facts.

* Automatic lowering to an easier level if a student
experiences difficulty.

* Problem-solving strategies are developed as game
decisions are made.

* Comprehensive Teacher's Manual includes informa-
tion on the program’s instructional design, pre-
requisite skills, content chart for each level of the
program, and clear instructions on how to use the
program. Grade Levei 1 - 9.

Requires Atari 800 and 48K.

Set of 6 Programs on Disk 147.00
Programs Also Available Individually.

Bluebook #ATR-28108

GRAND PRIX 888
By Paul Foster and Random House
PURPOSE: Increase student’s motivation to learn basic
math concepts.
CONTENT: Six basic math programs; (1) whole number
addition, subtraction, multiplication, division; (2) place
value; (3) fractions; (4) decimals/percents; (5) integers;
(6) estimating/rounding.
Students are automatically assigned a performance
level in the Grand Prix—student driver, teacher driver,
or Grand Prix driver—based on their level of math
skills. Each level requires greater ‘‘driving’’ and math
skills. Students control their cars by using the
computer’s direction-control keys. Correct answers
enable students to change a tire, repair their cars, or
refuel. Students race against time to complete 100 laps
and math-fact problems.
FEATURES:
* Highly motivating and time drill in essential math
facts.
* Different placement levels give students of ali ability
levels a chance to succeed—and learn.
¢ Comprehensive Teacher’'s Manual includes program
rationale and detailed instructions on how to use the
program.
* Easy placement of students based on their ability
levels. Grade Level 1 - 9.
Requires Atari 800 and 48K.
Set of 6 Programs on Disk 147.00
Programs Are Also Available Individually.

How many parts of the 6
last box are shaded? ki

?

Bluebook #ATR-28109

FRACTION/MIXED NUMBER RECOGNITION 1278
Every student can succeed with FRACTION RECOG-
NITION. High resolution graphics display partiaily
shaded rectangles, and the students count shaded and
total parts to name a fraction. Mistakes trigger beeping
numbers that count out the correction answer.

FRACTION RECOGNITION mastery leads students to
MIXED NUMBER RECOGNITION. Its similar format
teaches students to recognize combinations of whole
units and fractional parts. Cassette 14.95



28000 ¢ Elementary Mathematics

AISLE #S

At each display in this aisle, take

1
the iten thag has the lower total
price.

You nay see:
1) 4 at $.24 each - du
sun
942

Vo= should ¢hoosetthe‘2 ::‘S ‘3;?.
oU NaAY Sta n s a
for e’ clock tigl\ v

Bluebook #ATR-28110

SURVIVAL MATH: SIMULATIONS 1292
Four simulations that require students to use their
math skills as a basis for making sound judgments.
SMART SHOPPER MARATHON - students try to
figure out the best buys, using such aids as unit prices
and percent discounts. HOT DOG STAND - students
run a hot dog stand at the school’s football games to
raise money. They must purchase food and set prices
on the basis of anticipated crowd size and weather
conditions. TRAVEL AGENT CONTEST - students plan
a 7-day, 6-night trip without exceeding a prescribed
spending limit. Money must be allocated for transpor-
tation, meals, lodging and special events. FOREMAN'’s
ASSISTANT - students help plan a playroom and buy
materials for building it while keeping within a
specified time-frame and budget. Covers such concepts
as area, perimeter and units of measure. Grade Levei:
6-adult Requires: Atari 400 or 800 with the Atari Basic
Cartridge, and 16K memory 2 Disks 50.00

Bluebook #ATR-28111

TEASERS BY TOBBS: PUZZLES 1292
AND PROBLEM SOLVING

Designed to help students think logically to solve
addition and multiplication problems. In both pro-
grams, a grid and a character called Tobbs appear on
the screen. The grid presents a succession of math
problems, each with a missing number. Students use
logic to decide which number can't be, might be or
must be the number that solves the problem on the
grid. Both programs offer six levels of difficulty. A
teacher’s guide provides background information, plus
suggestions for classroom use. Grade Level: 4-adult
Requires: Atari 400 or 800 with the Atari Basic

Cartridge, and 16K memory Disk 35.00
Bluebook #ATR-28112
MATHS FOR FUN: 1308

Use inventive math games to make learning those
ho-hum exercises fun.
16K Cassette or 24K Disk 14.95

Bluebook #ATR-28113

MARATHON: 1308
Build mathematical skills using a challenging race
against the computer or an opponent. Race through
different levels of difficulty but watch out...one wrong
move and your opponent can take the lead.
Requires Joystick.

16K Cassette or 24K Disk 19.95

Bluebook #ATR-28114

NUMBER MATCH 687
By Kay L. Schrag.

A program for remedial education, slow learners, or
young learners. The student matches a numeral with a
domino pattern or a set of figures. An excellent
program for developing the concept of numbers.

FEATURES:
* Three levels of difficulty
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* Game-like setting
* Highly mativational

At the easiest fevel the student matches numeral with
domino pattern. At the most difficult level, sets of
objects are matched with numerals and domino
patterns. Ages 3 to 7.

Requires Atari 800 and 48K Memory.

Disk 29.50
Cassette 24.85

Bluebook #ATR-28115

NUMBER MATCH IT 687
By Kay L. Schrag.

There are two levels in this program. In the first, the
student is given a domino pattern. He must type the
appropriate numeral 1 through 9. At the second level,
the student presses the space bar to make counters
appear to match the numeral. An exceilent program for
number concept development.
Requires Atari 800 and 48K Memory. Disk 29.50
Cassette 24.85

1=

Bluebook #ATR-28116

FACTS MATCH SERIES-ADDITION 687
By Kay L. Schrag.
Excellent for concept development and mastery of basic

facts. In a game-like setting, students match numerals
with word names and number combinations.
FEATURES:

* Three levels of difficulty

* Four speeds of motion

¢ Graded sequence of facts

Optional manual control speed for slow or handicapped
students.
Requires Atari 800 and 48K Memory. Disk 28.50

Cassette 28.85

Bluebook #ATR-28117

FACTS MATCH SERIES-SUBTRACTION 687
Disk 29.50
Cassette 28.85

Bluebook #ATR-28118

FACTS MATCH SERIES-MULTIPLICATION 687
Disk 29.50
Cassette 28.85

Bluebook #ATR-28119

FACTS MATCH SERIES-DIVISION 687
Disk 29.50
Cassette 28.85

Bluebook #ATR-28120

MATH FACTS-GAME | 687
By Edward C. Beardslee, Ph.D.

The purpose of these games is to provide highly
motivating practice on the 400 basic math facts in
addition, subtraction, multiplication and division. The
user may choose any operation or combination of
operations at any one of four levels of difficulty. To
play each game, the user must first correctly give a
basic fact, then he can take his turn at the game. The
user plays against the computer. The program consists
of 4 games:

COUNT DOWN-Students try to complete as many facts
as they can before the computer counts down from 30 to
0.

SECRET WORD- The computer selects a math word.
The student tries to guess the word. After each wrong
guess, a hint is given until the secret word is identified.

TIC TAC TOE- In order to beat the computer, students
must get their facts correct and use strategy.
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THE GREAT COMPUTER CHALLENGE- A timed race
against the computer to see if the correct answer can be
given in the time alloted.
Requires Atari 800 and 48K Memory.

Disk or Cassette 39.80

Bluebook #ATR-28121

NUMBER CRUNCHER 687
By Max E. Jerman, Ph.D. and Norman D. Hardy.
Math texts have pictured ‘‘Function Machines’’ of
various types for many years. Using a micro computer it
is now possible to actually see such a device work. This
*‘Function Machine'’ accepts the number the user
inserts. Then wheels turn and out pops a new number
that the NUMBER CRUNCHER made out of the old
one. The object is to guess the rule the NUMBER
CRUNCHER used to make the new number out of the
old one. This highly motivating activity teaches
students the concept of a mathematical function in a
captivating manner.

Features:

Carefully graded set of rules.

Carefully graded set of combinations.

Encourages reasoning and logical thinking.
Comprehensive teacher’'s manual.

10 lessons of 5 formulas each.

3 levels of difficulty.

30 lessons in all.

Functions range from simple linear N + 5 in Lesson 1
to quadratic in Lesson 10.

Requires Atari 800 and 48K Memory. Disk 59.80
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Also See Related Categories: 37000 General Science

Bluebook #ATR-29000

SCRAM 1300
Learn how a nuclear power plant operates. Build a
nuclear power plant, then you control its operation-
even under adverse conditions. Above all, try to
prevent a melt-down! Scram is more than a game. It
simulates the operation of a nuclear power plant that's
modeled after reai-life situations. Develop a deeper
understanding of nuclear safety issues. It's absorbing
for everyone ages 12 to aduit.

Requires 16K RAM, Joystick Controllier, Basic
Cartridge, and Program Recorder.

Bluebook #ATR-29001

ENERGY CZAR 1300
The President has just appointed you Energy Czar and
given you full power to set the nation's energy policy.
This simulation lets you promote or restrict supplies of
energy resources by raising or lowering taxes on them,
regulating prices, and tightening or loosening environ-
mental controls. Your decisions will infiluence the
growth rate of the economy, the inflation rate and your
own popularity. To stay in power, you must score well
in ail of these areas. For ages 12 to adult.

Requires 16K RAM, Program Recorder, and Basic
Cartridge.

j‘

41000 Home & Household
62000 Physics
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Also See Related Categories:

Bluebook #ATR-30000

FLUID POWER 1187
Fluid Power introduction

Theories and Principles

Laws

Fluids and Contamination
Transmission of Forces

Basic Systems; Diagrams

Fluid Power Lines

Fluid Power Connectors

Sealing Devices and Materials
Reservoirs, Filters, Accumuilators
Pumps and Compressors

Control & Measurement of Flow
Control & Measurement of Pressure
Directional Control Valves

Fiuid Power Actuators
Troubleshooting Fluid Power Systems
Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-30001

FUNDAMENTALS OF REFRIGERATION 1187
Fundamentals of Refrigeration
Refrigeration Cycle

Compressors

Condensers and Receivers
Evaporators

Metering Devices

Basic Cycle Controls

Refrigerant Characteristics
Refrigerant Oils

Accessories

Piping

Dehydrations

Charging and Discharging Systems
Installation Procedures

Multiple Systems

Troubleshooting

Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00

11000 Advanced Mathematics
22000 Computer Science
27000 Electronics

62000 Physics

72000 Statistics

Bluebook #ATR-30002

AUTO MECHANICS 1187
Checking out a used car
Overhauling the car's engine
Increasing the car’s performance
Facts about the car’'s mechanism
Terms a mechanic uses

The car’s electrical system

The Automobile Mechanic-Career
The Mechanic and His Tools

Safety in the Shop; color code

The Diagnostic Center

Engine displacement in cubic inches
Converting to the metric system
Mileage-fuel performance
Computing changes and labor costs
Replacing a burned out fuse

Credit interest, paycheck deductions
Requires Atari 400/800

16 L.essons, 8 Cassettes 79.00

Bluebook #ATR-30003

GENERAL SHOP PRACTICES 1187
Tool identification lesson, Part 1
Tool identification lesson, Part 2
Fasteners and hardware

Proper lubricant for small engines
Performing periodic services
Operation of the four-cycle engine
Discussion of a two-cycle engine
Use of micrometers and calipers
Measuring, marketing, cutting-metal
Soldering electrical connections

The acetylene torch, safety rules
Cutting and Welding

Electric arc welding, terms, types
Unsafe situations, prevention
Employment hints

Discussion of Business Etiquette
Requires Atari 400/800

16 Lessons, 8 Cassettes 79.00
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Bluebook #ATR-30004

CARPENTRY 1187
Plans for building a house
Constructjon of a house
Framework and basic construction
Erect, close in-materials, elements
The trimwork of a house
Completing for occupancy

The Trade of Carpentry

The Carpenter and His Tools
Wood: The Basic Material

Safety on the Job

Solving Carpenter problems
Fractional and decimal values
Problems carpenters deal with
Linear measurements

Problems involving area

Board foot measurement-tumber
Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-30005

CONSTRUCTION 1187
* Construction site tools
* Four kinds of masonry mortar
* Making, setting, finishing concrete
* Measuring and drafting tools
* Orthographic and pictorial views
¢ Construction terms defined
¢ Nails, woodscrews illustrated
* Wood, uses, dimension lumber
Power saws, electric drills
Plumbing terms, concepts, equipment
Installations of pipe and fittings
Painters, estimating amounts
! Brushes, rollers, spray guns
Preparing wall and trim surfaces
Electricity-terms and components
Electrical wiring of a building
Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-30006

HYDRAULIC PROGRAM [HYSYS] 1022
By William L. Rice

Recommended for people involved with hydraulics/
Written in Basic. Your racing team wants to speed up
tire changes in the pits. Manually jacking up each side
of the car currently takes about 3 seconds. You suggest
a little DC-powered hydraulic unit might be the answer.
You hapen to have a unit in your low-rider car you'll
remove for team spirit. The unit puts out 4.5 gallons per
minute at 2500 pounds per square inch. You also have a

1.5"’ dia. cylinder to go with it. Not having the
least idea whether this will raise the car at all, much
less do so faster, you tell everyone to take a lunch
break. Now get out your Atari Computer and use
HYSYS to find the answer! Containing 14 systems
calculations, HYSIS has two menus, one for hydraulic
cylinders and one for motors and pumps. It aiso
displays a printable system tally sheet for each menu's
parameters. You can display the tally sheet at any time,
change one of the parameters, and redisplay the tally
sheet with all selected parameters updated to reflect
the new input. You can also erase the tally sheet and
start over. Intended for people involved in designing
hydraulic systems, HYSYS quickly solves all the
time-consuming calculations normally needed to size
hydraulic systems and components. In fact, the
program lessens the technical knowledge needed to
design a hydraulic system. With the data the program
calculates for you, you can often simply specify the
support equipment meeting those specifications. (P.S.
Your little power unit will save both time and effort.
The pit team was mighty impressed!
Requires: Atari Basic Language Cartridge.
Optional: Atari printer or equivalent printer.

Diskette [(810] 32K 22.95

=
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Also See Related Categories: 10000 Accounting
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Biuebook #ATR-32000

THE WEATHER ANALYST 1133
A menu-driven interactive data manager that allows
you to store and analyze your own local temperature
and precipitation data. It is the most sophisticated and
complete software ever offered for filing and processing
weather information on today’s microcomputers. The
program can be used to keep the records from vour
home, farm, school, or local airport, then convert the
data into useful information. Designed for the:

Weather hobbyist

Energy-Conscious Home Owner or Building

Manager

Contractor Whose Work is Weather-Sensitive

Farmer or Home Gardener

Educator or anyone else who is interested and

concerned with local weather trends.
Allows you to input daily weather observation of
temperature and precipitation. The software then
makes all necessary calculations and provides complete
information through its various menu selections. These
give you both charts and graphs showing such
information as accumulated precipitation, average
temperatures, and departures from normal. Heating
and cooiing degree days are also computed to help you
monitor energy use in your home or business. The
software includes historical weather records for your
location covering the period from 1951 through the
most recent year available. These records can be
recalled to compare with current weather conditions
and are also used to compute the long-term normal
weather conditions for the user’s location.

Disk 59.95

17000 Business Management
33000 Finance

60000 Personai Finance
76000 Utilities

Bluebook #ATR-32001

MEAT PROCESSES 1187
Basic Terminology
Anatomy - Some Terms
Varieties of Sausage

Meat Cuts

Meat Packing Substances
Meat Packing Conditions
Meat Packing Processes
Meat Packing Practices
Meat Packing Mechanisms
Animal Diseases
Miscellaneous Terms
Weight Conversions
Volume and Capacity

A Review of Fractions
Fahrenheit and Celsius

* The Metric System
Requires Atari 400/800.

e @ 6 0 ¢ & 0 0 ® o 0 8 0 0 0

16 Lessons, 8 Cassettes 79.00

Bluebook #ATR-32002

MEAT TECHNOLOGY 1187
Meat Inspection Legisiation
The Meat Business

The Poultry Business
Poultry Anatomy |

Pouitry Anatomy i

Poultry Pathology

Meat Hygiene

Dressing and !nspection
Meat Preparation
Marketing Meat

Natural Additives
Sanitation Procedures
Using Graphs

Time Zones

Percentage Problems

* Meat Calculations
Requires Atari 400/800.

16 Lessons, 8 Cassettes 79.00
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Also See Related Categories: 10000 Accounting

Bluebook #ATR-33000

VISICALC 1300
Visi Calc combines the ease and familiarity of a pocket
calculator with the electronic screen and powerful
memory capabilities of your Atari Home Computer.
Tasks such as calculating sales projections, income
taxes, financial ratios, cost estimates, budgets, or even
balancing your checkbook can now be done without
wasting time erasing and recalculating. The computer's
screen becomes a ‘‘window’' that looks upon a much
larger ‘‘electronic spreadsheet’ with 63 rows and 254
columns. If you change a number you had previously
written, VisiCalc automatically recalculates alt of the
related numbers. Editing features let you gquickly
change, insert or delete titles, numbers or formulas.
You can ask ‘‘What if..?"" and see how changing one
number affects the bottom line.

Requires 32K RAM, and an Atari Disk Drive. A printer
is optional. [Larger amounts of data require more
RAM].

Bluebook #ATR-33001

STOCK MANAGEMENT
By Greg Thrush

Recommended for ages 18 and up/Written in Basic. Do
you have trouble organizing all your stock transaction
receipts? With Stock Management, you record the
information from your trade confirmation receipts once
and the program then takes care of all your
record-keeping chores and also performs a variety of
analyses. Stock Management is ideal for serious traders
looking for an efficient way to monitor their transac-
tions. The program is both fast and enjoyable to use. A
series of easy-to-follow menus and prompts guides you
through entering and updating information for these
transactions: buy, sell, dividends, stock dividens, stock
splits, and nontaxable distributuions. A system with
32K of computer memory can maintain as many as 150
transactions, including 100 different stocks with 30
listings of the same stock. A system with 40K of
computer memory can handie 300 transactions. For
each transaction, you record the stock, its symbol, the

1022

11000 Advanced Mathematics
17000 Business Management
60000 Personal Finance
72000 Statistics

74000 Tax

transaction type and date, the exchange, and the
price/dividend, quantity, and commission or other
expense involved. The program automatically updates
your file whenever you add new or revised information,
and you can then display or print several kinds of
reports. For example, you can request an alphabetical
listing by stock of all transactions in a file; the current
status of your holdings, including the current value of
each stock held and the total value of all stocks held; a
summary of all transactions for a specific stock, along
with its equity, if currently held, or its profit or loss, if
sold; ard a capital gains summary of transactions in a
given year. With Stock Management, tracking your
portfolio becomes a piece of cake!

Requires: Atari Basic Language Cartridge.
Optional: Atari 825 80-Column Printer or
80-Column Printer.

Epson

Diskette [810] 32K 22.95

Bluebook #ATR-33002

BONDS OR BOMBS? 1419
What's a bond issue and how is it different from an
issue of stock? How are municipal bonds different
from savings bonds and how can you benefit from such
as investment? This program explores some of the
basics of finance and defines 10 of the most commonly
overlooked financial terms with plenty of contemporary
examples given. Not for the money-hungry or the
unemployed!

Requires 32K, Disk Drive, Monitor [Color Optional],
And Letter Quality Printer. 525.00

L
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Also See Related Categories: 47000 Language Arts

Blue Book #ATR-34000

WRITE HEBREW - FOR ADULTS 1029
If you can read Hebrew print, ‘‘Write Hebrew'’ can
teach you how to read and write Hebrew cursive script.
The program consists of seven units which present the
letters in a logical (although not alphabetical)
sequence, which has proven very effective in actual
classroom teaching. ‘‘Write Hebrew'’ is available in
two formats. One is for very young children and
features ‘‘Sticky Itzi’’, a cartoon stick figure who forms
the letters. The second, for older chiidren and adults,
emphasizes the actual formation of letters without the
cartoon format. Requires: 800/32K, 1 disk drive 20.00

Blue Book #ATR-34001

WRITE HEBREW - FOR CHILDREN 1029
Requires 800/32K, 1 disk drive 20.00

Blue Book #ATR-34002

CHUMASH COMPU-FLASH CARDS 1029
The student is given a choice of word sets from each
parasha (approximately 30 words per parasha, com-
plete with verse numbers for reference), allowing him
to study the words and their definitions, one by one, at
his own pace. At the completion of the study time, the
student is tested on the material he has completed. If
he answers a flash card incorrectly, the correct answer
is given to him. He may then continue on to the next
word or request and receive his score (a valuable
feature ordinary flash cards do not offer). After
receiving his score, the user may return to the main
index for another set of words to study. The word sets
cover a range of significant areas and were carefully
chosen from the parshiot by a group of educators with
long experience in teaching Chumash. The display is
large, clear and easy to read. The Hebew characters are
precise and include vowel signs. This program is
designed for the student who is beginning to learn
Chumash and is easily adapted for both the day school

and afternoon schoo! student. Available in Bereshit,
Shemot, Vayikra, Bamidbar, and Davarim. Requires
Atari 800, 32K, 1 Disk Drive. 20.00

Blue Book #ATR-34003

HEBREW READING 1029
This individualized program is designed to teach the
reading of Hebrew to those who have no prior
knowledge of the Hebrew alphabet and/or those who
are just building their basic reading skills. The course
contains thirteen units encompassing all of the letters
and vowels, individually and in sets. An optional sound
tape enables the student to hear the proper pronuncia-
tion of letters and words. Each unit includes quizzes
and review material, allowing the student to test
himself before progressing to a new unit. This program
is designed for use by either children or adults.
2 Disks 50.00

2 Disks With Sound Tapes 75.00

Blue Book #ATR-34004

READING RASHI 1029
This program is designed to teach the student ‘‘Rashi
script’’ in a time-conserving, efficient and interesting
manner. Each Rashi letter is compared with the
corresponding letter of the standard Hebrew alphabet.
Special emphasis is given to ‘‘look-alike” tetters such
as ‘‘aleph’ and ‘‘chet’’. The student should become
comfortable with the ‘‘Rashi script’’ after one or two
sessions.

Special features:

¢ Similarities and differences are pointed out through
the use of animation, flashing and dynamic displays.
* An index to letters being taught in each group of
frames is given to enable the teacher to remediate
probiem areas.

* The student is self-tested on his ability to master the
‘“‘Rashi Script’’ and return to those letters which he
has had difficulty in mastering.
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* Three periodic reviews of material are provided for

each section.

This program is designed to be used by any student

who is already familiar with the standard Hebrew

alphabet. Requires Atari 800, 32K, 1 Disk Drive.
25.00

Blue Book #ATR-34005

COMPU-DIKDUK 1029
A series of programs designed to reinforce the
student’s understanding of basic aspects of Hebrew
grammar.

Contents of the series include:

* Conjunctions of Hoveh and Atid in Kal

¢ Possessive forms - both singular and plural

¢ Masculine and feminine of common nouns

* Use of prefixes and suffixes

The dynamic use of graphics makes for rapid
understanding and assimilation of the grammatical
concepts presented. An integral part of each program
consists of quizzes and tests so that the student can
determine his own progress. Can be used for individual
study in a school learning center or at home, as well as
in the classroom environment.

Requires Atari 800, 32K, 1 Disk Drive. 25.00

Bluebook #ATR-34006

ASTRO WORD SEARCH:SPANISH 0006
Go on a Spanish word search in the grid of letters on the
screen. Computer shows you the number of words,
keeps score. Comes with a separate dictionary of
definitions. A terrific, entertaining way to improve
foreign-language vocabulary. Junior high to adult.
24K Disk [Joystick) 23.95
16K Cassette [Joystick] 16.95

Bluebook #ATR-34007

ASTRO WORD SEARCH:FRENCH 0006
Same as ASTRO WORD SEARCH: SPANISH. Junior
high to adult. 24K Disk [Joystick] 23.95

16K Cassette [Joystick] 16.95

Bluebook ATR-34008

CONVERSATIONAL FRENCH 1300
Like having a live-in language tutor! Now you can learn
a wealth of words and phrases to assist you while
traveling in foreign countries. The Atari Home
Computer teaches you with descripitve color pictures
on your TV screen. As you listen, the instructor

pronounces each phrase correctly. Each language
course consists of five cassettes and a workbook.
Requires Atari Basic Cartridge, Program Recorder, and
16K RAM.

Bluebook #ATR-34009

CONVERSATIONAL GERMAN 1300
Requires Basic Cartridge, Program Recorder, and 16K
RAM.

Bluebook #ATR-34010

CONVERSATIONAL SPANISH 1300
Requires Basic Cartridge, Program Recorder, and 16K
RAM.

Bluebook #ATR-34011

CONVERSATIONAL ITALIAN 1300

Requires Basic Cartridge, Program Recorder, and 16K
RAM.
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Also See Related Categories:

Blue Book #ATR-36000

WAYOUT 364
By Paul Edelstein

Step right up! Step right up! It's new, it’s fun, it's
amazing! {t’'s Wayout, a game so exciting that it can
make a blind man talk, a deaf man see! Step right up!
That’s the way kid, don’t be afraid, come right up here.
Now put on these Wayout protective goggles. Atta
baby! Now there’s an adventuresome youngster ready
for a challenging game of Wayout! Here, take this
compass and mapmaker and follow me. I'm gonna open
this door and | want you to step inside. See, nothing to
be afraid of, just a littie maze. What are those? Those,
my daring young one, are Fireflies! And friendly
Fireflies at that! There’s plenty of wind blowin' through
that maze and those Fireflies will show you which way
it's blowin’. OK, I’'m gonna lock the door behind you.
Now, don’t worry kid. If you never come out again you
won’t have to pay me! Oh, | almost forgot, beware the
Cleptangle. He loves to sneak up from behind and take
your compass and mapmaker. Try and get out without
those! And if you do, I've got twenty five other
adventures for you to go on! What do ya think, pretty
Wayout, eh? Includes Wayout costume glasses and
compass.

Requires Atari 800, 32K, Disk Drive, Keyboard or
Joystick. Disk 39.95

Blue Book #ATR-36001

CASINO | 867
Play two popular games at the Lucky Lady! Blackjack
and Slot Machine. The computer will be the dealer in
Blackjack. Up to four players can play. Program allows
for splitting and doubling. Try to break the house by
winning $1000. Slot Machine is a computer simulation
of a one arm bandit. Pull the lever and watch the wheels
turn. Can you win the jackpot???

Requires Atari 400/800, 24K, Atari Basic Cartridge,
and Program Recorder. Cassette 15.00

15000 Basic Learning Skills
25000 Demonstration Programs
38000 Graphics

59000 Personal

71000 Sports

Blue Book #ATR-36002

CRIBBAGE 867
Per Hoyle

Play Cribbage with the computer at two different
levels. As a beginner, the computer will not penalize
you for the points you did not peg. At the intermediate
level it will. The Cribbage board and the cards are
displayed on the screen. Plays to 121 points.

Requires Atari 400/800, 16K, Atari Basic Cartridge,
and Program Recorder. Cassette 15.00

Blue Book #ATR-36003

BULLDOG PINBALL 127
Written by Dr. Paut Wilson

An exciting pinball game for one or two players,
provides five balls per player. Players control the speed
of the ball's release with the shift or break key. The
longer the key is held down, the faster the ball is
released. The player scores ten points each time the
ball hits the bulldog’s ears, teeth, jowls, eyes, and
nose. Bonus balls are given for each 5,000 point
increment to the total score. Seven is the maximum
amount of free balls. The game comes with a right and
left flipper to help aim the bail at high score targets.
However, if either or both of the flippers are activated
too frequently, the board tilts and the ball exits the field
without further score.

Requires 16K 29.95

Blue Book #ATR-36004

BANDITS! 364
It’s not enough that the gangs of space Bandits will
steal all of your supplies, they want to kill you too! And
they’ve got dozens of devious ways to get the dastardly
deed done. There's heat seeking bullets, napalm
bombs and bouncing nerve gas balloons - all dropped
for one purpose - to send you packing to the pearly
gates while the Bandits make off with the lunar loot.
It’s your job to use your laser gun and protective energy
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shield to blow those greedy galactic gangsters to bits.
It’s you or them! Good luck, pilgrim! Bandits’ colorful
and imaginative graphics and non-stop fast action
insure that this will be one of the most popular Atari
games of aJi time. Bandits is bound to steal the hearts
of customers everywhere.

Requires an Atari 800 computer with 48K memory and
one Atari 810 disk drive. Playable with joystick.  34.95

Blue Book #ATR-36005

NORTH ATLANTIC CONVOY RAIDER 448
In the Bismarck convoy raid of 1941, the computer
controls the British convoys and battleships. Will the
Bismarck sink the Hood, only to be sunk by the Rodent
and King George V, as in history! Or, will the Bismarck
crippte or sink the British Home Fleet and go
rampaging through the convoy lanes?

Requires Atari 800 and 24K. Disk 21.00
Blue Book #ATR-36006
LORDS OF KARMA 448

Like an intriguing puzzle! The fun is deciphering
secrets while exploring a mythical, magical city and
countryside whiie at the same time avoiding lurking
monsters. You tell the computer what you want by
typing simple sentences. The computer has many
surprises in store.

Requires Atari 800, and 48K. Disk 25.00
Blue Book #ATR-36007
CONFLICT 2500 448

fh 2500 A.D., each is threatened by attacking aliens
programmed with an infinite number of attack
strategies with which to tease the player who must
defend earth. A variety of spaceships on the screen
adds an extra dimension to the excitement and
suspense of this clever SF game. A game for one to ten
players in which you can contral the length of the game
and its difficulty.

Requires Atari 800, and 40K. Disk 21.00
Blue Book #ATR-36008
PLANET MINERS 448

One of four players compete with each other and the
computer to stake valuable mining claims throughout
the solar system in the year 2050. Each player must
decide which ships to send to which planets and when
to try ‘dirty tricks’ like sabotage and claim jumping.
Requires Atari 400/800 24K Cassette 16.00
32K Disk 21.00

Blue Book #ATR-36009

TANK ARCADE 448
Classic arcade action. Players pre-determine how many
hits it will take to wipe out their opponents and then go
to battle to plummet the