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The
President’s
Corner
By Michael

Current

Hello Atarians! I am happy to report that in a
surge of productivity, I have completed the new
round of work on our library of historic SPACE
Newsletters. First off, EVERY newsletter issue is
now offered on our club website, space.atari.org,
in PDF format. This involved a sign’%cant amount

of scanning, from the early 90’s up to 2003.

I thought I had to go up to mid-2008, but in a
head-smacking moment, I suddenly thought to
look back at my stash of emails from our former
newsletter editor Mike Schmidt, and was remind-
ed that he was emailing me digital copies of the
newsletters for a few years before I finally decided
to abandon the HTML format and just go with
PDFs of his original Word versions. Luckily, I
looked into this at about the right time, when my
scanning had just started overlapping with issues
I already had Word versions of, in 20%3. Opening
Word versions and saving them as PDFs was way
more efficient that scanning issues by hand. So,
in one morning I was much more quickly able to
produce PDFs of the remaining issues from 2003
up to 2008. Secondly, EVERY issue is not only
PDF format, but is a?;o text searchable now. This
involved using the full version of Adobe Acrobat
to recognize text in all issues from the beginning
up to %003 (All issues since 2003 were already
text searchable). This took my work computer a

ood 45 minutes or something to do as one bi

atch job, but it did not complain. And the OC
is quite good! I was surprised. I think there are a
small number of issues where it didn’t do very well
with low-quality dot-matrix printing at a small
font size, but in most situations I was quite im-
fresscd with the quality of the OCR. One reason

held out going with the HTML format so long
was because it seemed futile to get good OCR on
all the older scans; clearly the technology got bet-
ter over the last 15 years or so. Awesome!

Finally, I realized a problem I didnt know we had,
but now I've hopefully addressed it. Google has
not been indexing our newsletter library lately,
most likely since I re-took over the website and
came up with the system of pull-down menus for
navigating to individual issues. I'm pretty sure that
aﬁproach made the Google crawler unable to find
the actual files. So to try to address this, I'm tryin
something very simple -- I added one addition
hyperlink from the home page to the folder where
aﬁ, the PDF files are. Once the Google crawler
finds that link, it should immediately find all the
PDF files... and it should make their contents very
findable because they are also now fully OCRed as
well. It should take days to several weeks for the
Google crawler to show up and do its thing. If I
was really impatient I believe I could register with
Google for the purpose of requesting a crawl, but
for now I'm content to see i? it will find it on its
own. It’s a simple test, just Google site space.atari.
org to see what Google sees. Right now there are
only 9 results; once it finds all the PDF files there
will be many more!

Thanks, keep using that Atari, and come to your
next SPACE meeting: Friday, June 10, 2022.

Treasurer’s
Report

By Gregory Leitner

One of the best SPACE meetings in memory
happened at our May meeting. %\Tot only did
Riclg return from his winter getaway in Arizona,
but Michael also made the trip from Wisconsin
to attend the May SPACE meeting. And what a
meeting, Glen had a super DOM with about ten
games, and although we had trouble figuring out
a couple of them my two grandsons (% and 10)
figured them out right away. This isa DOM every
member should get!

Lots of hardware was shown and discussed, and
even though I became more of an observer it was
truly amazing to see and hear what these pieces
of Atari harc?ware could do. My head was spin-
ning by night’s end, which did not happen until
about 9:30. It was a really cool experience to hear
our member’s expertise on the innards of our 8-bit
Ataris.

On the SPACE finance side which is what this
article is about looks too good to be true. We
started the month of May with a bank balance of
$1,103.74, and we added another $48.00 in the
month due to sixteen DOMs sold. It helped that
Rich and Michael caught up their DOMs to date.
Thanks to those sales, we now have a SPACE bal-
ance of $1,151.74. Not too shabby.

Well, now that COVID restrictions have been re-
laxed, we should discuss having another SPACE
birthday party. Please try to make the June meet-
ing to help decide what to do.

See you all on June 10th. Hope the weather will
be as nice as our May meeting was!

Message from Captain Irata:

“Experience new life! Score 5,000 points at
cade Asteroids and get a free ship!”

HOO-RAH!

Secretary’s
Report
By Steven

Peck

HELLO WORLD!

It sounds like it was an interesting meeting that I
tried to attend. Unfortunately, I couldn’t because
the network in Falcon Heights City Hall would
not accept Discord. I think it’s the high security in
their Wi-Fi settings, and that makes sense.

So, again, sorry for not making it to the Meeting.
Kudos to Roger for trying to get the meeting to
be a hybrid one (a combination between online
and physical attendance). I will give him an A for
effort. We will try another avenue to make SPACE
Meetings in the Future hybrid to make them more
inclusive for everybody.” Lets hope it works out
that way!

I miss the meetings. I wish I could be there. I
understand the fear of catching COVID and also
the rising gas prices. I still would love to get to a
hysical meeting, and maybe I will in {uly for the
arty. [ will see what I can do. After all, being the
Secretary of the Club, I feel I have an obligation
to be there and I feel I am not meeting that. Now,
I am not saying I want to resign as Secretary. I am
far from that, actually. But, I want to be there for
everybody as an Officer of the Club. So, I really
hope we can get the meeting online and ﬁhysically
as well. I am sure something can be worked out.

Also, I am running out of DOMs to review. I need
the newer DOMs from this year to continue. That
is an ulterior motive of mine to get to the future
Meetings somehow. I hope to get them soon, and
I may need to mail for them. So, I will keep in
touch about that. In the meantime, I will try to
find a way to attend the next Meetinﬁs. I guess
you can give me an A for effort on that!

Anyway, that is all I really wanted to say at this
moment. So, I close the Secretary’s Report at this
time. We will see each other again. No doubts!

In the words of the late, great comic book artist,
Stan Lee...

EXCELSIOR!

TRIVIA TIME!
The Fairchild Channel F was the first video

game system to use interchangeable game
cartridges. However, the Atari 2%00 (then just
called the VCS) gained more popularity when

Atari released it.

The rest is history, and the Atari 2600 became
one of the most popular game systems of all
time. It is still venerated to this very day.



Atari 8-bit
DOM Review
By Steven Peck

Hello again! I am back with another Atari 8-bit
DOM Review. This time, we're going to review
the April 2021 DOM, and it wilFbc a good one,
I am sure. So, let’s have at it, shall we?

April 2021 DOM: Side A:

The first file on this DOM is called “H20,” by
Cora, a 256-byte file. It shows two sprays of ani-
mated water trickling down to the bottom of the
screen, like a shower. Granted, it could have been
more, but I understand it’s tight code.

So, I know it is a way to get the best results using
the smallest amount of code. Actually, the anima-
tion is quite fluid. It’s pretty cool. It resembles wa-
ter going from two shower heads. I like the result.
Very clever, actually.

Take a look at it. I have a picture.

It looks better on here because the picture kind of
blended together because I don't have a stop-shut-
ter. But, you can see the attempt at a great demo.
It works For me. Impressive. Here’s my score:

SCORE:

Graphics: 7
Animation: 10
TOTAL SCORE: 17/20

'The next file is another 256-byte file called “Tun-

uska,” by Ragecki. It shows an asteroid about to
git a forested area. It looks nice, and it is based
on a true story. Let me tell you about it, because I
actually read about it once.

In 1908, apparently an asteroid hit a secluded area
in the Tunguska region of Siberia. It caused a lot
of destruction in tEe forest, but large cities were
left intact because the impact was so remote. It
was ruled an asteroid that hit Earth at that time.

So, this rendering is based on fact. Lucky for us,
it was not near any cities, or it would have been
catastrophic. Take a look at this photo.

An accurate representation of what was going on
. )
before the impact. Here’s my score:

TOTAL SCORE: 8/10

The next file is the Atari In-Store Demo, an old
demo put on disk for retail outlets by Atari them-
selves. It shows the original demo, which I think
was dumped from the original In-Store Demon-
stration gartridge, a highly sought-after cart now.

It basically shows the capabilities of the Atari 8-bit
computer. A selling point, to be exact. It’s interac-
tive, as the computer asks for your name, you type
it, and it converses with you. It shows tgc many
things the Atari computer can do.

I remember the little tune on the demo, and it’s
catchy and peppy. It sticks in peoples’ minds. It
is stilf,used togay for certain things. It’s pretty fa-
mous to this day. I took pictures of the demo in
action for you to see. Take a look.

ATARI"

You know, for the 1980s, this
took a lot of time making it, fo
the demo:

SCORE:

emo rocks. They
sure. I will score

d
I

Graphics:
Interactivity:
Animation:
Music/SFX:

TOTAL SCORE:

OO

32/40

The next file is a game from 1983 by Vince Val-
enti, called “Space Mines!” In the game, you fight
aliens by laying mines all over the place. §ou can-
not touch the top or bottom of the screen, and
you cannot touch your mines or enemy ships.

This is a VERY hard game. Everything comes at
you very fast, messing with your reaction time. I
deﬁnitery need practice at it myself, because I did
poorly. Let me tell you.

I took pictures to review this game. Have a look-
see at this.
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Itis not as easy as it ldoks. 'The graphics need work,
but the game play will blow you away. Literally!

Let me score this game:

SCORE:

Graphics: 7
Animation: 8
Interactivity: 10
Music/SFX: 7
TOTAL SCORE: 32/40

The next file is a game by Kamil Trzaska, called
“Tree Simulator 4%.” It was an entry for the AB-
BUC Software Contest in 2020. You can set cer-
tain parameters in the game, like changing the
light from the sun, wind, cut branches, & speed.

Since it is a simulation of a tree growing, there
isn't much action in it. I know this is a contest
entry, and an experiment to see how it would look
on the computer, but I was not totally impressed
myself. Please don’t think I am downing it.

It could be good for children to learn, like how to
make a plant grow effectively. That, I think would
be a great maﬁ(et for this type of game: education.

But, here are pictures of the game I took as it was

being played.

Tree Simulator 4K

ABBUC Software Contest 2

i Pause tree
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g
Slow speed of

Press START button to play agai




I just see the educational value in this game, and
) :
that’s not bad. So, there you go. I will score now.

SCORE:

Graphics: 7
Interactivity: 8
Animation: 8
Music/SEX: 7
TOTAL SCORE:  30/40

The next file is a game called “Biscuits in Hell,” by
Paul Lay. You play a little guy who has to collect
biscuits by teleporting up and down floors in ev-
ery level. {Iowever, there are mean-spirited sprites
out to get you. Not to mention, there are bombs
and lasers that can kill you.

The game is very tough. It can be learned, but the
difficulty factor can be high. So, you need practice
to play this game. The graphics are nice, and it is a
fun game. Take a look!

ABBUC PRESENTS

ORIGINAL 2K SPECTRUM GAME BY
DRVE HUGHES AND YERZHYEY

ATARI 8-BIT VERSION BY
PRUL LAY. DARRYL GUENTHER
AND JADEN CORHD

LEVEL: 2-4
RICH TER

THE BLANDEST OF ALL

y
great graphics. Here’s my score:

SCORE:

Graphics: 10
Interactivity: 10
Animation: 10
Music/SFX: 10
SCORE: 40/40 (perfect score)

The next file is a Tetris clone called “Detonatio-
nix,” by Martin Simecek. There is a twist to this
Tetris game. You have to match lines with a red
dot in them. That is the ONLY way they will dis-
appear so you can advance.

This Tetris game is more challenging, and definite-
ly ups the \%OW factor. It plays%)asically the same
as other Tetris games, minus the red dots, which
are supposed to represent bomb-like devices.

I like the red dot feature. It makes it harder and
better than other Tetris clones out there.

CREATED BY NARTIN SIHECER

HTYTR: /7NHATOSINI.ATARI.ORG
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If you are ooking for a Tetris game with more
challenge, this game definitely ups the ante. I will
score it now.

SCORE:

Graphics: 8
Interactivity: 10
Animation: 9
Music/SEX: 9
TOTAL SCORE: 37/40

The next file is a picture called “Kreatura,” by Jaro-
slaw Kaczor. It shows Jabba the Hutt’s pet from
“Return of the Jedi,” a monkey-like Muppet called
Salacious Crumb. It looks like a digitized image. It
looks very good. I like the detail and effort.

Wanna see it? Take a look.

It is a very nicely rendered image. Here is my score
for it.

TOTAL SCORE:  10/10 (perfect score)

The final file on Side A of this DOM is another
pic called “Bucky O’Hare,” by Petr Svoboda. It
shows one of the characters from the show, a little
robot. I dont know who the character is, but I
remember the show being broadcast here in Min-
nesota. I just never saw it, that’s all.

I like the cartoony look of the rendering, but I
thought it could be better. Its still good, don’t get
me wrong. I think it took a while to draw it. I
enjoy the pictures on the DOMs we make.

Take a look at this.

It needs some improvement, but it’s a good ren-
dering nonetheless. I will score this pic now.

TOTAL SCORE:  8/10

Now, onto Side B, where there is only one file on
the whole other side of the disk.

Side B:

The final file on this DOM is a game called “Oxy-
ene Be,” another ABBUC Software Contest from
020. Its a shmug where you #)ilot a spaceship,

shooting at aliens from a space fortress. If you ask

me, it isn’t unlike “Thunderfox,” for the XEGS.

The difficulty is pretty high. I couldn’t get past
Level 1. I think it is a cha%lenging game and has
interesting graphics. It could look better, but the
difficulty is spot-on. So, there you go. Here! Take
a look for yourselves.
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It’s a pretty good shmup, if I do say so myself. I
will score now.

SCORE:

Graphics: 8
Interactivity: 10
Animation: 10
Music/SFX: 8
TOTAL SCORE:  36/40

So, I am done with this for June. I will see you
next month with another A8 Review, and just in
time for the SPACE Birthday Party. Carpe Diem,
fellow Atarians, and have a happy!



SPACE COMICS SECTION!
The Misadventures of A-Man and C.D.

Whatcha | have a lot in common with
thinking computer guys, A-Man.
about, C.D.? Know what | mean?

a
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That'll do, Goof!
Stow it!

7\

Sure! It means you
are “artificially
intelligent!”

06/08/2022




Wow, Bandit!

It's a nice, sunny
day today!

We'll have fun!

We can frolic!

We can play!

Iz
o ldle»

Ya can't have too much of a
good thing, Angel!

We do all that
anyway!

Think positively!



CLUB OFFICIALS:

President and Web Page Manager:

Michael Current
Ph: (608) 787-8548
E-Mail: michael@mcurrent.name

Vice-President:

Brian Little:
E-Mail: demomantna@gmail.com

Secretary/Newsletter Editor:

Steven Peck
Ph: (651) 462-5600
E-Mail: artisan213574@gmail.com

8-bit DOM Librarian/
Membership Chairman:

Glen Kirschenmann
Ph: (763) 786-4790
E-mail: kirschg@netzero.net

Treasurer:

Gregory Leitner
Ph: (651) 895-2223
E-Mail: greglites@hotmail.com

The Saint Paul Atari Computer Enthusiasts
(SPACE) special interest group meets on the sec-
ond Friday of every month at 7:30 PM in the
Falcon Heights Community Center at 2077 West
Larpenteur Avenue. Doors open at 7:00 PM.
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Larpenteur Avenue
U of M
St. Paul Campus
S.P.A.C.E.

c/o Gregory Leitner
3407 78t St E
Inver Grove Heights. MN 5507L-3037

DISCLAIMER:

This newsletter is published bly; the Saint Paiul
Atari Computer Enthusiasts (SPACE) special in-
terest group, an independent organization with
no business affiliation with ATARI, Inc.

Permission is Era.nted to any similar organiza-
tion with which SPACE exchanges newsletters to
reprint material from this newsletter.

We do, however, ask that credit be given to the
authors and to SPACE. Opinion expressed are
those of the authors and do not necessarily re-
flect the opinions of SPACE, the club officers,
the club members, or ATARI, Inc.

Please feel free to visit our website at this URL:
http://space.atari.org

We now have a Facebook page.
Please feel free to visit it at this URL:

https;//www.facebook.com/AtariMinnesota

SPACE BBS NOTICE:

The SPACE bulletin board service (BBS) is cur-

rently offline. We apologize for the inconve-

nﬁlience and hope to have it back online in the
ture.

NOTICE FOR AUTHORS
OF SPACE NEWSLETTER
ARTICLES:

Articles meant for newsletter publication must
be receive by the SPACE Newsletter Editor b
two weeks prior to the start of the next sched-
uled SPACE Meeting. Thank you for your un-
derstanding on this.

The next SPACE Meeting
will commence on Friday, June 10,
2022, at 7:30 PM.
We hope to see you there!

Thanks for coming!

Saint Faul ATARI Computer Enthusiasts
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