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1007 ULTRA FAST MACHINE CODE
«SAVE GAME FEATURE _
nEL +«OPTIONAL COLOUR ZONE DISPLAY

ARROW OF DEATH Pt1 iR —-——————-'

THE GOLDEN BATON
ARROW OF DEATH Pt?2 To: Channel 8 Software Limited, 51 Fishergate, Preston, Lancashire. PR1 BBH. £9 95 E‘ﬂch

ESCAPEFHO“PULS&R? I Please supply me with the following 16K Atar Games I
FEASIBILITY EXPERIMENT | P !
THE TIME MACHINE B s b s |
CIRCUS " S AL X e e S |
|
|
I

Fl‘ﬂm CM““‘El 8 | ~oopRess..
SoftwareLimited | . . o
51 Fishtrs.tt! l | enclose £.. e e . ) - - .

hould be made payable 10 Channel B Software Limited Chegue Pagtal Order Arcess | Barclaycand

Chegues she $e payable 1 u T
Prestn“' Pn‘ ssH‘ I If you wish to pay by Credit card pleass gnter your account number hilow

Trade enquires welcome 58 S N
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The Plaice for
ATARI

HMORE THAN JUBT A& COMPUTER TAKE AWAY,. WE RE THE BEST FOR ATaml
BETWEEN SLDUGH ANMD THE EABT COAST OF THE U.E.A.

BODKE Fforr ATARIT

Firmt Book of ATARI. . . EL12.%5
Becond book of ATARI. . - £12.95
Firet Book of aTaRIl
GBraphices. « . E12.%95S
Mappimng the &TAaARI .. .L£14.95
Imneicde ATARI DOB. . - E£17 .95
Machimne Langu=sgs For
Beaginmnmner-s. . . £E12.95S

OTHER FUBL ISBHERGS: —
De FRe ATARI . . .E17.0O0C
AaTARI Techmnical LUUmesrs
NMotes. . «1C17 .00
Making the Most of aTaRI. . .£8.%95S
Gameswn Ffor the &ATARI. . . C48. 485
ATARI Camesm & Recreatiorns. . .£12.%95
Pamic Exmrcimes for the
aTaRI . . .£10. 485
aTaRI Programmings S5
Programs. . .E£11.75S
ATARI SBowumnd amd Graphicm. . .7 .50
SBome Commen BABIC Frograms For
ATAMRI . « -E11.%5
*weour GaTeaRI Computer LUDsesrc
Ouide. . . £12_ 95
BABIC Exercimsess For
aTaARI . . . L. 55

1o1

Postage &k packing and fast despatch &ll]l included 1nm price.

THIE MOMNTHE SBFECIAL OFFERS
Firat coms First served, al]l with our usual isssdistes despatch.

tarl Lde WAN Bosrd (cased) anly O30
EMERSY CIAR by ATARI orly L10
FLATTEMSNIA (cart] by EFYL only L1V
EEWDN AL By EnBL I8 BDFTWARE only CLOD
CADESF [RE bv OWLIME only £13

KOAaLSE TOoOUCH TARLET
Uss as & graphics Lablet to write o Ores of Lhe COEGUTE"  SE5EE0. it
Eomss wWith & superD graphics Brogras on diec, and Can  be  used  froe
wons Cesh BrOgrESS by BiEply reafing the paddle porte. LTF.FD

MNEW BULLETIN BOAaRD FOR aTamrl "B
14 vou have & sooes, you will B8 iAtersstied to know that ECAREE. an
ATAR] Bulletin beard is rowning on (0249 ASTTEL Sutsids of office
Famers. e wsl]l a8 the ususl seesspes, vou will bGa able Lo Soenlosd
public sessin sodf tesre.

DIBCOVER aTamI TELECOMUNICAT IOMNES
Modes kil, (FWSLIN) O30 (inc,. camsl
Fiodes sssssbled k& tested by Efficient Chips OB9
Ming detect b Muto-svessr bosrd (run your own BB Cphons.
DATABOFT TELETALK #full #saturs tersinal progras (32e disc! [,
ECARNE Bullwtin bosrd progras by Matthes Jones of EFFICIENT CHIPS

Lphors
Ming for s indo pack B the above telecos itess. PP exirs on
Fruimme .

e aless wtock competitively @riced Dust cowers, Datal i F=
disce, Disc bomes, listing paper, EFPEBOMN printers, BH&ORF
DWWl DS Tvhsniters &d of Courss, the AESriCEh BEQAT LR,
AMTIC, AMALDE L COPPUTE' along with PABEL. And much Sore, &8 wll
as being abls o give bnomlesdgeabls Seeert &nd  Andorsation ior Lhe
ATaMmI computers.

MINER 2049er
Cartridge for Atari 400/800
Only £26.95 including p-p

Send Cheque or phone your Access or Visa Number.
Within easy reach from the M4 we're

SNDEM Chips

40 THE MARKET PLACE, CHIPPENHAM,
WILTSHIRE
Telephone (0249) 657744

EDITORIAL

In mid-September, the rumoured price of the
new 600XL was £139 with the 400 being
reduced to £99.95. With a new series of
machines in up to the minute styling and with
still the top specification, Atari surely can't go
wrong and the long awaited mass acceptance
of Atari will come at last. Or will it? There is no
doubt that the Atari machines represent
excellent value for money, but let's be honest,
the software—from nearly all sources—is vastly
overpriced.

If you did not already know how good the
Atari was, would you buy one? Look through
the software price lists and you will see that
most of the software for the Atari is around £25
and above., Now let's suppose that you buy an
average of one program a month—not
unreasonable for most owners—and your total
outlay over one year, if you buy a 600XL and
cassette player will be around £500. What else
could you buy instead? A BBC and 12 programs
with £80 change, a Dragon with 12 programs
and £230 change or a Vic-20 and 12 programs
and £250 change!

There is no denying that the Atari is the best
home computer and the best Atari software is
unbeatable, but let’s not kid ourselves, not all of
the high-priced software is of the highest
quality and much of it can be emulated by the
other machines. The support that Atari gets on
the software side amongst retailers (other than
the specialists) is pitiful and the reason is that
your local camera-cum-computer shop does
not want £20-£30 programs tied up in stock.
Why should he when he can stock and sell four
times as much Spectrum software?

Who then is going to take the step? One or
two English software producers have reduced
some of their prices and more will follow but
overall the prices remain high. Will Atari take
the lead? Or the independent importers?

You know that you bought the best machine,
isn't it a pity that you can’t afford the best
software?

BACK ISSUES

Issue 1 sold out.
Issues 2 & 3 70p. each inc. p. & p.
Issues 4 & 5 £1.00 each inc. p. & p.
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NEWS and VIEWS

At the time of writing (mid-September), the
stock position of the new range of machines
and peripherals in the U.S. was far from
promising. The 600XL, originally scheduled for
August was due at the end of September with
the 800XL now due in mid-October. The 1400XL
is now scheduled for mid-November whilst the
1450XLD is due in early December. The 1050
disk drives were shipped in August but were
promptly put on production hold due to an
inability to read some third party software. The
letter quality printer, the 1027, was due at the
end of September. Let us hope that similar
delays do not occur in the U.K. | understand
from several retailers that sales of the 400 and
800 machines have slumped drastically since
the new machines were announced, which
bringsusto. ..

The 400, 800 and 810 Disk Drive have all been
discontinued in the U.S. and the only
significant stocks are of 800's which can be had
for about $200 after a promotional rebate. The
850 interface is being continued but they are
few and far between. Meanwhile in the U.K.
some real bargains could be found for 400's
and 800's as early as late August. Shop around
and you might get a 400 for less than a
Spectrum! .

Gemini Electronics in Manchester have
recently closed their retail shop but will
continue to give a Mail Order service for Atari
users. This move has been made in order to
expand The English Software Company,
already Britain's largest producer of software
for the Atari. Several new titles were
announced some time ago and should be in the
shops by now but English Software plan to add
to their range and include educational titles.
Already in the pipeline is a series of language
cassettes for French, German, Italian and
Spanish written by Dr. Michael M. Gruneberg
of University College, Swansea.

At last a full series of ‘serious’ software has
been announced by Synapse. These include
SYN-TEXT, SYN-FILE +, SYN-TREND, SYN-
CALC, SYN-STOCK, SYN-COMM, SYN-STAT,
SYN-TAX and SYN-MAIL. Whilst some of these
titles will not be suitable for British use, it is
pleasing to find that the range of business
software is at last expanding. ®

Contact

CONTACT is here for you to use if you want
to, but there has been very little response since
the last issue. If you have any specific problem
with some software that you think others could
help you on, or you just want to get in touch
with other owners, drop CONTACT a line.

Liz Ahmedzai has come to a grinding halt on
Ulysses and The Golden Fleece having sailed
past the sirens, killed the cyclops and freed a
man from a cage. If you know what to do next,
drop Liz a line to 37, Birch Drive, Lordswood,
Chatham, Kent.

Are you a ZORK fanatic? You probably had
details of the Zork Users Group when you
bought your program but they are based in the
U.S. Did you know that you can get the
InvisiClues and Maps in the U.K.? They are
available from GB Microland of 7, Queens
Parade, London Road, Waterlooville, Hants.
Drop them a line or ring them on 07014 59911
for details. Stuart Garrett there also tells me
that Zork IV, V and VI will be available very
soon! : ®

Your friendly
Professional

Printer -

44 AN

YEAR

A
1883-1983

Birbeck and Sons Ltd.

26-28 Fleet Street - Birmingham B31JY
021:236 4602
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INPUT

Dear Les,

Congratulations on another
good issue. In fact so good
that | am enclosing my sub-
scription for the next six
issues.

Grab an Apple is one of the
best magazine programs that
| have found published any-
where, it is short and sweet.
Having said that, | now offer
some small improvements
which | find make it even
more playable.

270 Hx=HX+DX :HY=HY+DY :LOCATE HX,HY,
Z2:S0UND 9,108,12,4:50UND 1,COUNT%4,
18,4

275 COLOR 141:PLOT BX,BY:COLOR HEAD
:PLOT HX,HY:SOUND 6,8,8,8:50UND 1,8
8,8

235 W=S1:1F STRIG(@)=8 THEN W=SPEED
+1:COUNT=COUNT+1

248 COUNT=COUNT-1:1F COUNT THEN FOR
[=1 TO W-SPEED:NEXT [:60TO 170

These modifications add on
an extra sound to let you
know that your time is run-
ning out (lines 220,225) and
give you the opportunity to
speed up the caterpillar by
pressing the fire button, gain-
ing extra points and improv-
ing the early stages of the
game (lines 235,240).

Mike Spires,
Evesham

poooooooOonooan
Dear Les,

| am very pleased with
PAGE 6 but | was wondering if
you had any plans for articles
on how to use Atari com-
puters for other purposes. |
am interested in amateur
electronics and every month
see D-I-Y interface boards for
other computers but never

Atari. Any information on this
subject would be of interest to
me and | am sure to many
other users as well. | have
never even seen any informa-
tion on the 850 interface but
at over £100 it does not seem
good value when compared
with D-I-Y projects for other
computers which can be
made for about £15. Even the
Input/Output ports on the
Atari seem to be a secret. Can
any of your readers tell me
what the pins are on each port
or where | can find the infor-
mation?

M. J. Orme,
Burton-on-Trent

**| would be happy to feature
articles on hardware projects
but rely on readers to send in
articles. One or two people
have promised articles of this

_ nature and as soon as they

are received you will see
them. Among the projects
which other users have built
are a speech synthesiser for
£25, a rapid-fire joystick trig-
ger, an infra-red burglar alarm
and various modems includ-
ing a hook-up to Micronet. If
any of these people wish to
share their discoveries they
are free to do so in the pages
of PAGE 6. | don’t understand
the hardware side of things,
but it is exciting to hear some
of the projects others have
designed or built—Ed.

Dear Sir,

Having got stuck on Adven-
tures, | have often wanted to
PEEK memory to get some
clues but the Reset on the
Atari does not enable you to
get back to Basic to write the

e

program.

For those with a Disk Drive,
the solution is so simple that |
wondered why | hadn’t
thought of it before. Simply
choose selection C of DOS
and print the program to the
screen, e.g. PYRAMID,E:.
Then using CTRL-1 you can
stop the listing where you
want to.

David Blease,
Weymouth

**That's cheating, isnt it?—
Ed.

oooooooDoOooao

Dear Sirs,

| am much impressed by
Tiny Text in issue 2. Your
readers might like to add the
following lines | have in-
cluded because | required an
underlined title. This is for use
with an Epson printer.

The Control Codes included
are:

CTRL-U underline following
text
CTRL-O turn underline off

115 TRAP 120:0PEN ¥1,8,8,"P:"

729 IF B=21 AND OP=3 THEN 2 #1;"[ES
C,ESC,MINUS, CTRL-A"

738 IF B=15 AND OP=3 THEN ? #1;"[ES
C,ESC,MINUS, CTRL-COMMAL*

830 IF 0P=3 THEN ? ¥1;SP$(1,5P) ;A8

Finally, change LPRINT to ?
#1 in lines 725,727 and 815.

Without changing the pro-
gram further, it is only pos-
sible to underline all text on a
line.

George Greenway,
Sutton Coldfield ®
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Lea Valley User Group

What do User Groups do? Here is a report
received from Matthew Tydeman of Lea Valley
Atari Users Group.

" Most of our meetings are held at a church
hall in Wormley which is big enough for all of
our members with four machines set up and
running for members to watch until the
evening's talk begins. Talks are mostly on
Graphics as this seems to be an area that most
members are interested in. One of our
members will be presenting talks beginning
with the word COLOR and, hopefully, working
up to machine language. When the talk is
finished members are free to look at the
screens behind them which are running a
variety of games, demos, etc. Many members
get the opportunity to see programs they
would not otherwise be able to review.
Members bring along newly purchased items
of software and hardware for the next meeting
so that there is always something new to see.
We also have a magazine library and a book
library.”

If you would like more details of where and
when the Club meets, send a stamped
addressed envelope to Matthew Tydeman, 125,
Cadmore Lane, Cheshunt, Herts. The Group
have also, by the way, produced a poster
advertising the Group which ‘is quite superb.
Well done.

A STAR°REBORN

i Arcade quality replacement
handle insert including
TOP FIRE BUTTON.

B oA

Switable for ATARI TH model CH40-04
wnall EARLY COMMODORE THM
Ioyatich (Atari shaps | - Repal your

Civgs DUAL FIRE CAFABOITY AND LEFT
OR RIGHT HAND CONTROL .

COMPUTER SUPPLIES

146 CHURCH ROAD, BOSTON, LINCS.
PE21 0JX Tel. 020550239

software

162 Leicester Road,

ATARI 530
Narborough, Leicestershire.

DOODLEBUG

== FOR SALE

Harvey Kong Tin, who has written some fine
reviews for PAGE 6, has now returned home to
New Zealand but has left behind some game
cartridges which you can snap up for the
bargain price of only £18.00 each.

CENTIPEDE, MISSILE COMMAND, K-STAR
PATROL, K-RAZY SHOOTOUT, SUBMARINE
COMMANDER, PAC-MAN and ZAXXON.

All are on ROM except Zaxxon which is
cassette. All are as new with original
instructions and packaging. All normally retail
at around £30.00, so here's a chance to save
yourself some money—if you're quick. First
come, first served.

If you are interested contact W. H. Staff, 46,
Cambeak Close, Bransholm, Hull. Tel.: 0482
834259.

Are you a budding Picasso?
You don‘t need to be to catch the
Doodle-bug.

2% Drawing fun for all ages!
< 16 colours
2% Picture save facility.

/‘ 4 LETTER WORD

A provocative title for a

“Spell binding game"’.

1 or 2 players.

1 Once you've started you can't stop.
Use your powers of deduction to
discover the hidden word -

there's over B0O of them!

Required: 16K RAM, basic
cartridge (joystick -
Doodlebug only).

All games are available on cassette only PRICE £6.50

\\fr‘ee post and packing. Trade enquiries welcome. j

sOROWsoftware
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Memories . ..

Mark Hutchinson, Belfast

When it comes to writing your own
programs, a lot more can be done by using
POKE statements than can be achieved using
Basic. POKEs can save memory, enable you to
write faster and let your programs run a bit
faster. Following this introduction there is a list
of locations that you can experiment with,
many of which are not in the Basic Reference
Manual. The experts amongst us can skip the
introduction and look at the list to see if they
can spot any new ones. | make no apologies if
you do not, this article is mainly to help
beginners.

What exactly is a memory location? It is the
numeric position of a Register—a piece of
hardware, that holds a bit (no pun intended) of
information. Your Atari is what is termed an
eight-bit machine which means that each
register can hold eight bits (0 to 7) of
information stored in BINARY (0 or 1). As all
mathematical geniuses know, this is equal to 2
to the power of 8, or 256. This collection of bits
is known as a BYTE and each Byte can hold a
number up to 255 (0 is included). Now the

BIT number of register 7 & 5. 4:3.2.1.0D
Information stored 128|164 |32 |16 |8 4|2 |

S BEE PR e A i P
Output lead number BTH B & g3 9
FIGURE 1

complications. A register can be used as a
switch or a store. As a store it will hold
information in the form 0 to 255, 0 being used
for the empty or switch off state. As a switch,
you will need to know the output lead that you
want to switch. Binary is a representation of
decimal numbers in the form 0 or 1 (termed
BINARY CODED DECIMAL). This representation
starts at 1. The next numberis 1*2, or 2, and the
next is 2*2, or 4, and so on up to 128. If you look
at figure 1, you will see a register with eight
leads (1 to 8). If you wish to turn on output 8,
you need to make the register hold 128. This is
done by POKEing [Register No],128. Similarly,
if you wish to turn output 8 off then POKE with
0. You can turn any of the other outputs on by
POKEing with the appropriate number but what
do you do if you want to turn more than one
lead on? Simple, you add together the numbers

of the leads you want on. For instance to turn
on leads 4 and 6 POKE with 80. Try the short
program listing to see how numbers affect the

byte.

Why is lead 1 in figure 1 equal to BIT 07 Well,
mathematically, the number stored is equal to 2
to the power of the bit. Any number to the
power of 0 is equal to 1 incidentally.

Let's now take a quick look at appendix | of
the Basic Manual. In some instances, a number

B REM ZEEXXEXXEXEXEXRXXEXXAREXARARKKXAR

1 REM ¥  BINARY REPRESENTATION ¥

2 REM % by Les Ellingham ¥

3 REM XXEXXAXEAAARXEXXXEXXRRXXREXXXRNK

4 REM NOTE INVERSE SPACES IN LINES 3@
and 45

5 DIM BIN$(17) ,SP$(28)

SBINS=" | | | | I 1 | | ":REM SHIFT

EQUALS

7 SP$=" “":REM 2@ SP

ACES

8 ? CHR$(125) :GOSUB 108

18 POKE 752,8:4=2:POSITION 13,14:? "NU
MBER [ESC,LEFTILESC,LEFTILESC,LEFT)
[ESC,LEFT1";:INPUT NUM:IF NUM>255 OR N
UM(@ THEN 1@

15 POKE 752, 1:POKE 82,13:POKE 84,3:? :
? SP$;"[ESC,UP]1"

280 FOR N=7 TO 8 STEP -1:BIN=2*N

30 IF INT(NUM/BIN)=1 THEN BIN$(A,A)="_
" tNUM=NUM-BIN:GOTO 45

48 BIN$(A,A)=" "

45 IF BIN$(A,A)="_" THEN ? INT(BIN+@.8
S5)ge? "e"y

58 A=A+2:NEXT N:IF NUM>@ THEN 7 "
[ESC,LEFT] ":REM Left arrow/space

S5 POKE 84,0:POKE 82,0

49 POSITION 13,11:? BINS

76 GOTO 1@

168 POSITION 2,3:? "MAKE-UP*:? "OF NUM
BER"

118 POSITION 13,10:? "[QI[RIIWILR]
[WICRIIWICRICWICRIIWICRIIWILR]
[WILRILE]"

128 POSITION 2,11:? “ON/OFF i |
e e e

130 POSITION 13,12:? "[Z21[RI[XI[R]
[XITRI[XITRICXILRIIXILRI[XIIR]
[XICRILCI™

148 POSITION 2,9:? "BIT NUMBER 7 4 5
432180"

178 RETURN
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. . . are made of this

greater than 255 needs to be stored and this is
done by assigning two memory locations. The
first location (LEAST SIGNIFICANT BYTE) will
hold a number from 0 to 255 and when 256 is
reached, the second |location (MOST
SIGNIFICANT BYTE) holds 1 and the first
location returns to 0. How do you find out what
is stored? Easy.

NUMBER STORED=1st
LOCATION *256

LOCATION+2nd

Right, that's enough of the introductions, let’s
get down to some real locations to PEEK and
POKE

16 POKE 16,64 to disable BREAK key.
Complete keyboard disable is 0.
Normal is 192. POKE these numbers
into 53774 as well.

65 Input/Output noise flag. Tired of
listening to the noise of all those bytes
being transferred? Then POKE 65,0.

87 Graphics Mode register. Try 10
GR.18:POKE 87,0 followed by RUN
and LIST. The number you poke here
refers to the Graphics mode required.
It does however depend on DISPLAY
LIST pointers and POSITION
statements to operate it properly.

106 This location gives the top of RAM in
pages. By reducing this amount you
can store anything above the new
RAMTOP. Basic won't know it's there
unless you tell it.

559 Use P=PEEK(559):POKE 559,0 to turn
off the screen. POKE 559,P to switch it
back on again. This is really Direct
Memory Access Control (DMACTL)
and is used in PM Graphics. The
screen can draw up to 30% faster with
the display off.

580 One of the nasties used to protect

programs. When vyou power up,

everything in memory is cleared. This

is called COLDSTART. Hitting
SYSTEM RESET is called
WARMSTART and keeps everything in
RAM. POKE 580,1 turns SYSTEM
RESET into COLDSTART and when
you press SYSTEM RESET, goodbye
program. Normal is 0.

632-635 Instead of using S=STICK(0), try

PEEKing 632-635 for STICK(0-3).

644-647 Try the same for STRIG(0-3).
656 Text window cursor. POKE with 0 to 3
for placing text on a row.

657 Text window cursor. POKE with 0 to
39 for placing text on a column.
POSITION statements relate only to

the upper area and not the text
window.

842 Lets you write lines into a program
without stopping, e.g. 10 POKE
842,13:P05.2,13:? “100 SE.2,2,2":7
“CONT":POS.0,0:STOP: POKE 842,12.
Now RUN it and LIST it.

53279 Console switch register. 7=no key

pressed. 3=0PTION. 5=SELECT.

6=START. 4=SELECT and START.
2=0PTION and START. 1=0PTION
and SELECT. O=all three pressed.

Also controls keyboard speaker by

POKEing with 0-7 e.g. 10 FOR P=1TO

50:POKE 53279,0:FOR T=1 TO

40:NEXT T:NEXT P.

53770 Random number generator e.g. 10 7
INT(PEEK(53770)*100).

54273 Character control hardware register.
Changes every 50th of a second. Use
shadow location 755. Try this 10 POKE
54273,4:FOR T=1TO 5:NEXT T:GOTO
10.

You may have noticed a couple of words
above which are worth explaining further.

continued on page 15
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TeleCommunicate!

Jonathon Sanders, SYSOP Atari SBBS

In the new film “WARGAMES", a young
computer enthusiast links his home computer
into one of the Pentagon computers and nearly
precipitates a nuclear war. Now, you can do the
same thing with your Atari! | am not going to
tell you how to access the Pentagon, but
explain how you can connect to the growing
number of teleprocessing systems in this
country which provide special support for Atari.

In the last few weeks, two separate “Bulletin
Board Services” have been started up using
Atari computers. By calling these BBS, Atari
users can send and receive messages, get
copies of programs in Basic and Machine Code,

18 REM ¥¥%SIMPLE DOWNLOAD PROGRAM XXX
15 REM

28 REM RUN ~-ENTERS TERMINAL MODE

380 REM START -BEGIMN DOWNLOAD

48 REM SELECT -SAVE DOWNLOADED TEXT

5@ REM OPTION -DISCONNECT AND ENMD

55 REM

48 REM EXEFFARRAAFANEEEREEFERRRERRARR

9@ MEM=FRE(@)-188:DIM FILE$( 15 ,DAT$(M

EM) :DATSC( 1) =" aDATS(MEMI=" " :DAT$(Z2)=

DATE

99 OPEN #1,4,0,"K:"

188 TRANSLATION=@

119 DOWN=@:CLOSE #2:xX10 34,842,192,8,"°R
.1 %10 38,42, TRANSLATION,8,"R:":0PEN #

2,13,8,"R1" 1 XI10 46 ,42,0,0,"R:"

128 SETCOLOR 2,7,4:? "TERMINAL..."

138 STATUS #2,5:1F PEEK(747) THEN GET

#2,5:? CHR$(S) ;:IF DOWN THEN POKE ADDR
.5:ADDR=ADDR+ 1:GOTO 138

148 IF PEEK(7&4) (255 THEN GET #1,S:PUT
#7,5:60T0 13@

15@ [F PEEK(S53279)=7 THEMN 130

140 IF PEEK(S3279)=3 THEN CLOSE #z:XIO
34,42,140,0,"R:":? 1? 7 "DISCONNECTE

D...":? 1END

178 IF PEEK(S53279)=& AND DOWN=0 THEN D

OWN=1:ADDR=ADR(DAT$) : SETCOLOR Ly
+? "DOWNLOAD MODE" :GOTO 13@

188 IF PEEK(53279)<>S OR DOWN=8 THEN 1
38

199 CLOSE #2:? :? "SAVE TO DEVICE (C:
or D:FILEMNAME.EXT)":INPUT FILE®

288 TRAP 190:0PEN #2,8.R FILEs:TRAP 23
B

218 FOR C=1 TO ADDR-ADR(DAT$) +1:5=ASC(
DAT$(C,C)) : IF S{32 THEN NEXT i

228 PUT #2,5:NEXT C:GOTO 11@

23@ ? :? "BUFFER EMPTY":GOTO 11@

L ——

buy and sell, and get several other services.
These BBS are entirely free, you only have to
pay for the phone call which at cheap rate costs
10p for 10 minutes for a local call, 25p for 10
minutes up to 35 miles, or 64p long distance
(only 49p if you are on a ‘Low Cost Route’).

The hardware needed to start
telecommunicating consists of a ‘modem’, an
Atari 850 Interface module, and an RS232
interconnecting cable. If you have already
purchased the 850 Interface to provide a
parallel port for your printer, then the extra
hardware will cost between £40 and £90. If you
need to buy the Interface then it will cost a
further £120.

The Atari provides an RS232 standard outlet,
enabling a Modem to be connected to your
Atari. The modem is a device which converts
electrical pulses representing bytes or
characters in the computer into sound pulses
which can be transmitted over the telephone
line. The speed that these pulses are
transmitted is measured in BAUD. The most
common speed used between microcomputers
is 300 Baud, which is about 30 characters a
second.

There are two types of modem. ‘Acoustic-
coupled’ modems have rubber cups which clip
over the telephone earpiece and microphone,
provided they are not the modern trimphone
shape, whilst ‘Direct-coupled” modems are
connected directly to the telephone line via a
jackplug installed by British Telecom. Direct-
coupled modems should be a type approved by
British Telecom. Modems are available from
several suppliers and a short list is given at the
end of this article.

You will also need appropriate software to
enable you to send and receive messages and
to “download programs” (i.e. get copies of
programs over the phone and save to tape, disk

or printer). There are many excellent
commercial programs available, including
TELETALK, TELETARI, T.HE. as well as

CHAMELEON from APX and TELELINK. These
range from £15 to £45. For the beginner,
however, there is an excellent public domain
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program called JTERM, written by Frank C.
Jones, published in COMPUTE! January 1983.
If you cannot find that copy, a listing of an
improved version of JTERM can be obtained by
sending a large s.a.e. to GB MICROLAND, 7,
QUEENS PARADE, WATERLOOVILLE, HANTS.
If you should visit GB MICROLAND, you can get
a copy already on diskette. Alternatively, you
can “download” a free working copy of JTERM
direct onto your own system from my Southern
Bulletin Board Service (SBBS) by using the
short program listing with this article.

To access a Bulletin Board, connect up your
850 Interface and Modem using the special
RS232 cable. Turn on the 850 before you turn
on the computer. If you have a disk system,
then the DOS diskette must have a copy of the
AUTORUN.SYS file supplied with Atari DOS
2.0S as this boots in the RS232 handler from
the 850 as explained in the 850 manual. The
modem should be set to ‘call’ and ‘full duplex’
modes. Load the terminal program, phone the
BBS number and when you hear the high-
pitched answer tone, RUN your program. This
will activate your direct connect modem. If you
have an acoustic modem, quickly place the
telephone handset into the rubber cups on the
modem. When the handset is in the correct

= =

MODEM SUPPLIERS

ACOUSTIC COUPLED:

AMBIT, 200, North Service Road, Brentwood,
Essex CM14 4SG (DIY kit).

MINOR MIRACLES, P.O. Box 48, Ipswich IP4
2AB.

TANDY SHOPS

DIRECT COUPLED:

MAPLINS, P.O. Box 3, Rayleigh, Essex SS5 8LR
(DIY kit).

DISPLAY ELECTRONICS, 32 Biggin Way, Upper
Norwood, London SE19 3XF.

MINOR MIRACLES, P.O. Box 48, Ipswich IP4
2AB.

position, a light is lit indicating that the modem
is receiving the high-pitched tone. Now press
RETURN a couple of times and you should be
communicating . . . follow the instructions
given by the BBS.

That's all you need to know to start
telecommunicating. If you have any difficulties,
call the BBS outside the regular hours and
discuss your problem with the System
Operator, he should be able to help. Good luck!

ATARI BULLETIN BOARDS
SBBS—Chichester—0243 511077 running every
night from 21.00 to 02.00.

SYSOP: Jonathon Sanders.
ECABS—Chippenham—0249 657744 running
every night.

SYSOP: Matthew Jones.

Another Atari BBS is expected shortly.

Other BBS which have special Atari message
sections:

TBBS—London—01 348 9400.

SYSOP: John Nolan.

MAILBOX 80—Liverpool—051 428 8924.
SYSOP: Peter Toothill.
MAPLIN—Southend—0702 552941.

There are, in addition, many other general BBS
in the U.K., details of which can be found on

any of the above BBS. ®
© THE TOP TEN ©
1 ACE English
Software Co. 16K C
2 ARCADE MACHINE Broderbrund 48K D
3 SUSPENDED Infocom 32K D
4 ZAXXON Datasoft 16K C
5 BLUE MAX Synapse 32K C
6 PLANETFALL Infocom 32K D
7 MAGIC WINDOW Quicksilva 16KC
8 DARKCRYSTAL Sierra On-Line 48KD
9 HOME FINANCIAL
MANAGEMENT Thorn EMI 16K C
10 EASTERN FRONT Atari 16K ROM

This chart represents sales up to 23/9/83

Figures supplied by .
The Atari Center 021 643 9100
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Scramble

Steve Hutton, West Midlands

Scramble contains instructions for play in the
listing and is a fairly simple game of logic that
nevertheless is quite challenging. To see if you
can improve, or to challenge an opponent,
there is a counter on the bottom right of the
screen. The best time is transferred to the
bottom left and will be updated until System
Reset is pressed.

The program is interesting in that it uses
Inverse characters in Graphics 2, something
which you cannot normally get. This is
achieved by transferring the character set to
RAM and redefining the characters in lines 200-
260. Rather than writing data for each of the
characters, the Inverse is achieved by POKEing
the difference between 255 and the data of the
original character at the time the characters are
transferred. Some characters cause problems
due to the fact that they do not have ‘borders’
and these need to be specially defined. The
letter ‘M’ is a case in point and is redefined in
line 250 with Data from line 260. Try this
technique in your own programs, the result is
quite pleasing and gives much more impact.

A WORD OF WARNING. The program
contains a routine which re-runs the program
on System Reset (courtesy of Norwich User
Group) and the Break key is disabled. SAVE A
COPY OF THE LISTING BEFORE YOU RUN IT. If
you don’t, there is no way to LIST the program
once it has been RUN. If you use TYPO to check
the listing, the table given is for the listing as
printed and TYPO should be used before the
program is first RUN. If you wish to check the
listing otherwise, it is suggested that line 6 is
deleted and then reinstated once the program
is running correctly.

ATARI 400/800
CENTRONICS PARALLEL
PRINTER INTERFACE

Similar to the Atari 850 interface but without the 4
serial ports. Plugs into serial I/O socket. Requires no
additional software. Includes all cables plus exten-
sion 1/0 socket. £74.95 inc. VAT and postage. Send
s.a.e. for more information.

Dealer enquiries welcome

BLACKTHORN ELECTRONICS
Ardleigh Road, Dedham, Colchester, Essex

1 REM ¥XX¥¥XXXEFXXEXXAXARXRXANARAAES
2 REM % SCRAMBLE X
3 REM % BY STEVE HUTTON %
4 REM % /8783 X

S REM ¥XEXEXXE¥XFFEXEXFEEXEAANEXRKNN

4 POKE 2,44:POKE 3,185:POKE 9,2:TRAP |
aee

7 DIM A$(4) ,B$(4) ,C$(4) ,D$(4) ,T$(1) 7%
(4) tHI=9999%

18 ? CHR$(125) :POKE 752,1

15 GRAPHICS 2+14:POKE 14,44:POKE 53774
,44:SETCOLOR 2,0,0

20 DL=PEEK(S548) +PEEK(S541) ¥254+4

2% POKE DL+5,2:POKE DL+4,2:POKE DL+8,2
:POKE DL+9,2

3@ POKE DL+13,65:POKE DL+14,PEEK(540) :
POKE DL+15,PEEK(S41)

35 POSITION &,3:7 #4;"ScRaMblLe”

40 POKE 87,8:T=PEEK(28) +PEEK(89) ¥234
45 T=T+81:POKE 88,T-(INT(T/256) ¥25&)
S8 POKE 89,INT(T/258)

55 POKE 752, 1:POSITION 11,1:? #4;"by
STEVE HUTTON"

4@ T=T+181:POKE 88,T-CINT(T/258) X254)
45 POKE 89,INT(T/254) :1F N{>@ THEN 75
76 POSITION 1@,1:? #&8;"INITIALIZING...
.":G0SUB 2680

75 POSITION 4,1:7 #4;"WANT INSTRUCTION
5?2 (Y/N)"

88 P=PEEK(744) :1F P=255 THEN 8@

85 IF P=43 THEN 18@

98 IF P=35 THEN 3@d

95 GOTO 84

18@ GRAPHICS @:POKE 14,84:POKE 53774,4
4:SETCOLOR 2,8,8:POKE 752,1

118 ? * SCRAMBLE"

128 ? * [(MI[MI[MITIMI[M]
[MI[MI[M]"

13@ ? :? " Scramble is a game of logic
for one person.";

148 ? * All that you have got to do is
rearrange the square so that the

LETTERS are in order.”

158 ? :? " To do this, you must press
the Keys which correspond with the Le
tters and Numbers that surround the";
148 ? " equare.”

178 ? :? "Press ESC to escape from the
game."

iga 7 " (MI[MIIMI"

i?a ? ? 2 " When you press the ST
ART KEY The square will automa
tically SCRAMBLE"
195 IF PEEK(S53279>{>8 THEN 193

194 GOTO 308 >
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208 RAMTOP=PEEK(104)-5:POKE 104,RAMTOP
:CS=RAMTOP+ 1

218 FOR 1=8 TO 255:POKE CS¥25&+I ,PEEK(
224%256+1) sNEXT 1

228 FOR 1=8 TO 135:POKE (CS+1)¥256+1,2
55-PEEK( 225%256+ 1) tNEXT 1

230 FOR =134 TO 255:POKE (CS+1) X254+
,PEEK(225% 254+ (1-128)) :NEXT 1

248 FOR =128 TO 135:POKE CS¥256+1,PEE
K(225%256+(1-8)) :NEXT I

258 FOR I=184 TO 111:READ A:POKE (CS+1
) ¥25&6+1 ,A:NEXT I :RETURN

248 DATA 255, 189,153,129, 165,189, 189,2
55

300 GRAPHICS 2+14:POKE 16,84:POKE 5377
4,44:POKE 756,C5:N=0

318 SETCOLOR @,1,12:SETCOLOR 1,8,4:SET
COLOR 2,12,4:SETCOLOR 3,3,6

320 A$="ABcd" :B$="EFgh" :C$="1JK]":D$="

MNop *

321 POSITION 4,3:7 #4;"1"

322 POSITION 6,4:2 #4;"2"

323 POSITION 4,5:? #4;"3"

324 POSITION 6,4:7 #&;"4"

325 POSITION 13,3:7 #&;"5"

324 POSITION 13,4:7 #6;"&"

327 POSITION 13,5:7 #4;"7"

328 POSITION 13,4:? #4;"8"

329 POSITION 8,1:? ua-*u551-=Posleun

8,8:2 #4;"Wwx"

338 IF HIC99999 THEN POSITION 2,11:7 #
43HI3" v

335 GOTO See

340 POSITION 8,3:7 #4;A%

350 POSITION 8,4:? #4;B%

360 POSITION 8,5:7 #4;C$

378 POSITION 8,4:2 #4;D$

380 Z$=STR$(INT(N)) :POSITION 19-LEN(Z$
)y 1137 #6;INT(VAL(Z2$)) :RETURN

400 IF P=43 THEN D=1

481 IF P=21 THEN D=2

402 IF P=18 THEN D=3

483 IF P=58 THEN D=4

404 SOUND @,16@8+(D¥%15),18,8

485 T$=A%$(D,D) :A%$(D,D)=B$(D,D)

410 B$(D,D)=C$(D,D) :C$(D,D)=D$(D,D)
420 D$(D,D)=T$:G0TO 340

430 IF P=42 THEN D=1

431 IF P=5é THEN D=2

432 IF P=41 THEN D=3

433 IF P=57 THEN D=4

434 SOUND @,1088+(D¥15),18,8

435 T$=D%(D,D) :D$(D,D)=C$(D,D)

44@ C$(D,D)=B$(D,D) :B$(D,D)=A%(D,D)
458 A$(D,D)=T$:160TO 348

440 SOUND @,108,10,8:T$=A$(1,1) :A$(1) =

A$(2) :A%$(4,4)=T$:GOTO 348

4461 SOUND @,96,10,8:T$=B%$(1,1) :B$(1)=B

$(2) 1B$(4,4)=T$:GOTO 340

442 SOUND ©,91,108,8:T$=C$(1,1) :C$( =0

$(2) :0$(4,4)=T$:GOTO 340

443 SOUND ©0,81,10,8:T$=D$(1,1) :D$( 1)=D

$(2) :D$(4,4)=T$:G0TO 340

478 SOUND 8,72,10,8:T$=A%(4,4) :A$(4,4)

=A%$(3,3) :A%$(3, 3 =A$(2,2) 1A$(2,2)=A$( 1,
1) :A$( 1, 1) =T$:60T0 348

471 SOUND 8,44,10,8:T$=B$(4,4) :B$(4,4)
=B$(3,3) :B$(3,3)=B$(2,2) :B$(2,2)=B% (1
1) :B$(1,1)=T$:60T0 348

472 SOUND 8,40,108,3:T$=C$(4,4) :C$(4,4)

=C$(3,3) 1C$(3,3)=C$(2,2) :C$(2,2)=C$(1,
1) 1C$(1, 1)=T$:60T0 340

473 SOUND ©,53,18,8:T$=D%$(4,4) :0$(4,4)
=D$(3,3) :0$(3,3)=D$(2,2) :D$(2,2)=D$( 1,
1 :D$C1, 1)=T$:60TO 348

509 GOSUB 348

S8S FOR I=1 TO 188:NEXT I

518 FOR [=0 TO 49:D=INT(RND(@)%¥4) +1:L=
INT (RND () ¥ 18) +1

520 ON L GOSUB 400,430,448,451,462,443
472,471,472 ,473:S0UND @,8,8,8 :NEXT I:
POKE 744,255.

530 P=PEEK(744) :N=N+1:GOSUB 380:IF P=2
55 THEN 530

532 IF P=31 THEN GOSUB 449

S33 IF P=30 THEN GOSUB 441

534 IF P=24 THEN GOSUB 462

535 IF P=24 THEN GOSUB 443

S34 IF P=29 THEN GOSUB 470

537 IF P=27 THEN GOSUB 471

538 IF P=5S1 THEN GOSUB 472

539 IF P=53 THEN GOSUB 473

540 IF P=43 OR P=21 OR P=18 OR P=58 TH

EN GOSUB 488

541 IF P=42 OR P=54 OR P=41 OR P=57 TH

EN GOSUB 430

542 IF P=28 THEN GOTO 3@@

543 SOUND 8,8,0,0:POKE 744,255

544 IF A$="ABcd" AND B$="EFgh" AND C$=
"IJK1* AND D$="MNop" THEN GOTO S50

545 GOTO 53@

558 FOR I=1 TO 4:FOR H=288 TO 158 STEP
-1

555 SOUND @,H, 18,8iNEXT H:NEXT I

540 SOUND @,0,0,0

578 IF NCHI THEN HI=INT(N) :POSITION 2,
11:7 #63HI;"

580 IF PEEK(S3279)<>é THEN 580

585 POKE 744,255

598 GOTO 308

1890 RUN - -




14 PAGE 6

Issue &

CYTRON MASTERS

Dave Beech, Hull

CYTRON MASTERS
STRATEGIC SIMULATIONS INC.
1/2 PLAYERS

32K CASS.

_and now for something completely
different. How many of you are becoming a bit
jaded with arcade games and other run of the
mill Atari software? For those who are,
CYTRON MASTERS may well be the answer. It
offers a good blend of strategy and arcade-type
action that does not finish after a frantic,
monster-blasting couple of minutes.

The game is produced by SSI who are
renowned for their historically accurate war
games and tactical space games. These are
better left to dedicated war-gamers however as
they require a good understanding of strategic
movement and elements of war.

Originally written for the Apple computer,
CYTRON MASTERS was to be a straightforward
conversion for the Atari, however when the
author, Dan Bunten, began the work, he was
pleasantly surprised at how much better the
Atari was against the Apple! In his own
words—'not just a conversion, but a definite
upgrade’.

CYTRON MASTERS can be played by one
player against the computer or by two players
against each other. There are three difficulty
levels—novice, master and grand master.

The object of the game is to destroy your
opponent’s command centre. To enable you to
do this, you have at your disposal CYbernetic
elecTRONic devices. These are mines, bunkers,
shooters and commanders. Also available are
missiles and anti-missiles. The action takes
place on a battlefield of 38 by 18 spaces.
Located in each half is the player's command
centre and four power centres. Each Cytron is
beamed down onto the battlefield from the
command centre and once down begins
advancing towards the enemy half. It will move
three spaces on its own initially but will then
wait for further orders to be moved left, right,
back or forward. All commands are input via

the joystick from menus displayed below the
battlefield.

There are two ways to move your Cytrons—
individually or as a group. The latter is by far
the most effective. The number of Cytrons you
can make is governed by the power you have
available. This is shown on a gauge below the
battlefield and itself is governed by how many
power centres you have. Capture of your
opponent’s power centres is therefore very
useful.

Shooter Cytrons automatically fire at any
enemy unit within 3 spaces and each Cytron
requires a varying number of hits before it is
destroyed. Mine Cytrons explode on impact
and are the only unit capable of destroying a
command centre. Bunkers are mobile defensive
units. To move a group of Cytrons needs the
presence of a commander. Missiles should be
used wisely as they use up the most power.
Once launched they are directly controlled by
the joystick and when detonated will destroy
anything within 4 spaces. The only defence is
an anti-missile.

This game is not a frenzy of colour and sound
but contains some very neat graphics and
effects like the scaled-down explosions and
laser blasts. It also requires a bit more brain
power than the average arcade game but
nonetheless is very playable. | have not seen
anything else quite like it for the Atari and in
that respect it is unique. Definitely one of my
top ten Atari games. As | said in the beginning .

s

&€= /SSUE 7
will be out early

Don’t miss it—make sure you have
renewed your subscription

e e T J
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Memories . . . contd.

PAGE. When talking about RAM, it means 256
bytes. 256*6=1536, the location of free RAM
that you can write to for your own use (just like
this magazine). Would you believe that's why
they are both called PAGE 6? Page 6 RAM is for
storing your own data. It is supposed to be a
safe area but this is not 100% correct so be
careful.

SHADOW LOCATION. Hardware registers are
updated every screen cycle (every 50th of a
second). If you were to POKE these registers
directly the information would change after just
one cycle. The answer is to write to a location
which will store data and pass it to the
Hardware register on every pass. This is called
the SHADOW. 54273 is a hardware register and
if you run the program above you will see it
being updated. The FOR . . NEXT loop slows it
down for your benefit.

If you study these locations and the locations
given in your Basic Manual, then begin to
experiment, you should end up with some
pretty good programs. Remember, the
professionals use these tricks of the trade. One
final tip, if you RUN a program and you can
BREAK it and LIST it, then do so and study the
PEEKs and POKEs that are used. If the writer
has used a form such as POKE HM,UO then just
go to a free area on your screen and ask your
computer to work it out, e.g. ? HM,UO and your
ever friendly Atari will tell you what these
variables are. POKE a new number into the
location, RUN it again and see what happens.
You can’t damage the computer, at worst you
may ‘lock-up’ and will have to switch off and on
again but for this small price you may learn a
lot. o

Step Forward

Someone passed a cassette of three
programs to me via Mike Reynolds-Jones of
the Birmingham Atari Centre but | do not know
who it was. Could the author please get in
touch as | would like to put some of the
programs in the magazine and wish to give
proper credit. The programs are BEETLE,
BLACKJACK and a PLAYER-MISSILE DEMO.

Editor.

THANK YOU!

As we complete our first year, | would like
to thank all those people who have
contributed to the magazine with articles,
programs, help or encouragement. Thank
you to:

Alan Oliver
Jeff Woodward
Stan Ockers
Colin Boswell
Geoff Brown
Phil Griffin
Mike Reynolds-Jones
Mike Aston
Colin Friston
W. H. Staff
Harvey Kong Tin
Michael Jackson
Paul Stevens
Steve Hutton
David Harry
Jamie Athas
Peter Franey
John Dimmer
Mark Hutchinson
Ken Woodward
-John Massara
Andrew Jones
L. A. Lawson
Ken Ward
Steve Gould
Steve Eales
Jonathon Sanders
Antic Magazine
Garry Francis
of A.C.E. (NSW), Australia
Michael Lechkun
of M.A.C.E., Michigan
Mike Dunn
of A.C.E., Oregon
Norman and Gail Denslow
of S.P.A.C.E., Pennsylvania
Dave Mentley
of ABACUS, California

It is always dangerous to name names for
fear of offending those left out. My
apologies to anyone omitted. Thanks also to
all the readers and advertisers without
whom . ..

Finally, how about a vote of thanks to the
Editor—no, | can’t really do that, that's up to
you.

Les Ellingham
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6. S. Software

61, Redhouse Lane, Bredbury, Stockport, Cheshire. Telephone: 061-494 9183

Send cheque or P.0. pavable to C.S.Software.Please state tape or disk.

The Search £9.95

incl.VAT
& P&P.

Available
on

16k,Tape
or

32k.Disk

Disk version
£11.95

Full colour real time graphic
adventure game, Travel through
a magical and dangerous land
making friends or doing battle
in your quest for the ring.

Gompuiar Gommand  £9.95

incl.VAT
& PE&P.

Available
on

16k.Tape
or

32k .Disk

Disk version
£11.95

H FU<L 109 &

Defend the planet Valox from the
invading Zorkonian hordes in
this multi-screen all action
game of strategy. Full colour
and great scund effects,

Dealer enquiries welcomed

Times Tables..
Eddie Wilson

18 GRAPHICS 2:POSITION 8,3:? #4;"  times tables":F0
RM=1TO 1508:NEXT M

15 A=INT(RND(@) ¥12)+ 1:B=INT(RND(@) ¥ 12) + 1

28 GRAPHICS 2:POSITION 8,3:7 #5;" "1A;" ¥ "iBst=

38 INPUT C

35 IF A¥BOC THEN GOTO 47

39 IF AXB=C THEN GRAPHICS 2+14:FOR X=1 TO 12:7 #6;'Yi
PpEe JuLiA g0t It*:NEXT X

49 FOR T=1 TO 4:FOR S=1 TO 15:SETCOLOR 8,5, 12/T

42 SOUND 8,208/, 18, 18:SETCOLOR 4,16-5,T:SOUND 1,286/
T,18,18

43 NEXT S:NEXT T:SOUND 6,8,8,8:S0UND 1,8,8,8:6070 15
47 GRAPHICS @:FOR I=1 TO 255 STEP 4:SOUND 8,18, 18:F0
R el TO SNEXT W:NEXT |

48 FOR T=1 TO 10:SETCOLOR 2,4, 1:FOR D=1 TO 58:NEXT D:
SETCOLOR 2,6,7:FOR D=1 TO S8:NEXT D:NE

XT T:SOND 9,8,8,8

58 GRAPHICS 1+16:SETCOLOR 2,4,4:SETCOLOR 1,8,8:RESTOR
E

51 FOR T=1 TO 23:2 #4;"MRONG! ' ' TRY AGAIN®

68 FOR R=1 TO S:SOUND 8, INT(RND( 1)¥256) , 18, 18 sNEXT R:
NEXT T:SOUND 8,8,8,8:60T0 28

«ee FOr Julia

| send it in to PAGE 6 for others to share.

A~ WANTED )
PROGRAMS, ARTICLES
P REVIEWS |

That program you have written may be of
interest to someone else. Don't hide it.away,

What about those things you have now
learned? Why not try to help other users
understand? Write an article— on any Atari [
related subject.

Got a favourite game? Review it. Let others
know how good (or bad) it is.

REWARD

Hﬁ'ﬁ'satisfactiun of seeing your article, pro-
gram or review in the U.K.'s best Atar[
magazine . . . i

‘ PLUS

£50 of software to the winner of our annual

{1 a




1st Readers Poll
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With this issue we complete our first year of publication and it is time for our first readers’ poll. This
is your chance to show your appreciation to all your fellow users who have contributed some fine
articles and programs over the past six issues. We want to hear from as many of you as possible
(including overseas readers), so that we know that you do read the magazine and so that the
contributors can have some encouragement to keep on writing. Believe me, writing articles and
programs for publication, especially as they are written for love and not money, can be pretty
frustrating if you think no-one reads them. This is your chance to say thank you and give
encouragement to the authors and spur them on to produce some more good work for forthcoming
issues of PAGE 6.

To refresh your mind, these are the articles, programs and bits and pieces that you have to vote on.
Do not worry if you did not read them all, just vote for the ones you did see.

Issue 1 Issue 3 Issue 5

Secret Code Calendar What's Wrong with Fame?
Line Lister Cricket Maths Target
Adventure . . . America Arcade Action Memory Mapped Screens
Vultures llI Character Redefinition Across the Pond
More Graphics Modes Character Generation Utility Squares
Atari Attracts Keyboard Techniques Arcade Action—Miner 2049er
Software Reviews Character Designer Vertical P/M/Movement
Banner Software Reviews *  Software Reviews
First Steps Master Directory First Steps

First Steps Colour Selector

Line Lister

Issue 2 Issue 4 Issue 6
Four in a Row Lunar V Memories . . .
Joysticks Arcade Action TeleCommunicate
GTIA Modes Merlin's Magic Square Scramble
Astro Chase—Review Memory Mapped Screens Cytron Masters
Silly Circles Basic Timimg Time for Music
Play Your Cards Grab an Apple Bits & Pieces
GTIA Text Window Software Reviews Dodger
Disk Directory Disk Sort The Software Reviews
Tiny Text First Steps Book Reviews
Software Reviews Hypnosis
First Steps Automatic Drive

First Steps

WHAT TO DO. Pick out the THREE articles, programs or whatever that have given you the most
pleasure, or which you have found most useful, and put them in 1-2-3 order on a plain sheet of paper.
Add your name and address and send it off to PAGE 6. That's all there is to it. Do it as soon as you have
finished reading this issue (articles from this issue are included in the poll).

The winner will receive £50 worth of software of their choice and we will sort something out for the
runners-up. What is more important, everyone who receives a vote will be encouraged to try their hand
at something else and that can only be to your benefit.

THE NEXT SIX ISSUES. What sort of articles and programs would you like to see? Add a couple of
lines to your voting form so thai we know which direction you would like the magazine to go.

We have thousands of readers — let’s have thousands of votes
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Time for Music

Phil Griffin, West Midlands

The first long program that | wrote for the
ATARI included an opening tune which was
written as a separate program to be merged in
at the end. Everything went reasonably well
with the main program and, at long last the
great day came when | slotted in my ‘musical
masterpiece’. | eagerly ran the completed
program and, horror of horrors, found that my
original composition had ended up as
something of a death march. It was quite easy
to speed things up by reducing the length of the
FOR ... NEXT delay loop that | had used, but it
set me wondering as to why the problem had
arisen in the first place.

It appears that the longer a program gets, the
longer it takes for a FOR . . . NEXT loop to be
executed. The problem can be eased by placing
the delay loop as a subroutine early on in the
program but the resultant benefit is minimal.
Programs which contain music normally store
the ‘notes’ to be played in DATA statements
and use the READ command to place the
required values in the variables included in the
SOUND statements. You will find that placing
the DATA statements early on within the
program will normally prevent any ‘jerkiness’
from the sound when the notes are changed.

Luckily, you don‘t have to rely wholly on FOR
... NEXT loops for your timing requirements as
the ATARI has an extremely versatile set of
internal counters held in the Operating System
at locations 18, 19 & 20. These counters are
ideal where a precisely timed delay or routine is
required. As with any Basic program however,
the length of the program will still have an
effect, but the timing provided by these
locations will be constant and any slowing
down will normally be negligible.

The three locations are inter-related and on
power-up of the computer, the contents of each
location is set to 0. Location 20 then starts to
count until it reaches 255. On the next
increment, location 20 falls to 0, while location
19 increases by 1. This sequence continues
until both locations 20 and 19 contain 255. On
the next increment of location 20, location 18

e —

increases by 1 while locations 20 and 19 fall to
0. When all three locations contain 255, the next
increment of location 20 causes them all to fall
back to 0, so starting the whole cycle again. You
can see from this that location 20 is the ‘trigger’
for location 19 which is in turn the ‘trigger’ for
location 18.

The rate of increase of the value held in
location 20 is related to the frequency of the
mains electricity system. In America, the
system is at 60Hz, while in Britain a frequency
of 50Hz is used. This means that, in this
country, after an initial reset to 0, a value of 50
would be held in location 20 after one second, a
value of 100 after two seconds and so on. In
America, the values held after the same
intervals would be 60 and 120 respectively.

18 REM ¥ TIMER FOR ONE MINUTE %

20 ? CHR$(125) :ROKE 752,1:REM CLEAR
SCREEN AND SUPPRESS CURSOR

30 MINUTE=40%50:REM CONVERT 1 MINUTE
TO S@the OF A SECOND

40 A=256:B=A%A:REM THIS SPEEDS UP THE
CALCULATION IN LINE %0

5@ FOR I=1 TO &@8@:NEXT [:REM THESE ARE
STILL USEFUL FOR DELAYS

48 POKE 18,0:POKE 19,8:POKE 20,@8:REM -
SET INTERNAL COUNTERS TO @

78 ? CHR$(253) :REM SOUND KEYBOARD
BUZZER

80 ? "TIME STARTS NOW®

98 IF PEEK(18) +PEEK( 19) ¥A+PEEK(28) {MIN

UTE THEN 90

108 ? CHR$(253):? "TIME UP!'"

118 END

A timing in excess of 5 seconds or so will
involve location 19 and possibly location 18.
Probably the easiest way to time say, 1 minute,
is to convert these locations to 1/50ths of a
second (1/60ths in the U.S.A.) and compare the
resultant figure with the one required. The
Timer program shows how this could be done.

The program contains lots of REM
statements which should make it easier to
follow what is happening. Line 90 contains
three PEEKs which read the contents of the
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counters. The values contained in locations 18
and 19 have to be converted to 50ths of a
second (as in location 20) and this is done in the
program by multiplying the values by B and A
respectively. The buzzer soundings and the
delay are included in case you want to check
the timing with a stopwatch. You will find that
the routine’s timing comes out at just over the
minute, but don’t forget that the program is
written in Basic and there is bound to be an
element of ‘human error’ in operating the
stopwatch.

| have included a program containing the
tune which started this all off in the first place
and it now contains the improved delay
routine. The main melody and harmony (voices
0 and 1) consist of a sequence of notes which
remain the same throughout. The variation is
produced by altering the accompanying
‘chords’ produced by voices 2 and 3.

S REM ¥X¥xx¥ MUSIC FX¥EX
& REM ¥x by Phil Griffin 34
7 REM XX%X¥% EXLEX
8 REM

18 DATA 144,121,128,188,121,94,128, 188
,144,121,96,72,121,96,128, 103

20 DATA 91,72,94,81,1088,91,121,94, 128,
108, 144,91,162,94, 128,128

38 GOTO 7085

50 POKE 20,0

48 IF PEEK(2@8)<Z THEN &@

70 RETURN

7005 2=18:FOR F=1 TO 5:G0T0 7838+F% 1@
7048 R=144:5=94:G0T0 7899

7050 R=153:G0T0 7090

7048 R=142:G60T0 7890

7078 R=173:5=188:60T0 7090

7090 R=182:5=121

70698 SOUND 2,R,10,4:SOUND 3,5,18,4:FOR
Fi=1 TO 8:READ D,C:SOUND @,D,10,14:S0

UND 1,C,10,6

78095 IF F=5 AND Fi=1 THEN Z=2%Z

7180 GOSUB S@:IF F=5 AND Fi=4 THEN SOU

ND 2,142,10,4:SOUND 3,108,10,4

7118 NEXT F1:IF FC4 THEN RESTORE 1@
7128 NEXT F:SOUND @,144,10,10:SO0UND 1,
121,10,8:50UND 2,72, 18,4:50UND 3,94, 1@
,612=4%2 :GOSUB 50

7138 FOR J=8 TO 3:SOUND J,0,0,8:NEXT J
+END a

UICTAGRAPH

PLOT WINDOW
FOR ATARI™ 400,800

The easy answer to
producing high
resolution graphics
in GR.B: or other
modes,

These desligns were
produced using the
UICTAGRAPH.

Total Price £7.00. Cheque/POto: UICTAGRAPHICS
EUROPE SURFACE MAIL
VICTAGRAPHICS (P6)
6A BOW ST,RUGELEY,STAFFS.WS15 Z2BT

ATARI i3k UPGRADE
48K — £65 onLy!

OUR BOARD USES ONLY THE BEST
QUALITY COMPONENTS AND CARRIES
THE NORMAL MAPLIN 12 MONTHS WAR-
RANTY. NO ATARI WARRANTY PROBLEMS
AS WE ARE AN APPROVED ATARI SERVICE
AGENT.

L ] L J L

DE RE ATARI, O/S SOURCE LIST PLUS
MANY OTHER ATARI BOOKS IN STOCK.

ASSEMBLER, FORTH, VISICALC — PLUS
MANY MORE UTILITIES/LANGUAGES. ALL
AVAILABLE FROM STOCK.

5% DISCOUNT ON ALL SOFTWARE
FOR B.U.G. MEMBERS

MAPLIN ELECTRONIC SUPPLIES LTD
Lynton Square, Perry Barr, Birmingham
Tel: 021-356 7292 TUES.-SAT. 9 -5.30 p.m.
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Bits and Pieces

David Harry, West Midlands

Here are a few bits and pieces which | hope
you will find useful or interesting.

BRIEF IS BEAUTIFUL—If you learned your
Basic from the book that came with your Atari
and all the listings you have typed in from
magazines have been printed by the error-free
method of LOADing the program into the
computer and LISTing it straight out to the
printer, then you are probably still using PRINT,
LIST, INPUT, etc., in your own programming.
Most of the Basic Keywords have abbreviations
which can save you time and effort when
writing your own programs or typing in
listings. Type in the following demo exactly as
shown, don’t change a single space or
character, and then RUN it.

10GR.23:C.1:PL.3,1:DR.108,78:F . X=1T0%%
:50.1,%X,14,8:N.X:6GR.8:P0S.15,7:?"INPUT
A"5:1.A1?2:?A:0605.20:L.:T7.38:6.999: .
2050.1,0,08,0:RET.

387 :* "BYE!

See what has happened? Your three lines
have changed into five lines of program with
only half the typing. Some points may not be
immediately obvious. GR.23 i$ the same as
GRAPHICS 7+16 and ? is the abbreviation for
PRINT. In line 30 the Editor fills in the final
quotation mark.

Line 10 shows a 50% saving in space, useful
sometimes if you are trying to squeeze a lot of
code into one FOR . . . NEXT loop or trying to
PLOT and DRAWTO several points on one line.
There is a snag with abbreviations. If the
LISTed line exceeds three physical lines on the
screen, you can't edit the line and if you want to
change it, you will have to type it all again. Try
changing line 10 when you have LISTed it.

Abbreviations can be overdone but they are
well worth learning. All the abbreviations are
shown in Appendix A of your manual.

FOUR IN A ROW—Four in A Row from Issue 2
is an excellent program, but when you wish to
replay your opponent, you have to enter both
names in all over again. The following changes
will make this unnecessary

Renumber line 30 as 306 and line 50 as 307,
then delete lines 30, 50 and 80. Change line
1540 to IF NAMES$="Y" THEN 7000 and add the
following:

7008 CT=8:? "WHO PLAYS.FIRST?":? " 1)
"INAME1$3;"2":2 " 2) "i;NAME2$;"?":? " 3
) NEW PLAYERS?","ENTER 1/2/3";

7010 TRAP 7000:INPUT GO:ON GO GOTO 300
,308 ,7020

7028 RUN

If you want the computer to play a stronger
game then also change line 4400 to

4488 COLNO=INT(RND( 1) %3) + INT(RNDC( 1) X4)
+ 1

This biases its moves towards the more
tactically valuable central columns.

TINY TIP—If you are writing a game for two
players and wish to transfer the turn from one
player to another, you could use

18 IF PLAYER=1 THEN PLAYER=2:G0TO 30
28 PLAYER=1
38 REM PLAYER NOW CHANGED

To save time and memory try using the
following instead

18 PLAYER=3-FLAYER
28 REM PLAYER NOW CHANGED

This will work on all games which have two
players.

Has anyone else got any little Hints and Tips?

David Harry

WHOOPS! ... ERROR 17

A couple of errors seem to have crept into the
Line Lister on page 29 of Issue 4. The reference
to 9999 in line 32500 should read 5000. Also
after you type I=xxxx, you should type GOTO
32510 to resume the checking.

T S A PR W T S e




STARCADE

presents

UP, UP AND AWAY

A 16k MACHINE CODE GAME FOR THE ATARI FAMILY

£14.95

(DISK OR CASSETTE)

“Incorporating just the right blend of humour, skill, graphics and
sound—quite likely to start a trend towards less violent, high quality
graphic games.” PERSONAL COMPUTER NEWS

"When you are tired of Star Raiders, Space Invaders and Pacmen.
why not get quietly frustrated with Up, Up and Away?”

PERSONAL COMPUTER GAMES

“Graphically superb—this game shows that there are in Britain at
last programmers capable of producing the goods for the Atari.”

PAGE 6 INTERNATIONAL

"Among the best graphics seen. The five skill levels should provide a

long lasting challenge.”
HOME COMPUTING WEEKLY

Also . ..

The world you are about to enter bears no resemblance to any arena
you ever encountered before. Weapons are of no avail in this small
habitat.

The only sources of protection at your disposal are quick wits and fast
reflexes. The only reward is to survive against monsters of unbelievable
ferocity and cunning; and to avoid hazards more perilous and deadly
than any you might find on a trip through the outer universe.

This is the real world, populated by the creatures of our own, inner
universe, where nature is red in tooth and claw.

Brace yourself now, and come with Starcade into the still water and

Mo — — ‘I deceptive calm of the
Yast Clotpon tuny | -

: i ' SAVAGE POND
Suitable lor Alar 400 B00 16k casselie or 32K iz
Plessise ddebsit imv Acoess B Lyl

| Sowbeel L1 11 1] programme for the Atari family,
available on disc or cassette.

| enechos chegue PO for £
MName

I
I
|EI!rl.e':rl-h_nﬂ_"w_\_-_t‘-i A i ,___| A 16K maChInE Ianguage
I
I

Acdddiesy

L— : e __ 3 _ — PcC7] SUPERFAST CREDIT CARD SALES LINE .

2% (051-487080824hrs '~




22 PAGE 6

Issue &

DODGER

Phil Griffin, West Midlands

You can't believe your eyes! Heading
towards you is a huge army of giant red ants!
They are moving much faster than you can run
so the only thing to do is dodge out of their
way. Best be nimble though for they will march
faster and faster.

This simple game takes advantage of POKEs
to the screen to move your character and the
normal PRINT statement on the lowest line of
the screen to achieve a ’‘scrolling’ effect. The
main playfield is in Antic mode 4 with the ants
and your character redefined. This mode gives
you the same number of characters as in
Graphics 0 but has the advantage of colour
giving much more impact. The movement is
achieved by switching between two character
sets which are moved into RAM and redefined
in lines 5000 to 5090.

The game is played with a joystick in port 1 to
move your character from side to side out of
the way of the ants. There are three difficulty
levels achieved by altering the speed of the
‘scroll’ in lines 200 and 205. You score one
point for each ‘scroll’ you survive. You start
with 10 lives. Good luck.

REM #X¥XEXRXEXRAXEXEEXRXARRXXERERERR

REM * {{DODGERZ> X
REM % BY %
REM x PHIL GRIFFINM %

REM # (extended by Les Ellingham) ¥
REM ¥XEXXXXEXXXREXXEXEXIAERXXEXRRERR

* REM #¥ INITIALISATION x¥

18 DIM A$c4a) ,B$(48) ,STP( 15) :Bs=" ":B%
(48)=B%$:B$(2)=B3$:H5=0:5C=1

12 FOR [=8 TO 15:READ A:STPC(I)=A:NEXT
[

14 DATA ©,8,0,0,0,7,7,7,0,11,11,11,08,1
5,15, 15

16 GOSUB 588@:G0TO 1400

19 REM ¥¥ START CHECK ¥¥

28 IF PEEK(353279)<{>& THEN RETURN

25 7 2 a7

38 POP :FOR J=1 TO 18:FOR [=25@8-10%J T
0 @ STEP -(11-J/2) :SOUND @,1,18,8:NEXT
[ :NEXT J:GOTO 1eea

39 REM ¥¥ JOYSTICK ROUTINE ¥¥

40 B=A:5=STICK(@) :IF S=11 THEN A=A-1:I
F A{CHK THEN A=CHK

58 IF S=7 THEN A=A+1:1F A>CHK+3% THEN

A=CHK+39

68 RETURN

O e LA (d B =

4?2 REM %% CHECK FOR HIT %X

78 IF PEEK(A)=5 THEN L=L-1:FOR J=1 TO
S:FOR =80 TO 1S5:SOUND @,16%I,8,108:SETC

QLOR 2,1,8:NEXT I:NEXT J:GOTO %8

88 RETURN

78 SOUND 9,8,08,0:POP :1F L=& THEN 15608
?5 IF SC>9% THEN X=5

16@ GRAPHICS 2:POKE 752,1:SETCOLOR 2,8
JA:POSITION 4,1:? #5;"<{ dodger >>":PO

SITION X,5:? Hé:"score ";SC

110 POSITION X,7:? #Hé:"lives ";L:? :?
N LEVEL ";LV:FOR J=1

TO 1008 :NEXT J

128 SC=5C-8:POKE 77,@:G0TO le1e

158 REM x%¥ ANT SOUNDS ¥Xx

148 FOR S=1 TO S5:S0UND 6,16@,12,4 :NEXT
S:50UND 9,0,08,8:RETURN

178 FOR S=1 TO S:S0UND 9,128,12,4:NEXT
S:SOUND 8,8,0,0 :RETURN

199 REM %% SELECTION OF A® %X

208 NI=INT(N*#(N/SC)) : IF NI>N THEN NIi=N
205 FOR I=1 TO NI1:NEXT [:G0TO 2Z8a+1ax]
NT(RND( 1) %8+ 1)

210 AemR % W ¥ %Y % %
% %" :RETURN

220 As=" % 7. BRSO
% %  "iRETURN

230 A$=" % % ST g
% % ":RETURN

240 A$="Y Y L L Y - %

% % % ":RETURN

258 As=" % 4 % A% i

% % ":RETURN
268 A%=" x U r A S A - A A

/A 74 ":RETURN

2780 Pm® . e R K A ok
A "tRETURN

288 A%=" A A AA 4L A

“ A A A":RETURN

999 REM ¥¥% MAIN GAME ROUTINE ¥¥

1080 SC=1:L=10:X=4

1818 GRAPHICS ©:POKE 559,8:G0SUB 2000:

SETCOLOR 2,8,12:SETCOLOR @,3,2:SETCOLO |

R 1,8,12 |

1815 POKE 752,1:SETCOLOR 4,12,8:TL=PEE

K(88) +PEEK(89) ¥254 : POKE 82,8 :POKE 559,

34

1820 A=TL+179:CHK=TL+148:? :FOR J=1 TO |
:? B$:NEXT J:POKE 756,CS1/256:POKE A g

s 19 5

1630 GOSUB 48 :POKE B,8:G0SUB 78:POKE 7 1

56,C51/256:POKE A,STP(STICK(@)) :GOSUB

208

1831 GOSUB 48:POKE B,8:? A$:G0SUB 140: j

GOSUB 78:POKE A,STP(STICK(@)) :SC=5C+1
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1835 GOSUB 4@:POKE B,8:GOSUB 7@8:POKE 7
56,052/254:POKE A,STP(STICK(@)) :60SUB
208

1838 GOSUB 40:POKE B,8:7 A%:G0SUB 17@:
GOSUB 78:POKE A,STP(STICK(®)) :SC=3C+1:
GOTO 1@3e

1499 REM ¥¥ GAME OVER XX

1568 IF SC>HS THEN HS=SC

1518 GRAPHICS 18:POSITION 5,1:? #4;"0ga
me over":POSITION 4,4:? #4;"SCORE
";Sl:

1520 POSITION 4,6:7 H&8;"HI-SCORE ";HS:
DL=PEEK(540) +PEEK(581) X258 :POKE DL+15,
4:POKE DL+146,6

1525 FOR J=25 TO @ STEP -8.5:FOR I=0 T
0 2568-10%¥J STEP 26-J:50UND @,1,14,8:NE
XT I:NEXT J:SOUND @,0,.,8,0

1530 POSITION 2,10:? #46;"press- start
for":POSITION 4,11:? #&;3;"another game”
:POKE 53279,8

1548 IF PEEK(53279)<(>4 THEN 1549

1599 REM %% OPENING CREDITS x¥

15480 GRAPHICS 1:SETCOLOR 2,0,0:POKE 892
,0:POKE 752,1:POKE 754,CS51/256:DL=PEEK
(540) +PEEK(S541) ¥255:POKE DL+3,71

1485 POKE DL+25,48:POKE DL+28,4:POKE D
L+29,4:POKE DL+30,4

1610 POSITION 4,0:7? #4;"({ dodger 2>>":
POSITION 9,2:? #é3"BY":POSITION 0,4:7
#s3" P.A.GRIFFIN * °~

1420 POSITION 7,817 #46)"—————":POSITI
ON 0,8:7 #6;"for difficulty level":P0OS
ITION 3,9:? #4;"press- select "

1638 POSITION 3,12:? #4;"1 (EASY) ":POS
ITION 3,13:? #&43;"2 (MODERATE) *:POSITIO
N 3,14:? #4;"3 (HARD) "

1448 POSITION 8,17:? #6;"press- start
to play" :TL=PEEK(88) +PEEK(89) 256 :N=28
15449 REM %% OPTION ROUTINE %X

1658 POKE TL+294,0:POKE TL+256,74:N1=7
S5:G0SUB 205:7? A$:N=75:LV=1:POKE 53279,
8

1448 [IF PEEK(53279){>5 THEN GOSUB 28:6G
0TD 1450

1645 FOR I=1 TO 15:5S0UND 8,255,18,10:N
EXT 1:SOUND ©,8,8,08

1678 POKE TL+256,0:POKE TL+2748,74:N1=3
S5:GO0SUB 285:?7 A%$:N=35:LV=2:POKE 532779,
8

1488 IF PEEK(53279)<>5 THEN GOSUB 20:G
OTO 1478

1685 FOR I=1 TO 15:S0UND 8,255,108,18:N
EXT 1:SOUND 0,0,8,0

1698 POKE TL+274,0:POKE TL+298,74:N1=1
:GOSUB 285:7? A$:N=1:LV=3:POKE 5327%,8

1788 IF PEEK(S3279)¢>5 THEN GOSUB 20:6
0TO 1490

1785 FOR I=1 TO 15:50UND 8,255,160, 10:N
EXT 1:SOUND ©,8,0,0

1710 GOTO 1450

1999 REM CHANGE SCREEN TO ANTIC 4

2088 DL=PEEK(548) +254¥PEEK(S41) 1 GRAPHI
CS @

2018 POKE DL+3,48

2028 FOR I=DL+é TO DL+28:POKE I,4:NEXT
I

2038 RETURN

4999 REM MOVE CHARACTER SET AND CHANGE
CHARACTERS

5600 POKE 184,PEEK(108&) -11:GRAPHICS @
5018 CS1=(PEEK( 1086) +3) ¥254

5828 CS52=(PEEK( 184) +7) ¥254

5025 DIM 2$(32) sFOR I=1 TD 32:READ 2:2

$(1)=CHR$(2) :NEXT 1:A=USR(ADR(2%$) ,5734

4,C51) :A=USR(ADR¢Z%) ,57344,C52)

5838 DATA 184,104,133,204,104,132,203,
184,133,204, 104,133,285, 142,4

5835 DATA 148,8,177,283,145,285, 134,26
8,249,230 ,204,230,206,202,208,240,948

5848 READ X:IF X=-1 THEN 5029

5858 FOR Y=8 TO 7:READ Z:POKE CS1+X¥8+

Y,2:POKE CS2+4X¥8+Y,Z:NEXT Y:G0TO 5840

S840 DATA 5,45,45,1085,208,85,28,85,45

5842 DATA 15,255,480 ,46,195,255,28,255,
195

Sas4 DATA 11,255,40,40,192,252,28,252,
204

5846 DATA 7,255,48,48,3,63,28,63,51
5848 DATA -1

5§88 FOR Y=8 TO 7:READ 7:POKE C52+5%8+

Y,Z sNEXT Y:RETURN

5690 DATA @,45,105,20,20,20,85,65 =

Coming next issue . . .

Three great games

GRUBS
BUGS
SLOTS

all in time for Christmas
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THE SOFTWARE REVIEWS

KRAZY KOPTER
FIREFLEET

DIAMONDS 1/2 PLAYERS
ENGLISH SOFTWARE CO.

1 PLAYER 16K CASS.

1 PLAYER 32K CASS.

16K CASS.

Since the famous Airstrike, English Software
Company have not been idle. These 3 latest
releases are the first of a whole gamut of new
titles lined up for release very shortly.

KRAZY KOPTER is well-titled, it is a crazy
game. If you like getting blown up and losing all
your reserve helicopters within the space of
one minute, this game is for you. It is a one
player game and, if you have not already
guessed it, you play the part of the helicopter.

There are 3 levels, level 1 consisting of a
barrage of Navy missiles, level 2 has anti-
aircraft rockets and level 3 has zig-zagging

UFO’s. The screen display is of three bridges.

which span a river and two sheer canyon sides.
Collision with either of these loses a life. When
the game begins, a ship sails across the river
and a selection of trucks and cars cross the
bridges in a random order. If so much as ONE
car gets from one side of the bridge to the
other, a rocket comes shooting onto the screen
and destroys your helicopter. There is no way
you can avoid this, as your helicopter's
movement is frozen. To destroy a car, you
position the ‘copter above the car you want to
obliterate and press the fire button on joystick
1. This releases a bomb, but you must be fast,
and | mean FAST!

To sum up, if you let a car cross the bridge
from left to right or vice-versa, you lose a life.
To progress to the next level, you must destroy
75 cars!!! Definitely one only for masochists.

Of the three games DIAMONDS is the best
and it has the added bonus of a competition to
win a REAL diamond!

The game consists of 16 levels with 4 screens
to each level, giving a total of 64 screens! To
reach the Great White Diamond—the object of
the game and the competition—you must reach

screen 64. As far as comparisons go, this game
iIs another digging game very similar to Dig-
Dug, however in September's Computer &
Video Games, Diamonds was voted the best of
three digging games, including Dig-Dug. At
£14.95, it represents excellent value for money
with sound and graphics on a par with
American software. The characters you have to
contend with are Phillip The Filler, The Fireflies,
The Eyes and Simon The Snake. You play the
part of Digger Dan and, as in Dig-Dug, you
move Dan through the layers of earth collecting
the pockets of diamonds which are randomly
distributed. There are rocks which you can
burrow under which will then drop on your
enemies if they are in hot pursuit, or on you if
you are not quick enough!

While you are burrowing away like mad,
Brian the Blob is also after the diamonds. If you
encounter Brian or any of the previously
mentioned ‘nasties’ or another creature called
The Demon, you lose a life. You start with 3
lives and don’t get a bonus life at all. You can
pause the game by pressing the joystick button.

In conclusion, an excellent game which goes
to prove that there are some English
programmers who will give those Americans a
run for their money!

Whereas the other games can be enjoyed by
anyone with an Atari 400/800, you will need an
upgrade to run FIREFLEET as it is 32K.

FIREFLEET is basically the English answer to
Caverns of Mars but the way everything
explodes is quite original. If you hit anything
with your bombs, a column of horizontal lines
comes shooting up. The ship itself could be
taken straight out of Caverns.

The game is for one player with a joystick and
the object is to navigate through 34 vertically
scrolling screens divided into 4 equal sectors. A
free ship is awarded every 10,000 points, unlike
Caverns of Mars where you don’t get any.

Taking into consideration that this game is
half the price of Caverns, it represents very
good value for money with.excellent vertical
scrolling. Although the graphics are superb, the
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sound effects could do with some
improvement, especially when the ship gets hit
or collides with a wall. The effect is somewhat
flat. If the sound effects were better and the
ship exploded when hit, this would be a top
class game but it still represents very good
value for money and is a must for your
collection.

DONKEY KONG
ATARI

16K ROM

1/2 PLAYERS

Arcade fanatics will be quite familiar with this
one and have been waiting some time for it to
appear. For the uninitiated, the game consists
of 4 screens of entirely different action, the
object being to reach the top of a network of
ladders, ramps, elevators, conveyor belts, etc.,
in order to reach a platform where ‘Kong’ is
holding your girl-friend hostage. You play the
part of Mario the Carpenter—complete with bib
and brace overalls, cap and moustache—and to
be re-united with your lost girl-friend, you must
negotiate all the levels of action which start
with the ramps on level 1. Kong is on the right
hand side of the screen and is rolling or
throwing barrels down at you. Don’t worry,
provided that you are alert, you can jump
barrels coming down the ramp by pressing the
trigger which causes Mario to leap into the air
and, hopefully, avoid the obstacle. When you
reach the top of the ramps and ladders, Kong
steals your prize from under your nose and
runs off to the top of the next screen while you
have to start over at the bottom. So the chase
goes on.

Having seen and played the original arcade
game, | was most eager to see how the Atari
ROM version compared. Atari bought the rights
from Nintendo and | was hoping therefore that
their version would be identical but sadly | was
disappointed. There is no opening sequence

FOOTNOTE TO KRAZY KOPTER. English
Software have now changed the program so
that you can avoid the killer rocket and the
game is much more playable. If you were
unlucky enough to buy the first version of the
game, English Software will exchange it for
you.

where Kong climbs up the ladders and jumps to
the left of the screen thus destroying the
orderly nature of the ramps. The music and
sound effects are entirely different and also the
order of the screens is different. For the
seasoned player, the order is: 1 Ramps, 2
Rivets, 3 Ramps, 4 Elevators, 5 Rivets, 6 Ramps,
7 Pies, 8 Elevators. As you can see, there is
quite an array to get through before you can
rescue your betrothed.

Although the game is disappointing when
compared with the original, the graphics and
sound are very good indeed and after seeing
versions of Kong on other machines, the Atari
version is the best (if you disregard the price),
and that includes the well-publicised Coleco
version!

Ever wondered why this has such a crazy
title? Well, the game originated in Japan and
DON-KAI in Japanese means ‘Crazy’. Does it
make more sense now?

PHARAOH'S CURSE 32K DISK
SYNAPSE 32K CASS.
1 PLAYER

Yet another instant hit from the Synapse
people. The theme of the game is influenced by
the latest arcade craze. You have seen the
Space Invader clones and the Pacman clones,
now it's the turn of Donkey Kong. It seems that,
just lately, if a game features ladders and
elevators it has a good chance of success.

Pharaoh’s Curse has the lot—lifts, mummies,
pharaohs, jumping, man-traps and 16 treasures
to collect. There are 4 skill levels with the first
level being level 0! To access the other 3 levels,
you must complete the previous one to find a
password that will enable you to proceed. To
start level 0, you simply press the joystick
button.

At the start of the ‘mission’, the character you
control, a sort of Indiana Jones, is standing
outside the pyramid. On entering, you are
immediately dropped into one of 15 rooms,
each of which contains a treasure. How come

only 15 rooms but 16 treasures? You are
>
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FINANCIAL COMSULTANT OM ALL ASPECTS OF PENSIONS LIFE COVER AND INVESTMENTS

EVEN THE BEST HOME COMPUTER
CAN'T TELL YOU THE BEST WAY
TO SECURE YOUR FUTURE

In some areas there is no substitute for human experience and if
you require advice on investment, life insurance, savings schemes
or pensions, you need the right advice built on years of
cXpenence.

RETAILERS—Protect your business by wise investment.
Protect your employees with pension and medical schemes,

PROGRAMMERS—IJust started your own company? Make sure
you safeguard your profits and give security to your family.

USERS—Why not put some of your money into a savings scheme
and be prepared for all the new Atari technology?

For free and confidential advice on all aspects of financial invest-
ment, pensions and life cover write or 'phone 021-471 3707 (24
hours).

Keith G. Hyem, 51, Willow Road, Bournville,
Birmingham B30 2AT

Check with PAGE 6 for references

R K kk ok W W W
PROTECT YOUR EQUIPMENT

KEEP TRACK OF YOUR PROGRAMS

DUST COVERS—Natural PVC with a brown
trim. Prolong the life of your equipment—
dust is the computer’'s greatest enemy.
Made to measure for Atari equipment.

Atari 400: £2.95, Atari 800: £2.95, Cassette
410: £1.95—state if old or new model. Disk
Drive: £2.95, 822 Printer: £2.95. Also for all
other printers. Please enquire.

CASSETTE INLAY CARDS Specially
designed for maximum information on all
your programs. Pack of 25: 80p, plus 20p

p. & p.

DISK INSERTS—No more messy labels.
These inserts allow you to keep full records
of your disk contents. Just number the disks
and put the program details on the insert.
Pack of 25: 80p, plus 20p p. & p.

Order from:
ABACUS, 18, UNDERWOOD CLOSE,
PARKSIDE, STAFFORD. TEL.: 0785 41153

Typo Tables

&

DODGER SCRAMBLE
i Variable checksun = 312358 Variable checksum = 235821
Variable checksum = 1262971 e A g i .
. 2 -9 - SR N -7 0s 533
L g o % -1 x5 ® -19 W 5K
i e % % 199 - 280 25 5% 168 - 239 W 510
R s by 999 - 1831 OR 542 240 - 323 Iy 512
pe R g7 et 1835 -1525 NC 578 34 -39 Ba 456
b RS e A 1538 - 1410 20 54 | - 42 W3
708 el S 1420 - 1659 Uz 584 433 - 482 6 516
e e o - 1868 - 1498 RT 508 43 - 4N NF 543
298 & paad W 394 1760 - 5620 AU 461 72 -35N EC 557
SO whinh it sa 25 -5688  C6 541 520 - 541 65 515
Ul io e i 5698 - 5899 W29 542 - 1000 IK 399
BINARY REPRESENTATION
AUTORUN.SYS PAGE 38 FULL DETAILS
Variable checksum = 115944 OF TYPO
. APPEAR IN
Variable checksum = 79885 Line num range  Code Length ISSUE 5
, 8 - 13 DS 569
Line num range  Code Length 29 - 138 W 475
P RORIE L BN i BT Mo -1 d S
189 - 37 N 343
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generously ‘given’ a treasure as soon as you
enter the door! Across the top of the screen
there are 16 ‘blobs’, each of which represents a
treasure and which disappear when you collect
each treasure. You can always see how many
you have left to collect. In the various rooms
there are glowing keys which, when touched,
disappear. The character then begins to flash,
to show that you are in possession of a key, and
you can then unlock the numerous secret
doors. You will need a key to get out once you
have collected all the treasures as the exit is
through a secret door.

To make things harder, there is a Mummy
and a Pharaoh who chase you and shoot at you
but you can return the fire although it is not as
easy as it sounds. Also wandering around the
pyramid is the ‘Winged Avenger’ who can, if
you happen to be in the wrong place at the
wrong time, carry you away to another location
in the complex. Sometimes this can be an
advantage, but most of the time—well, the less
said, the better. On the helpful side, you do get
a bonus life every time you collect a treasure.

Graphics and sound are up to the usual
Synapse standard and if you like ‘jumping’
games, this one is highly recommended.

GRIDRUNNER
LLAMASOFT

1/2 PLAYERS

With the average price of Atari software in
the £20-£30 area, it is very pleasing to hear of a
100% machine code game for the Atari 400/800
which costs less than £10. In fact this costs only
£7.50. With a certain amount of misgiving, |
sent off my cheque, expecting nothing more
than a glorified magazine listing, but was very
pleasantly surprised when | loaded the game.
Delivery, by the way, was approximately one
week.

16K CASS.

After being assured that ‘the power of the
grid was going to preserve me’ | pressed start
to be confronted by a fast and furious game.
The closest comparison | can think of is
Centipede, but instead of centipedes and
spiders, the player is presented with an all-out

onslaught from X-Y zappers, pods, droids and
other alien devices. The graphics are not the
clearest | have seen and at times the action gets
quite confusing but the sound effects are
extremely good. The ship’s entrance onto the
grid is most original and seems rather like
coming out of hyperspace in Defender. Game
play is very fast to say the least and it would be
advisable for the would-be Gridrunner to
develop two more pairs of eyes and an extra
pair of hands!

Many people stay away from cheap Atari
software for fear of being ripped off but
Gridrunner is well worth the money and sets a

good standard for Atari Software at a
reasonable price.

CAVERNS 16K CASS.
TITAN PROGRAMS

1 PLAYER

If Gridrunner typifies good value for money,
then this game shows why | am always wary of
cheap software. If you believe the adverts, you
would expect something similar to Scramble or
Caverns of Mars. What you get couldn’t be
further away.

All of the action takes place on one screen
and the game itself is a two-part BASIC
program. The overall quality is that of a poor
magazine listing. The spaceship consists of
three dots and the caverns are formed by filling
in the left hand side of the screen and then
randomly PLOTing and DRAWIiIngTO in the
background colour. You just have to reach the
right hand side of the screen and get back past
several ‘gates’. The only good part about the
game is the sound effects which | must admit
are rather original.

This might be worth a try at £3.00 but is not
worth its £6.00 price. Above all, as a
commercial program, it is an insult to the
Atari's capabilities. Take a look at A.C.E.,
MAGIC WINDOW or GRIDRUNNER if you want
value for money in low priced software. ®
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Book Reviews

Ken Ward, Norwich

MAKING THE MOST OF YOUR ATARI
by Paul Bunn
Interface Publications ..............cccevieeerinnien.. £8.95
The first thing that struck me about this book
was the appalling waste. At least 20% of the
book is blank paper! Mr. Bunn is very
presumptious when in Chapter One he says
that he will teach you your machine inside out
and a little bit extra! He also says “‘the book is
aimed at the computer user who has had his
Atari computer for one or two months”. He
then takes several pages of the next chapter to
teach you how to use the commands—
GRAPHICS, SETCOLOR, COLOR, PLOT &
DRAWTO which are explained in your manual.
Presumably Atari owners are only supposed to
know how to play Star Raiders! LOCATE is very
briefly mentioned, as are the file commands.
GTIA modes are covered with demo’s and the
GR.10 demo is worth the effort of typing in all
that data. The display list and display list inter-
rupts are described—badly. There is, however,
a useful error reporting routine that can be
loaded when typing in your own programs or
listings. It saves you diving for.the reference
manual to find out what Error xx is.

Chapter 6 gives a lengthy description of
Player-Missile graphics (lengthy for this book
anyway). This is followed by the shortest article
on redefining characters I've seen. Chapter 9
takes six pages to tell you about Joysticks and
Paddles. It's all in the reference manual

anyway.

Finally we come to the games, which range
from a couple of games that date back to the
early days of personal computing, through to
versions of some of the popular games of
today. Some of the listings have silly errors but
they won’t stop the games running and can be
ignored, except for the last one which is the
best game in the book. (Actually, it's Frog
Jump—a version of Frogger—not Dodge ‘Em
as stated on the back cover.) The game is full of

data statements, and not a RESTORE
anywhere!
Considering it is supposed to be an

instructional book there is a great lack of REM
statements in the listings. Most of the games
are nicely finished off, and some contain good
routines. Overall my impression is it's a hastily
prepared book and it's only value is in the
games. '

GAMES FOR THE ATARI
by S. Roberts
Mofackar ................ REESETAIN LR 5

This book starts on page zero with a list of the
graphic and sound commands, and on pages 1
and 2 gives a quick demo of PLOT and
DRAWTO. It then jumps straight into Player-
Missiles, taking you through step by step, then
giving you a demo program to put your little
man on the screen, and some POKE's to try to
change his position, size and colour. This is
followed by a demo of horizontal movement
and priority.

The next section uses a demo to illustrate the
problem of vertical movement in Basic, before
giving you a machine language program to do
the same thing. The P/M section of the book
then ends with demo’s and explanations on
alternating shapes, missiles and collision
detection.

Sound is covered by short demo's, as is
reading the joystick, then it's on to the games.
Not a really great selection. Two of them are
based on the Mastermind game—one with
numbers and letters, the other with colours.
The latter is the first game |'ve seen that uses
GR.11. Many of the games can do with tidying
up graphically, which is a good way to learn.
This section ends with a game for anyone that
has an Assembler.

Next it's back to the learning with articles and
demo’s on Antic, DLI's, CTIA/GTIA and

character redefining. All these articles could
have been very good were it not for the printing
and English errors (the book is actually
produced in Germany). The reader is also
confused by the constant cross referencing of
DEC/HEX numbering. To a beginner it is all too

continued on page 29
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HYPNOSIS

Steve Eales, Essex

This short demo program introduces ‘page
flipping’, a technique that is fairly easy to do on
the Atari. A number of images are drawn in
different parts of memory and by manipulating
two bytes in the Display List, you can switch
instantly to another display. The technique can
be used for a number of purposes but is most
often used for animation. An article on page
flipping will be featured shortly in PAGE 6.

1 REM X¥¥xX¥¥X¥XEHYPNOSISEXXXXXREXKRX
2 REM % BY *

3 REM xXXx%XXX%STEVE EALESXEXXXXXXXXX
4 REM

18 L=0:A=PEEK(10&)

20 DIM DLC13) ,DHC13)

38 X=5:Y=0:X1=73:Y1=3%

198 FOR J=1 TO 13

1186 POKE 184,A-L

128 GRAPHICS 28

138 COLOR 1:PLOT X,Y:DRAWTO X1,Y:DRAWT
0 X1,Y1:DRAWTO X,Y1:DRAWTO X,Y

148 DL(J)=PEEK(540) :DH(J)=PEEK(541)
150 L=L+4:X=X+3:Y=Y+3:X1=X1-3:Y1=Y1-3
148 NEXT J

280 FOR J=1 TO 13

210 GOSUB 309

228 NEXT J

238 FOR J=13 TO 1 STEP -1

235 GOSUB 308

248 NEXT J

258 GOTO 200

388 POKE 568 ,DL(J) :POKE 541,DH(J

318 FOR W=1 TO 25:NEXT W

320 RETURN =

Listing Conventions

As far as possible, the listings will be 38
characters wide to allow you to match up to the
screen, but where control characters are
explained in a line this will not be possible.

Three types of characters are difficult to
reproduce in a listing—Inverse, Control and
Inverse Control.

INVERSE—all characters to be typed in inverse
are underlined.

CONTROL—<characters which require the CTRL
key to be pressed are shown in square brackets
[ ]. Press CTRL and the key shown in the
bracket. Characters which require the ESC key to
be pressed first will show ESC,CTRL followed by
a word or words to describe the key to be
pressed. You may have to refer to your Basic
Reference Manual if you do not understand
some of the keys.

INVERSE CONTROL—<characters will be shown
in pointed brackets <>. Follow the instructions
for control characters but press the Atari key
first.

The listings should be typed as accurately as
possible and MUST be typed exactly if TYPO is
used to check them.

All programs featured in PAGE 6 will run in 16K
unless otherwise stated.

Book Reviews contd.

jumbled to make a lot of sense, and needs an
understanding of HEX numbers and machine
language to make sense, which is a shame,
because the book starts off so well.

ATARI SOUND AND GRAPHICS
by Moore, Lower & Albrecht
B e N N T i EBYS

From the same stable as Atari Basic, this
book follows the same format—teaching
everything in the slowest possible way, ending
each chapter with tests.

| was in middle-age when, completely
ignorant of everything computing, | placed
hands on a computer for the first time. The
Atari Basic book annoyed me, this one annoyed
me even more.

The Graphic side of the book is basic to the
point of being silly. It doesn’t get past PLOT &
DRAWTO! The bulk of the book is taken up by
Sound creation, taking you from the simple
beep through to complicated tunes. There are
some useful pieces on Attack and Decay, and
Phase Shift, giving some idea of how to get
quite advanced sounds even from Basic. But it

is not enough to raise this book out of the mire.
®
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Automatic Drive

Les Ellingham

When you boot-up a commercial disk, it
normally goes straight to a title sequence to
give you something to look at while the main
program loads. You might consider that the
programming that goes into the boot-up
process too complicated to attempt but you can
in fact create your own AUTORUN.SYS file
quite easily which is a program that causes the
computer to automatically boot-up a program
of your choice.

Let's look first at what happens when you
boot-up DOS. When you switch on the
computer, it is pre-programmed to run through
an initialisation process which sets various
parameters to enable proper operation of the
system. One of the things it tries to do is load
the Disk Operating System into memory,
providing of course a disk drive is connected
and is switched on. If it is successful in loading
DOS, one of the next steps in the initialisation is
to search the disk used for a file named
AUTORUN.SYS and then load bytes from that
file into memory culminating with some bytes
loaded into addresses $2E0 and $2E1 (736,737).
These bytes will give the starting address of the
routine contained in the AUTORUN.SYS file.
Normally control is passed to Basic, if a Basic
Cartridge is present, otherwise to DOS, but you
can specify any address in these locations and
control will automatically pass to that address.
If the address is that of the routine in your
AUTORUN.SYS file, then your instructions will
be automatically executed. It's as simple as
that.

So, all you have to do is write a short Basic
program, name it AUTORUN.SYS and put it on
your disk? Unfortunately it is not as simple as
that, for the AUTORUN.SYS file must be a
binary file to be loaded. All is not lost however
for those of you who do not understand
machine language, for Listing 1 is a Basic
program which will create a binary
AUTORUN.SYS file for you.

Once you have typed in the program, insert a
disk into your drive with DOS.SYS on it and
RUN the program. You will be asked for the
command you wish to have executed when the
disk is booted. Just type RUN“D:MENU" or
RUN ‘whatever you wish’ and press return. The

AUTORUN.SYS file will be written on the disk
in drive 1 and the next time you boot-up using
this disk, the program you have chosen will
RUN automatically (provided of course it is on
the disk!).

So, what can you use it for? Well, you can
have a disk with just one program on it and
RUN that program, or a title screen that will
then RUN another program, but the most
common use is to RUN a Menu which allows

1 DIM A$(58)

28 7 CHR$(125):? "BASIC COMMAND TO ISSUE *:2 :INPUT A8
38 L=41+LEN(AS) -1

48 OPEN 41,8,8, "D:AUTORUN.SYS"

58 FOR =1 TO 4:READ A:PUT #1,A:NEXT [

68 PUT #1,L:PUT 41,4

120 FOR [=1 TO 61

138 READ D

148 [F 1=12 THEN PUT ¥1,LEN(AS) :60T0 160

158 PUT #1,0

168 NEXT |

178 FOR [=LEN(A$) TO 1 STEP -1

188 PUT #1,ASC(ASCI,D)).

198 NEXT 1

208 FOR I=1 TO 4:READ C:PUT ¥1,C:NEXT 1

268 CLOSE #1:END

298 DATA 255,255,8,4

309 DATA 149,18, 141,33,3,149,6,141,34,3

310 DATA 169,18, 141,128,6,76,105,243,251,243
320 DATA 51,244,33,6,163,246,51,244,60,246
339 DATA 76,228,248,8,172,128,6,248,9, 185
349 DATA 68,4,286,128,6,168,1,96, 148,33

350 DATA 3,169,228, 141,34,3, 169, 155,168, 1,96
378 DATA 252,1,254,1,255,5

you to look through several programs on a disk
and RUN the one of your choice by pressing
just one key. There are several Menu programs
around but most of these use Graphics 0 and
some have trouble in squeezing several
programs onto the screen. The Menu program
presented with this article, uses Graphics 2 for
a very pleasing display and is one of the best
Menu programs | have seen. It is rather long for
a simple Menu, but if you type it in, you will not
be disappointed and can upgrade your disks to
“automatic drive"’.

One final tip. If you make the first line of each
program on the disk POKE 580, 1, the Menu will
be booted-up each time you press System
Reset. >

R R S S e
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100 REM XAXEXEXXEX MENU BXEXEAAXXARAX
118 GOTO 978

128 FOR ME=Q1 TO LEN(PS) :IF B$(HE,ME)=
* " THEN JW$(ME,ME)=" *:G0TO 140

138 JW=ASCBS(ME ME) ) + 1282 JW8 (ME ME)=C

HRS ( JW)

148 NEXT ME:RETURN

158 POKE 14,64:POKE 53774,112:POKE 718
,14:POKE 788,31:POKE 789,172:POKE 711,

98:POKE 712, 144:RETURN

148 TRAP 178:INPUT #01,P$:IF P$(5,08)(
}*FREE" THEN 248

170 POSITION 02,08:> #04;" TOTAL FILES

=":POSITION 02,08:? #Q4;P$(01,04) ;"FRE

E SECTORS':? #04;L$:1F BPYQS THEN DBP=
@4:TBP=BP

188 IF BP(=04 THEN DBP=BP:TBP=BP

198 BPD$="CONTINUEBASIC DOS ":JW

$="CONTINUEBASIC  DOS " :SEL=01:PN

=Q3:605U8 120

200 POSITION Q4,01:? #04;°M E N U®:POS
[TION G7,07:2 #04;" "

218 POKE 540 ,48:POKE 0279,03

228 [F PEEK(G279)=06 THEN RETURN

238 IF PEEK(548) )25 THEN POSITION 04,0
:? #04;"press start®:60T0 224

248 POSITION 04,07:2 #04;" -
:[F PEEK(548)=03 THEN 218

258 6070 228

268 R=R+Q1:POSITION 15,04:? #@4;R:D$(R

¥17-16,R¥17)=P$:1F P$(11,11)=" " THEN
BP=BP+Q1:B$(BPXA8-7,BPX08)=P&(07,18)

278 GOTO 148

288 KEY=PEEK(744) :POKE 744,255:TEMP=LS

EL :LSEL=SEL :KEYSEL=Q1:IF KEY=31 THEN S
EL=01:60T0 450

290 IF KEY=38 THEN SEL=02:60T0 448

388 [F KEY=26 THEN SEL=07:G0TO 478

310 IF KEY=24 THEN SEL=04:G0TO 388

328 IF KEY=29 THEN SEL=5:GOTO 388

338 IF KEY=27 THEN SEL=04:60T0 388

348 IF KEY=51 THEN SEL=7:G0TO 388

358 [F KEY=53 THEN SEL=08:60T0 388

348 IF KEY=48 THEN SEL=9:60TO 380

378 LSEL=TEMP:GOTD 598

308 TRAP 49000 :KEYSEL=Q1:FP=PN-DBP:CP=
SEL-@7+FP:60TD 758

398 GRAPHICS 17:G0SUB 156:7 #Q4:7 ¥A4;
* SELECT OPTION®:? ¥@4;"  PRESS ST
ART" :RETURN

498 GRAPHICS 18:GOSUB 158:0P=108:? 404
;L$:G0SUB 410:G0TO 448

418 POSITION 04,02:7 H04;"select optic
n®:POSITION 5,04:7 #04;"PRESS START":?
#34;L$:POSITION G3,18:7 #04;L8

428 POSITION 02,7:7 #24;"RUN BASIC PRO
GRAM" :POSITION @2,9:? #06;"display dir
ec tory® :RETURN

439 POSITION 02,7:? #04;"run basic pro
gram®:POSITION 02,9:7 #@4;"DISPLAY DIR
ECTORY" :RETURN

448 BUT=PEEK(Q279) : IF BUT=5 OR BUT=0Q7

THEN GOSUB 1858 :60T0 568

458 IF BUT=Q4 THEN GOSUB 020:GOTO 479

448 GOTO 448

470 BUT=PEEK(Q279) :1F BUT=04 THEN 478

468 GOSUB G20:1F OP=18@ THEN GOSUB 378
:6OTO 528

498 GOTO 858

588 IF OP=180 THEN OP=24@:60SUB 438:G0
TO 448

318 0P=100:G0SUB 428:60T0 446

528 IF BP=G3 THEN 1146

538 IF BP)Q& THEN DBP=04:TBP=BP

940 IF BP(=06 THEN 0BP=BP:TBP=BP

558 SC=INT(BP/04)+01:SEL=01:PN=03

568 S=PEEK(548) +PEEK(541) $254+04: S4=PE
EK(S) +PEEK(S+Q1) ¥254 : JW=USR(ADR(MCS) , 5
Mt 4@, 358)

578 FOR DIS=Q1 TO Q7:POSITION G4,D1SXQ
2¢02:? #04;DIS;"= ";BPDS(DISXA8-7,DISk
@8) :NEXT DIS:POSITION 04,04:7 #08;" 1="
388 FOR DIS=04 TO DBP+Q@7:PN=PN+@1:P0SI
TION 04,DISX02+02:7 #06;015;"= ";B$(PN
¥08-7 ,PNX08) :NEXT DIS

578 BUT=PEEK(G279) :1F BUT=84 THEN GOSU
B G29:60T0 748

488 IF PEEK(744)()255 THEN 28

618 IF BUT=@7 OR BUT=5 THEN 438

628 KEYSEL=03:60T0 598

438 LSEL=SEL:SEL=SEL+Q1:IF SEL=DBP+04

THEN SEL=01

648 1F SELJG7 THEN 718

658 IF SEL=01 THEN POSITION 04,04:7 %0
63" 1= CONTINLUE® :POSITION 04,04:7 #34;"
2= BASIC":POSITION G4,09:? #04;"3= DOS

468 IF SEL=02 THEN POSITION 04,04:? 40
63" = CONTINUE* :POSITION 04,06:7 #a6;"
2= PASIC" :POSITION 04,08:2 #04;"3= D0S

678 IF SEL=07 THEN POSITION 04,04:7 #0
6;" 1= CONTINUE® :POSITION 04,06:7 #04;"
2= BASIC*:POSITION 04,08:2 #04;°3= DOS

488 IF KEYSEL THEN 848

698 [F SEL=01 THEN FP=PN-DBP:LP=LSEL-0
7+FP:CP=SEL-Q7+FP:60TO0 728

788 GOSUB 188@:G0TO 574

718 FP=PN-DBP :LP=LSEL-Q7+FP:CP=SEL-@7+

The Autorun program has appeared in
several U.S. user group newsletters, but the
author is not specified. The Menu program
comes from a disk of Public Domain programs
from A.B.A.C.U.S. of California and again the

author is not shown.

FP:IF SEL=04 THEN POSITION 04,08:7 #04
i"F DOS":ISEL=52+128:60T0 738

728 POSITION 04,LSEL¥Q2+Q2:? #Q4;LSEL;
"= *:B$(LPXG8-7,LPX08) : ISEL=LSEL+49+12
8:1F SEL=01 THEN GOSUB 1098:GOTO 599
738 POSITION 04,SELXG2+02:7 #Q4;CHR$(]
SEL) 3°= *3JW$(CP¥Q8-7,CP¥Q8) :6OSUB 188
8:60T0 598

748 BUT=PEEK(Q279) :IF BUT=04 THEN 746
758 IF SEL(G4 THEN GOSUB G28:G0TO 88e
768 DOIT$="D1:":TRAP 1148:DOIT$(LEN(DO
[T$) +01)=B$(CP*Q8-7,CP%08) :GRAPHICS 18
:GOSUB 156

770 POSITION 04,07:7 #04;"LOADING" :FOR
LD=Q1 TO LENCDOITS) : IF DOIT${LD,LD)="
* THEN POP :GOTO 798

788 NEXT LD

798 X=18-INT(LD/G2) :POSITION X{,5:7 4
04;D01T$:RUN DOITS

888 [F SEL=02 THEN END

810 IF SEL=07 THEN DOS

820 TBP=TBP-04:1F TBP(=G3 THEN GOTO 52
8

838 IF TEP)=04 THEN DBP=04:60T0 548
848 DBP=TBP:GATO S48

858 TRAP 940:G0SUB 11308:PR=R:SP=03:5(=
a3

848 IF PR=G3 THEN 948

878 SC=SC+Q1:IF SC{18 THEN PR=PR-01:5P

=5P+Q1:? #06:7 M0S;08(SPX17-16,5P%17) :
GOTO 848

888 IF SC=03 AND PR=03 THEN 94@

898 POSITION 04,22:7 8Q4;"PRESS START"

988 IF PEEK(G279)(>04 THEN 980

918 GOSUB 02

920 IF PEEK(0279)=04 THEN 920

938 G0SUB 028:5C=01:605U8 1138:6G0T0 84

8

948 POSITION 04,22:7 #Q4;"PRESS START"
958 IF PEEK(Q279) (004 THEN 950

968 GOSUB G26:G0TO 18398

978 READ Q1,02,03,04,04,07,08,028,0279

988 DATA 1,2,8,4,4,3,8,1119,53279

978 DIM D$(1088) ,P$(28) ,0P$(28) ,L$(20)
(P (24) , JW8(512) ,B$(512) ,DOIT$(11) M
C$(42)

995 Ly="

RSE SHIFT MIMUS
1888 MC$="hh{EXLh{EXKh{EDNh{EIMMN
[,1) 0, K@KHPE;HLIBIFIPtSHPF

L [,JCOK[.]" :GRAPHICS 18:60SUB 158:
CLOSE #Q1:0PEN #01,06,03,°D:%.%":7 #06
iL$

1818 POSITION 04,01:7 #04;"M E N U*:POD
SITION G7,087:7 #04;" YOUR TITLE ":?
HO4;L$:POKE 588 ,03:POKE 45,01

1828 POSITION G2,04:? #04;"READING FIL

E";:60508 148:G0SUB 020

1638 [F PEEK(G279)=04 THEN 1838

1648 GOSUB Q20:G0TO 486

1858 GOSUB 028

"iREM INVE

GOTO 33
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FIRST STEPS

Mark Hutchinson, Belfast

(Following the threatened disappearance of
First Steps last month we now have an offer
from Mark Hutchinson to write the column but
he needs some reader response. It's up to you.)

It is a wonderful sensation when you rip open
the wrapping paper to reveal your ATARI
computer. You cannot wait to plug into the
mains, turn on your TV and get stuck in. Then
comes the big problem—'What do | do next?’
Well, to be honest, just play about first and get
to know the layout of the keyboard. Don’t be
afraid of doing any damage—you can't. If
something peculiar happens just switch off and
start again. When your little heart has stopped
pounding, sit down with the manual and a
cuppa and soak up a little knowledge. You
really need to learn the basics before you start
anything intricate. Let us suppose you have had
your computer for about a week and you are
now looking for some help. If you decide to
purchase ANALOG or a similar magazine, you
will find them good but perhaps a little over
your head at this stage. The solution is to send
an immediate subscription to PAGE 6 and look
out each issue for FIRST STEPS. | hope in this
column to write articles to aid.beginners to
computing and the ATARI, based on my own
frustrations from three years ago when |
purchased my 400 and could find no help.

Where can | start with this column? Probably
by getting some reader response sent either to
the Editor or to myself. | will not publish your
letters, so do not feel embarrassed about
asking questions you feel are too silly to print.
You may see you questions in print, but not
your name. | will even answer enquiries sent
directly to me, but you will need to enclose a
stamped addressed envelope. Do not worry if it
seems ages for an answer, | am honour-bound
to reply to an s.a.e.

Now that the preamble is over, let's find
something to say for this month.

ECONOMIES—REAL OR FALSE?
If you insist on saving more than one

program per tape, then the best way is to save
just one program on each side. If you want

more than this, then try to get a tape with a
short leader and zero the tape counter at the
start of the tape and make your first CSAVE. At
the end of the first program leave a good gap,
say twenty digits, and note the counter setting,
then save your next program. Always, but
always, keep a backup. Use a thick non-chrome
tape to avoid stretching and always release the
play button to avoid kinks in the tape. Keep
your tape heads scrupulously clean but use
only a cleaner designed for the job, never use
anything abrasive. If you cannot find the start of
a program at a later date, play the tape on your
stereo. When a constant whistle starts, that is
the start of the program. Economy is easy with
a 410 and a cheap C90 tape but when you start
getting load problems . ..

A disk drive gives greater flexibility and
speed. For common routines or unimportant
programs you can economise by using both
sides of a single sided disk. Unlike many other
inferior machines, the ATARI does not need the
timing hole, it writes its own timing marks
during format. All you need to do is to carefully
cut out a write notch on the other side of the
disk. | recommend that you format both sides at
the same time as | would not trust the print
through resistance of some disks unless
guaranteed double sided. Again, always keep
backup copies and always write protect your
completed disks.

In general, buy yourself a good store for your
recording media and keep everything away
from dust, dirt, direct sunlight, dirty fingers,
magnetic fields and harsh temperatures. Buy
dust covers for your machines and peripherals,
you will find the expense well worth it in the
long run. | keep all my manuals and magazines
in four-hole plastic envelopes in a ring binder
and after some three years they are as good as
new.

That's it for my first column. Let me know
what sort of things you want to know, and look
out for some answers to those problems in
forthcoming issues.

Write to Mark at BAUG Software, P.O. Box
123, Belfast, N. Ireland BT10 0DB. L]
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Lalisio Soffware Lid.

SPECIALISTS IN MICROCOMPUTER SOFTWARE

119 JOHN BRIGHT STREET, BIRMINGHAM B1 1BE
Telephone: 021-643 5102

SPECIAL OFFERS

(SEPTEMBER-ONLY)
OFFER EXTENDED

32k RAM boards

for 400 or 800

£49¢99 inc VAT
KEYBOARD ONLY
BUT HURRY!
£39-99in: VAT
MAIL ORDER

ONLY

— Offer available ONLY to Page 6 readers

Menu Program continued

Blaby Computer and Video Games

1848 BUT=PEEK(0279) : IF BUT=S OR BUT=07
THEN 1848

v ATARI RAMPACKS
R BUILD YOUR OWN!

3,5EL-01,02,5/02:60T0 1898
1188 SOUND 03,03,03,03:RETURN
1118 SOUND @3, 162, 12,08:50UND 01,51,12 Bare 16/32K boards. All through
,08:POKE 0279,03:S0UND 02,03,02,08:50U plated and fully tested. Components
ND 07,01,02,08:POKE 0279,03 available from most electronics

1128 FOR $=03 T0 07:SOUND §,03,03,03:N SUPRlore,
EXT $:RETURN

1138 GRAPHICS 17:60SUS 15032 406:7 404
;° FILE  EXT SEC":SC=03:RETURN

1148 GRAPHICS 03:7 :2 * THIS PROGRAM

REQUIRES THAT BASIC®:? :7 * PROGRAMS 16K £9.95 32K £12.95
HAVE NO FILE EXTENTIONS. "

1158 2 2 * NO BASIC PROGRAMS WERE FO

Fullinstructions with each board

IND ON*:? :7 * THIS DISKETTE.®:? :END READY MADE BOARDS

1160 GRAPHICS 18:GOSUB 158:7 ¥04: 406

:? 404;" 1 WAS UNABLE®:? H04:? #06;

. TO LOAD *:? 404:7 4063  *300 16K £29.95 32K £49.95
IT$

1178 FOR JW=188 TO 255:50UND G3,JM, 18, Blaby Computer and Video Games
09:50UND G1,J0M-02,18,88:NEXT JW:SOUND Crossways House, Lutterworth Rd, Blaby, Leicester.
03,03,03,03:50UND 01,03,03,03:TRAP 480 e ) et

08:G0TO 499 n
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Bug Club Call

The A.G.M. of Birmingham User Group, an
Independent Atari Computer Club, will be on
Thursday, 24th November, 1983, at 8 p.m., at
The Matador, Bull Ring, Birmingham City
Centre.

Nominations are called for the following
posts: Chairman, Vice-Chairman, Secretary,
Treasurer and SIX ordinary committee

members. Nominations shall be signed by two

ordinary members of the Club and endorsed by
the nominee. They must be received by the
Honorary Secretary BEFORE 17th November,
1983.

Proposals for amendments to the Club Rules
must be signed by TWO ordinary members and
submitted to the Honorary Secretary BEFORE

31st October, 1983.

» For those who did not go, we actually
arranged a coach trip down to London for the
Personal Computer World Show on 2nd
October. The show was one of the few to have
quite a lot of interest for Atari folks and the
people who went on the trip had a great time
but there were spare seats on the coach. We
have over 180 members and couldn’t get 52 to
go on a trip to the best computer show in the
U.K. even with the promise of Atari’s new range
on show and at a cost barely more than the
admission price. Those who went had a good
time, but where were the rest of you?

» We now have a magnificent notice Board for
YOU to use. You can use it to swap public
domain programs, find others with similar
interests, start self-help groups or sell hardware
but we do ask that you do not use it to sell
software. Why? Because, as a Club, we are
wary of piracy. Facilities exist to sell your
software, have a word with Steve Gould.

Talking of piracy, did you know that Atari
employ a full-time private investigator in the
States, known to the community at large as
Mad Dog! Once he sniffs you out he won't let
go! Over here we are more civilised and
hopefully Atari won’t need to spend their

» CHRISTMAS!

» PARTY TIME. This will be the last magazine
before our last meeting of the year and as
Christmas time is party time, we hereby
announce our Grand Christmas Party to be held
on 7th December. Prizes, competitions, etc., but
let's have some help from you. Put forward
your ideas and offer some assistance.
Meanwhile, here is a competition for the night.
A grand prize to the writer of the best program
of a Christmas Carol for the Atari. Get writing.

money (thus keeping up prices) on private
eyes. Or will they? One or two members have
been seen with long lists of software for ‘trade’
and some have brought copies of commercial
programs to the Club on blank disks. Let's
repeat our position—it's in the constitution—
BUG will not tolerate piracy in any form and we
ask members not to put themselves in a
position to risk expulsion from the Club. Do you
know why Atari won't let User Groups have
software for demonstration? They are worried
about pirating. BUG, as a Club, does not
support piracy and the committee asks each
and every member to use their common sense
and help stamp it out. :

T o SIS v S e



1. Program Recorder.

2.6 K Memory Module.

b. Trak Ball Controller

6. Colour Printer.

7. Disk Drive.

These peripherals will be available soon

1. ATARI 101D |’:t|g!:||||Hut-.l.‘lh'l'l-I:'lx:'u':
cost storage and retrieval capability. Data
transmission 600 baud. Storage capability
100K byvtes on a 60 minute cassette, Track
configuration + track, 2 channels (digital
and audio). Auto record/plavback/pause
control '

2. ATARI 64K Memory Module gives the

GO0XL. a massive 64k RAM.
5. ATARI Touch Tablet enables you to

paint pictures and draw diagrams, with the

touch of a stylus

t. ATARI Trak Ball™ Controller enables

8. 80 Column Dot Matrix Printer.

cursor movement in any direction adds to
the pleasure of Atar games

5. ATARI Super ]u'n.*-ﬂ icks. Crives you a
greater competitive 1L1~'L OWEr Your games

. ATARI 1020™ € "olour Printer Fl'-l[|l.r
Four colour graphic print pability. #0
column. 10 characters per second. 5, 10 and
20 characters per inch

7. ATARL 1050 Dual Density Disk Drive
5"y inch disks holding 127K randomly
.Li'l,n;u-.xl|:u|[-|J.'..]{-H|rrn:|\.H|!-H'I|-.IH'|:-\:]'l.ll'_xll.'ll'.iﬂlli.k
flexibility for your S00XL systerm w ith DOSII

0. Letter Quality Printer.

8. ATARI 1025 80 Column Dot Matrix
Printer prints 5, 10 or 16.5 characters per inch
40 char: |L1-1\|L r second. lde ||1c:|'p|'l:_1_!;|':||1|
listings, fimancial reports, el

9 ATARI1027" Letter Quality Printer for
word processing letters in ||r-|h ssional type

If voud like to know more I'

about the ATARI 600X L, write to
Atari International (UR) Inc.,
PO Box 407, Blackhorse Road.,
London SE8 5JH and we'll
send you all the details

'The new Atari XL home {‘{}mpl"ll.f‘l‘ I&\:blt‘[ll. ATARI

el BOHE prrogEr ams

FOR ALL INFORMATION ON

NEW ATARI PRODUCTS
CALL-WRITE OR PHONE

ome

Entertainment

&l ATARI' CENTER

212-213 Broad Street, Birmingham B15 1AY, 021-643 9100

Al prices are quoted INCLUSIVE of VAT as applicable. All itesms offered for wale were stocked as at publication date but are thereafter and in any event offered subgect to avaslability. All prices sre ubjsct to change without natice
Hame Entertainment Ltd. is an independent dealer in Atari and associated products, Atari, Atari 400 and Atari 800 are registered trademarks of Atani International {LIK] Inc
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HYPERBLAST 16K by John Brierley

Simply the best arcade-action game ever
written in 16H! Defend your Atari against 10 waves
of the most awesome creatures ever to inhabit your
TV screen!

t AT e — iﬁi_bir'_ﬂl:,:

JET BOOT JACH 16K by Jon Williams
You are our intrepid hero, jetting along infested
caverns, climbing moving elevators and more..much

more! Ten screens to conquer, you'll need the will to
sunvive,

VENUS Uﬂmﬁﬁﬂ 2 16K by Christopher Daniel
Multiple screen lander simulation - choose your

sites, avoid all the hazards and rescue your stmnded

comrades,

L S L=3X
oy SCoOoORE D0 E S .40
EMOM FUEL S84 K=20

KEHON RAID 32K by John Briedey
Super speed superb igvapmr_'.t John's first Atar

classic! Use your scout ship to attack, dock with the

drone and re-energjise! It's you vs.The Kenons.

MARATHON & MATHS FOR FUHN 16K by Geoff Brown

Brilliantly conceived educational games for
children/adults of all ages—see how quickly YOU
can solve the problems and win the racel

JUST OUT! JUST OUT! JUST OUT!

Sites e

Ward Qlympics 328 Jack 16K

CAVERUNHER 32K by Martin Cawley
It's a leap and a bound through
waterfalls, across enploding volcano

s bt
ravin
sticks and stones after the prizes of a ﬂfeﬂmeF

r1=|||.| AW W e oain

g AT

HKRAZY KOPTER 18H by Tim Huntington

secret nts, ships and
hlasﬁl::geci:gmn mmruym ﬂ'sgﬁ wildest
game you'll ever play!

AIARI COMPUTER
OWHNERS...

TAKE
THE ULTIMATE
SCREEN TEST

Games to excite you. Games to stretch
vwsl-illlstnti'relirrﬂt, and beyond.
Engli:h&oftwn tﬁe ams will always

timate test.

Butﬂlst,putustometﬁt!‘:eemequahty
of all our screens for yourself at
English Software dealer, indudingleading

Spectrum shg;ﬁ— or arder any program
rect from us.
You'll find that we'll pass your screen test
not just once, but every time!

THE PDWEﬂ OF EHCITEMENT
The English Software Company,
Box 43, Manchester M60 1BW.

TELEPHONE 061-835 1358

THHI’:hE NS‘I'HIBUTIID'I"I CALISTO, CENTRE SDFT SOFTSELCE

LIGHTHING, SOFTSHOR
PCS, TIGER.

AIRSTRIKE 2 16K by Steve Riding

The new version with incredible graph
joystick bomb controll English Software’s be
scrolling game ever!
AIRSTRIKE 1 STILL AVAILABLE

FIREFLEET 32K by Manuel D. Caballero

ics and

Pilot your space cruiser through the corndnrs of
the unknown-avoiding cannon, forcefields and nasty
little tanks! BEAUTIFUL vertical scrolling graphics!

CAPTAIN ETH'W’E ﬁﬂlﬂ 16K by Steve rlu:hng

Steve's latest game sends you to the bottom of
the ocean in search of lost gold, with only your

harpoon to help youl

6GORE :0005 MIGH:00Q0)

DIAMONDS 16K by Simon Hunt

Join the hunt for the Great White Diamond

mmugg 16 levels to win a real diamond - full
of th

details

e Diamonds Competition with every copy!

@.\\

ACE,

by Jon Williams

isplays contents of cassette
. Lists variables.

program.
screen. Verify facil

basic pru%ram quickly. Creates binary fil
|lus many, many more feature

e

THE ATARI CASSETTE EHHANCER

Cassette features include: Hames cassette-
saved programs. Searches and loads named

Automatic line numbering. Renumbers any

on tape s,
l, Usesonly 4K of memory maximum! £7.95

on

es




