
N C L U D
1
N I G  r
e
r A G
E  
F
O
R  
S
T  
U
S
E
R
S

EPSON LABEL
PRINTING UTILITY
Learn to type with
FLEXIBLE FINGERS!
DISK SECTOR EDITOR

SOL
DULLING

3-D Designs on your 8-Bit

R E V I E W S  T R I V I A L  PURSUIT -- RICK HANSON -- WAR HAWKLASER HAWK -- THREE INFOCOMS



THERE'S A RAT IN ATARI.

ROBOT KNIGHTS

Mad genius Evil Otto, escapes from Futureworld
into the past. Your Robot Knights follow him and
must find his laboratory and destroy the monster
he has constructed before time runs out. You'll
have to fight off the guardian zombies who will
attack you with fireballs as you progress through
all the dungeons and chambers o f  the Castle
Kiang. For one or two garners with simultaneous
two player action with or against each other!

Disk 9.95 Ta pe  E7.95

IN YOUR FAVOURITE SOFT WARE SHOP
DISC VERSIONS FROM JANUARY 10TH, TAPE

FROM JANUAR\ I7 TH  or direct from
RED RAT SOFTWARE (Dept. PCW), 11-15 Fennel St, Manchester M4 3DU

...AND WITH TWO GREAT
NEW GAMES FOR1987!

CRUMBLE'S CRISIS

Dozens of  alien Fuzzie's have escaped from the
inter-galactic zoo. You have to search all five
levels of  the multiverse to find and snare the
Fuzzies in your containment traps. There are
many perils and dangers ahead...
Brilliant graphics and sound.

Disk £9.95 Ta pe  E7.95
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THE ULTIMATE POOLS PREDICTION PROGRAM
•  M ASSI VE DATABASE Poolswinner is a soplusucated Pools

predictor, auct h comes complete with the largest &Itasca*
available 22CO3 matches over LO years The  database updates
automancally as Torahs come in

•  P R E D IC TS  N o t  lust SCOREDRAWS, but A W AI'S. HOMES
and NO SCORES

•  S UCCE S S FUL S E LE C  sokmantee that Poolirsonner perionns
sagruticaritly better than chance

•  A D A P TA B LE  P r oba bilm e s  are given crn Tie nt turnips, -
choose as many selections as you need lot your bet n .
p re cu si  p rimitcL IDA fo rm u l a can  b e  se t b y th e  u se r -  yo u  can  ' l o w e d .  p an d aratiml
develop and test your own oructise method t e o n e m e n  bookie

•  S IM P LE  D A TA  E NTRY  A l l  team names are in the prcKgarn. Simply type in the reference
numbers from the s,Tesin Or  use IT( GE N to produce Datum list automatically (nee De.101/)

•  D I S O M I C R O D R I T E  C OM P A TIB LE  T a p e s  supplied tirith conversion instnictions
•  PRINTER SUPPORT F u ll hard copy printout of data if you have a printer

PRICE L15.00 (all inclusive)
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0 , 1 1 0  F I X G E N  8 6 / 7  AT  LAST No mom' strugghas for hours to get the
programmed with all English and Scottish Unites

for 1995.7 S imply type in the date, and the full fi xture list is generated in
seconds Fully  compatible with Poohinvimier Y ear ly  updates available

L. P O O L S  WI NNER with  F I EGEN  E 16. 50 (tor both)
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N O T  y e w  A  T I P S T E A

( M O M  C O U R S E W I N N E R  I r 3  P R O G R A M ,  CoursetvumeiV3 can be used by experts
T I E  PUNTERS COMPUTER PROGRAM  a n d  occasional punters alike

" P I P ,  Y o u  can develop and teat your CeNT. unique wIrtntag Syfftern by aSaMIGKI theanalysis formula or  use the program in slImpla mode. Courseionnner V 3 uses
statistical analysis of major factors including past form, speed ratings. course
startamm, pose money. weight, going, framer and jockey form M E  etc I t

• e e l es o u t p u t s  most likely veumers, good long odds bets. forecasts. inc•sik etc. The
database includes vital course statistics for all British courses Y ou can update
the database ,  never goes out of date
PRICE £15.00 (all ischisivs) kseisass ne AND National Oat vardeas
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The Poll...
It has been interesting glancing at your comments on the

Readers Poll cards about what you would like  to see in  the
magazine, even though I  have not had a chance to  look at
them fu lly. What comes out clearly is how subjective many
people are, with the expected comments of 'less ST coverage'
or 'mo re  S T  coverage' and 'less games list ings' o r  'more
games listings'. A number of readers went the whole way and
asked us to drop all S T or ti b it coverage depending on their
own systems. What we were really looking for were sugges-
tions for specific articles and programs and there were indeed
plenty o f  those, but the 'more less' comments proved how
very d iffi cu lt  i t  is to  he objective. Everyone is coloured to
some extent by the ir own likes and dislikes, even i f  they are
producing work for others, and it  brought home just what a
difficult job it is to review software and get together a balance
of articles in  a magazine to suit all tastes. I  have in past issues
included several programs that d id  not particu larly interest
me personally, although judging from the votes in the readers
poll, getting a wide cross-section o f articles and programs is
the right thing to do and I hope that we have been objective in
the past and can remain so in the future.

One comment made b y  several readers was tha t  we
should drop a ll the long program listings because 'nobody
bothers to type them in '  but I  can assure you that they do!
Aside f ro m the fact that we are the on ly magazine in  th is
country willing to print really long listings, many readers find
them instructing and even a challenge. Often I  have tried to
help someone who is stuck with  a list ing and when I  can't
suggest any more ways round a problem, I  may suggest that
the reader buys a copy of the appropriate issue disk with  the
program ready to run. Most readers decline this, not because
of the cost, but because they want to get it  right themselves.
Typing a  long  list ing  correct ly and  getting i t  t o  ru n  as
intended is a challenge in itself, almost as challenging as writ -
ing your own programs, and for many people it is satisfaction
enough. Additionally, typing in and debugging program list-
ings is the best way to learn how to program yourself, that's
how I  learned and so did many others. So, the long program
listings will continue as long as you send them in!

Next issue I will bring you a run-down of the comments
in the survey, and the results o f  the Readers Poll,  so that
anyone itching to  write  an article fo r us migh t  be inspired
with ideas. I n  the  meantime I  w i l l  leave vo u  w i t h  one
comment on the survey fo rm which really had me puzzled.
'No 8-bit items and less ST'll!  Now that would be really easy!

s COMPUTE—A—WIN — M K I I
- By Popular  Demand - now also on DI S K -

- now includes 'Horses for Courses'
2 COMPLETE PROGRAMS FOR THE PRICE OF 1

Prog. A - FLAT RACI NG
Frog. B - N/ HUNT RACI NG

Each program covers all tracks in England & Scotland
Each self contained program allows choice of

1. QUI CK selection - using any daily newspaper (no racing
knowledge required)

2 SPECIALIST selection - using information given in a popular
'Racing' paper e.g. past form, weight carried, state of track,

trainer/jockey ratings, speed ratings, draw position etc.
CASSETTE :- £6.95 400/600/800
DISK:- £ 9 . 9 5  X L / 1 3 0 X E  32K R e
q
u i r e d

LOWMAC SOFTWARE
1, MOORE AVENUE - DUNSTON-GATESHEAD NE11 9UE

QUALITY 8 BIT
PROGRAMS!!!
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DIRECT AMERICAN IMPORTS FROM OUR U.S.A. BRANCH
PLUS

BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE

* Fu l l  XL range
* 130  XE' s
* 5 2 0  S T  's
* Epson printers
* Interfaces *  Modems

Full supporting peripherals
Full service support etc

Ring us last &
check our prices

of offi ce hours,
check our bulletin board

for latest  imports d irect
from our U S A  branch

If i t s  available,
we have it  !!!

*  Arcade
* Adventures
* Educational
41- Utilit ies

WHILE STOCKS L A ST !

When you purchase a 5 2 0  ST from us
FREE accommodation for 2  for up to 17 nights

All you have to do is pay for your meals
and ENJOY YOURSELVES

All dedicated
magazines in  stock

* Pag e 6
* Atari User
* Ant ic
* Analog

MAIL ORDER ( 0 7 7 2 )  27236  .10:00am -  6: 00 pm
BULLETIN BO ARD
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B E C O M E  A
M I L L I O N A I R E !

Microprose Software, the company known for some of the very best simu-
lations on the Atari, opened offices in the U.K.  towards the end of last year and
are now actively looking for top class Atari software writers with  the promise of
making them 'millionaires almost overnight!

Stewart Bell, managing director of Microprose in the U.K .  was quite out-
spoken towards the end of last year about other software houses who he claimed
treated end users as i f  they had ' IQ 's  less than orang-utans' and he wanted
higher standards fo r the Atari, based on Microprose's own unequalled excel-
lence i n  developing simula t ion  software. No w ,  S imo n  Barnard , software
development manager has started the hunt for Atari programmers who can come
up to the company's high standards, not only in developing simulations but also
arcade style games.

Any programmers with  ab ility can expect fu ll co-operation and support
from Microprose who  cla im to  spend in  excess o f  S 1 mi l l io n  in  the States
developing its simulation blockbusters. I f  you fancy your chances give Simon
Barnard a ring on 0666 54326 or drop Microprose a line at Microprose Software
Ltd., 2, Market Place, Tetbury, Gloucstershire, GL8  8DA.

Apart from the chance o f getting even more quality software, Microprose
setting up in  the U K  must be good news fo r all Ata ri owners with  increased
availability o f  the ir existing t it les,  includ ing  F-1 5  S t rike  Eagle, Kennedy
Approach and Crusade in  Europe among the eight Atari 8-b it  titles currently
available on both disk and cassette.

A N O T H E R
A D V E N T U R E
N E W S L E T T E R

Sandra Sharkey is the Ed ito r o f  a
nice l i t t l e  Ad ve n tu re r's  n e wsle t te r
called Adven tu re  Probe. I t  doesn ' t
feature much d irect ly about the A ta ri
but that is  probably because none o f
you actually subscribe and write to her!
What i t  does have, wh ich  could be o f
interest to anyone having problems with
an adventure is a whole series o f  maps
and solutions to over 130 adventures(!,
many of which appear on the Atari.

Plenty o f  hints, gossip, he lp and
adventure t r i v i a  i n  t h e  newsle t te r
which, unusually, i s  available o n  a
subscription from as short as I month to
12 months. Send a s.a.e. to  Adventure
Probe, 78 ,  Me rto n  Road ,  Highfi e ld ,
Wigan, WN3  OAT for more details.

M O R E  B U D G E T
T ITLES

Look o u t  f o r  mo re  goodies Out
cheapies from Mastertronic. Scheduled
for release at the beginning o f  the year
were Gunlaw, Masterchess, Back T o
Reality, Despatch Rider and Xcel.

Keep 'em coming, especially if  they
are good!
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INFO COM
GOES TO
H O L LY W O O D

WHO'S BRIAN CLOUGH?
Surely y o u  m u s t  kn o w?  H e ' s

some sort of wizard computer program-
mer f r o m  No t t in g h a m,  i s n ' t  h e ?
He mu s t  b e  because h e  has a  n e w
game ou t  f ro m CDS  Software called
B RIA N C L O U G H ' S  F O O T B A L L

'FORTUNE S .
Claimed to be different from other

computer games, because it  is in  fact a
'board game' (I 'm confused!), it  is said
to combine the speed of computers with
the social aspects o f  best selling board
games and was writ ten  with  plenty o f

WA R  GAMES
AND P R I N T
SHOP?

Next in Infocom's famous series of
adventures i s  Ho l lywo o d  H i j i n x  a
'wacky tribute to 'B' movies'.

You have inherited the entire estate
of your Hollywood mogul uncle Buddy
but with  one stipulation — you can only
claim your booty i f  you find ten trea-
sures hidden throughout the sprawling
mansion, and you must find them all in
one night! Infocom say that the game is
loaded with  puzzles that recall the pure
logic problems of Zork and contains one
of the ir zaniest puzzles yet. O n  A ta ri
X L  XE at £24.99 and ST at £29.99.

advice from Brian Clough himself. I  bet
those.programmers went through hell!
Between two  and five players take on
the ro le  o f  team managers and each
must steer his team through the season
in a ten strong league with  other teams
managed b y  t h e  compu te r o r  o the r
players.

Lot's o f  extras with  the cassette or
disk, including a playing board, players
cards and money! Prices are L i  4.95 on
cassette and L17 .9 5 on disk. Should be
in the shops now.

In a very welcome move, providing they can actually get everything onto
the market in  reasonable t ime ,  U.S .  Go ld  have announced tha t they have
acquired the rights to the range of SSI and Broderbund software which includes
some of the most famous wargames of all time as well as long established classics
such as Print Shop. Virtua lly the whole range of SSI products will now be mar-
keted by U.S. Gold at (hopefully) reasonable prices, certainly less than the £50
or more you have had to pay for imports up to now.

The Broderbund range includes a whole variety of programs and their back
catalogue will appear on the budget Americana label. As well as best sellers such
as Print Shop there will be a series of interactive adventures.

U.S. Go ld 's press release doesn't actually say tha t there w i l l  be A ta ri
versions o f  all the titles but seeing as both companies made the ir names with
Atari in the States, we can but hope for a real bounty!



Don't miss this Munchpad
for all that's new
in Atari computing
ATARI
C O M P U T E RSHOW

W H O

• 10am-6pm
10am-6pm
10am-4pm

Champagne Suite, Novotel,
Hammersmith, London

1 1 0 1 1 0 0
0

On display for the first time in the UK
will be new Atari products that are
set to rock the micro world
Star of the show will be Atari's IBM
PC compatible, offering a radically
new design at a price that will revolu-
tionise the PC marketplace. There,
too, will be the latest models in the ST
range t h e  Mega ST workstations.
Plus the remarkable Atari laser prin-
ter, the machine that has broken the
price barrier in desktop publishing.
All of  these a l o n g  wi t h break -
throughs for the ever-popular 8-bit
range and hundreds of new software
packages -- will be on display at the
April Atari Computer Show.
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Friday, Apri l  24
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Sunday, Apri l  26
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Renders
POWER WIT H
T HE PRICE?

Dear Les,
I a m  somewhat d isa p -

pointed with  the price of soft-
ware for the S T computers, I
believe that software suppliers
may w e l l  je o p a rd ise  t h e
growth and health o f  the S T
computers. I n  many cases the
prices charged are simp ly too
high. One of the main reasons
for peop le  b u y in g  t h e  S T
computers is their remarkable
price b u t  y o u  cannot have
'Power withou t  the  Price ' i f
the so ftware  i s  rid icu lously
costly,

I f  things don't change, I
believe we could we ll witness
the slow strangling o f the S T
computers j u s t  a s  w e  w i t -
nessed the same thing happen-
ing t o  the  8  b i t  computers.
That was a terrib le  shame. I f
software suppliers were not so
greedy f o r  immed ia te  h ig h
profit margins and went fo r a
slower and greater penetration
of the market, the Atari 8  b it
computers wo u ld  b e  wh e re
they have long deserved to be
— at the very top o f  the mass
market f o r  q u a l i t y  h o m e
computers. Eve ryone  wo u ld
be happy then,

M. Jackson
London

I agree that she prices are high
for ST software and would like
to see them come down to more
sensible levels but the argument
is quite complex. The major
problem is that there are simply
not enough S T  s around in the
U.K. to bring prices down to the
level o f  most 8  bit  software.
Many 8  b i t  programs (  not
necessarily Atari) sell in tens of
thousands but one major S T
publisher who spent over a year
developing a  game has set a
target of 2000 units at maxi-
mum. The product sells at L35
so you might think that £70,000
is a  lo t  o f  money bu t  the
company will see less than half
of that, maybe £25,000 at most.
I f  they have four or five pro-
grammers and a l l  the usual
overheads there is  not much
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profit left for  future develop-
ment, and remember i t  might
take 18 months to reach that
2000 target. This  is  just one
example, although maybe not
typical. O ther  smaller, par r
time, companies could produce
software more cheaply but they
are often the ones who fail to
advertise and distribute effec-
tively and so end up with even
less to live on. Like I  said the
situation is complex and will not
change until there are a lot more
ST's around.

DON'T  MAKE US
BLUSH!

Dear PAGE 6,
Congratulations. I  t h in k

it has to  be said once again.
PAGE 6  re a lly  i s  t h e  best
magazine I  have ever seen. I
started my subscription about
a year ago and I  am st ill very
happy with  it. Since there are
no magazines f o r A ta ri pub -
lished in  Switzerland I  appre-
ciate the  P A G E  6  magazine
very much. I 've  changed to  a
disk subscription and although
it i s  g re a t  t o  rece ive  t h e
programs on disk at the same
time as the magazine, I  would
like to  remark on something.
The title screen with  the plane
is v e ry  we l l  done  b u t  t h e

FOOTBALL
FANATIC
Dear PAGE 6,

I wo n d e r i f  yo u  co u ld
help me. I own a 520STM and
single sided d isk d rive  and I
would like  t o  pu t  together a
system that wi l l  enable me to
make a record of the games my
favourite footba ll team have
taken p a r t  i n .  T h i s  wo u ld
involve all types o f  games and
should include such facts as
competition, venue ,  season,
opposition, score and scorers.

What t yp e  o f  database
software will I need? Wil l  it be
possible to  output the results
from the database into a graph
program l i k e  K -G ra p h ?  I
would also like  to  know i f  I

sound is  a  b i t  d isturb ing, a t
least to  my ears!. Maybe you
could have a look at it? Apart
from the noise, the d isk is a
great p le a su re  e a c h  t i m e .
Together with  the magazine it
gives me  the on ly chance to
take part in the world of Atari.
Thank you, and don't stop!

Marco D'Alessandro
Zurich, Switzerland

Thanks for  the k ind remarks.
See elsewhere in this issue for a
contest t o  fi nd a  new t i t le
program for the disk. Let's hope
the winning title is a bit quieter!

PAGE 6 NOT UP
TO SCRATCH!

Dear Sir,
I a m  a  I  00"„ A t a r i

enthusiast. I  purchased m y
800 at the premium price plus
all supporting hardware. Over
the la st  f o u r  years I  h a ve
slowly gained an insight in to
the system mostly through the
American ma g a z in e s  -  a n d
publications. T h e  E n g l i s h
publications just do not match

Write to READERS
WRITE, P.O. BOX 54,
STAFFORD, ST16 1DR

will need any fu rth e r h a rd -
ware, given that the database
should have  possib ly 8 ,000
matches over all competitions.
So what would I  need? More
RAM? T w o  d o u b le  s id e d
drives? Ha rd  d isk? I  wo u ld
consider any o f  these i f  i t  is
needed.
Peter Prendergast
Ibrox, Glasgow

They certainly take their foot-
ball seriously, these Scots. A
hard disk just to record your
teams results?? Ser ious ly
though, you might just need a
hard disk i f  you want 8000
records especially if they contain
a lot of fields. Almost any data-
base will do what you want and
most can output files to be used

the techn ica l standard  a n d
seem t o  be  mo re  concerned
with boosting sales o f  so f t -
ware. F o r  in s ta n ce  D O S
PLUS f r o m  A n a lo g  i s  a
superb program and worth the
price of the magazine.

Now the reason f o r th is
letter is the subtle promoting
of the S T  f ro m a l l  the  U K
media and the  to ta l la ck o f
either the ST or the 800 series
in t h e  sh o p s  w h e r e  w e
originally pu rchased  t h e m ,
also the price o f  software and
add-ons to  achieve a satisfac-
tory system. In  answer to your
poll, I will not buy the ST and
would like  to  see a magazine
devoted to  writ ing  programs,
not buying them, and to fu lly
explore t h e  p o t e n t ia l  w e
already have 'cheaply'.

V. Wood
Burnham on Crouch

Is he talking about us? I  think
that PAG E 6  has published
some of the very best programs
for the Atar i to have been seen
in this country and many which
are better than a  lot  in  the
American magazines, but then I
would, wouldn't I? And I  seem
to recall one or two articles on
programming, don't you? I
report on the flood of letters sup-
porting Mr . Wood in the next

for graphing but you should
avoid those databases which are
fully memory resident as they
will not hold that amount o f
information. Best get something
like Dbase I I ,  or a clone, which
is totally flexible although you
will need t o  learn how t o
program it. I  use H &  D Base
( sadly no longer available ) and
purchased it because it was flex-
ible enough to combine databases
together over several disk. This
means that you can start out
with a  single sided drive and
several disks, with perhaps five
years results on each, and then
upgrade to 2 double sided drives
and, with some fancy program-
ming, use two separate disks as
one combined database, with a
total of 20 years results to each
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NOT  I M P RE S S E D
W I T H T HE
XMM801

Dear Les,
After reading the review

of the  X MM8 0 1  p rin t e r i n
issue 25 I  fe lt  I  ju st  had t o
write. I purchased one of these
printers a while ago and at the
time I  was assured that it  was
totally Epson  compatib le. I
got i t  h o me  a n d  q u i c k l y
booted u p  P rin t  Shop using
the Epson driver and expected
to see a  we lcome  message
printed. Instead t h e  p rin te r
just started prin t ing  a load o f
rubbish and feeding a  lo t  o f
paper. We went through all o f
the printer drivers and they all
produced t h e  sa me  re su lt .
Many o t h e r p rog rams t h a t
work with  Epson printers d id
not wo rk.  T h e  X MM8 0 1  i s
NOT fully Epson compatible.

In a d d it io n ,  a n d  w i t h
respect to  Rob  Anthony, the
printer d o e s  n o t  s u p p o r t
NLQ. Just because a p rin te r
supports doub le  st rike  does
not mean it  is NL Q .  N L Q  is
made up o f  the printhead first
printing part o f  the character
in outline and then return ing
to overlay the dots to complete
the character.

I returned the printer and
got a  refund and have since

database. Later, as your data-
base ( and your finance! g rows
you can go onto a hard disk and
combine everything in t o  one
with very little effort.

It is difficult to give precise
advice without discussing the
exact requirements 1 don't ask, I
don't have t ime! ; bu t  anyone
thinking about a  ve ry  la rge
database should check the soft-
ware carefully. I f  it is memory
resident or restricts the database
size to just one disk, it  wi l l  not
do wh a t  y o u  wa n t .  T h i n k
ahead, maybe hard  disks w i l l
really come down in price. What
would you do if  you had spent a
year typing in data only to dis-
cover that you can't transfer,
and combine, i t  a l l  in to  one
database?

heard that the X MM8 0 1  has
been wit h d ra wn  f r o m  sa le .
Maybe i t  was not as good as
made o u t  a n d  w a s  j u s t
overpriced?

Andrew Banner
London

One co mp a n y's N L Q  i s
anothers double strike and the
same goes fo r Epson compati-
bility. A lt h o u g h  dozens o f
manufacturers c l a i m  E p s o n
compatibility wha t  they often
mean is that they use the same
control characters as Epson to
achieve simila r results. Ma n y
manufacturers o ve rlo o k t h e
graphics side and this is where
the 'Epson compatibles' often
fa ll down. Caution wi t h  a n y
printer is the answer although I
still th ink that the X MM8 0 1
was good value. Does anyone
know o f  another p rin te r f o r
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interface f o r  t h e  A t a r i ,
especially one th a t  i s  to ta lly
Epson compatible?

I  understand t h a t  t h e
XMAI801 h a s  indeed been
withdrawn but I  heard a rumour
that i t  was because A t a ri  had
discovered another cache o f
IO29's that the want to get rid
of!

T H A T  OL D
P O U N D  S I GN
A G A I N

Dear Les,
In the First  Steps column

of Issue 25 you printed a t ip
from M r  J.E. Robinson about
printing t h e  k  s ig n  u s in g
Atariwriter a n d  t h e  1 0 2 7
printer. T h e  p ro b le m w i t h
typing the five CO NT RO L -0
codes as p rin ted  is  tha t th e
sign is automatically followed
by a  space. I t  is ,  however,
possible t o  p r in t  a  n u mb e r
straight after the sign and it  is
quite simple. A l l  you need to
do is to type a zero before the
24 after the last C T R L - 0  and
follow i t  imme d ia te ly  ( n o
spaces) with  the value. Th u s
to get £50 you type:
C T R L - 0  2 7  C T R L - 0  2 3
C T R L -0  0 8  C T R L - 0  2 7
C T R L - 0  02450

Don't f o rg e t  t h a t  t h e
C T R L - 0  is the letter 0  and
the others are numbers.

There is still one problem
though. Wh e n  using  t h e  ,C
sign in  th is way, A ta riwrite r
fails to count it  as a character.
I f  you are justifying o r using
the fu ll 80 column wid th  th is
leads t o  so me  o d d  effects.
Justifying wi t h  less than  8 0
characters gives a longer line
and i f  the line  is  already 80
characters long, the last char-
acter s p i l l s  o v e r  t o  t h e
following line .  Loca lly rede-
fining the  l in e  length solves
the problem but is tedious. Do
any readers kn o w o f  a  wa y
round this problem?

Chris Read
Milton  Keynes

H A C K E R
P R O B L E M
S OL V E D

Dear Les,
In re p ly  t o  Pau l Co le 's

letter in  issue 25 con
. c e r n i n gHacker, I  believe tha t when
the game i s  completed t h e
headlines are sent to a printer,
at least on the disk version.

I have not yet completed
Hacker but gained the above
information by using a sector
editor to look at the disk. I t  is
quite possible that when Paul
completed t h e  g a m e  t h e
program wa s sending in f o r-
mation t o  a  p r i n t e r  a n d
crashed because there wasn't
one.

John Fallon
Birmingham

Several o the r readers wro te
with the same comment so it may
well be the answer. I f  so, what
an incred ib ly b a d  p iece o f
professional programming not to
trap for a non-existent printer!
Perhaps a ll these 'big company'
programmers a re  ma kin g  s o
much money that they have lost
touch wi t h  the  end user and
assume t h a t  everyone has a
printer. Afte r a ll they are only
a couple o f  hundred pounds
aren't they!!

Write

T H A N K S
C O M P U M A R T

Dear Sir,
I mu st  wri t e  t o  express

my th a n ks t o  o n e  o f  yo u r
regular advertisers, Co mp u -
mart. I  purchased a disk drive
from t h e m f r o m  t h e m  i n
January 1986 and just before
the X ma s ho liday, a lmost a
year later, the d rive  failed. I
took i t  to  my local computer
shop for preliminary examina-
tion to be told it was not worth
repairing. That was the morn-
ing o f  22nd December so  I
thought i t  wa s goodbye t o
computing un t il we ll in to  the
New Year, however I  phoned
Compumart to  te ll them and
check t h e  procedure u n d e r
the, nearly elapsed, guarantee.

They we re  ve ry he lp fu l
and said i f  I  was prepared to
send a  cheque f o r  £ 5  f o r
Securicor delivery and re tu rn
my o ld  un it  they would  send
me a new one to  arrive  next
day before they closed down
for Christmas. Th e  new un it
arrived a t 11.00 a.m. o n  the
following d a y  b e f o re  t h e y
could possib ly have received
my cheque, le t alone the o ld
unit!

I thought I  would let you
know as it  was through PAGE
6 that I  knew about th is fi rm
and maybe  y o u  co u ld  g ive
them a mention they certainly
deserve.

William Hadley
Studley, Warks

Alright we give in! Every other
magazine has printed a  letter
saving how good Compurnart
are so we might as well join in !
Seriously though, that is what
you call good service. I f  the Post
Office were  h a l f  as efficient
Compumart probably wouldn't
even have had to charge you for
the delivery!
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Llieuiew 1
GRAPHIC  SHOP
ANTIC Publications
$19.95

After months of struggling with Print Shop's
Graphic Editor, I viewed the prospect of an easier wav
to produce high quality Icons with some relish. When
I read of such a program in Antic, to convert Micro
Illustrator and Micro Painter files into Print Shop
format, I just had to obtain it with all possible haste
and immediately ordered it from Software Express
International of Birmingham.

From taking apart the packaging and booting up
the disk it takes only seconds to give a screen display
similar to Print Shop. This is not surprising as the
whole program is based on Print Shop's user friendly
operation.

FOUR OPTIONS

Menu driven, the program has four options,

Load Micro Illustrator
Load Micro Painter Computereyes
View Directory
Format Graphics Disk

To load either Illustrator or Painter files, type in
the file name and press return to display the picture on
the screen. Toggle from Convert Whole Screen to
Convert Part Screen via the space bar.

WHOLE SCREEN

I f  you wish to convert the wholescreen, the
picture is compressed into a 600 byte Print Shop Icon.
This takes approximately 1 minute or less depending
upon the depth of detail in the picture. Once
compressed, your icon is displayed in all four corners
of the screen, each one in a different shading pattern.
Pressing the space bar rotates these icons showing the
detail in either black, white or pattern fill. You may at
this time return to the previous screen or main menu.
Select the pattern of your choice and type in your
filename, Graphic Shop checks to see whether there
are any duplicates before writing to disk. I f  there is an
existing filename you get the option to re-enter a new
filename or replace the existing file.

The detail of the compressed pictures can be
somewhat lost in the compressing and only pictures
with a small amount of detail are worthwhile
compressing. I had to touch up the 'new icons' using
Print Shop's Graphic Editor almost every time,
however it still is easier than using Graphic Shop
alone.

SMALL SCREEN

Converting only a portion of the screen takes
much less time to do and gives a better imaged icon.
Using your joystick, move the FLASHING frame
over the selected part of the picture and press the
joystick button to start the process. The frame is a set
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size approximately one twentieth of the screen and
cannot be altered. Again you get the option to preview
the icon and return to the previous picture or menu
before saving.

VIEW DIRECTORY

Whilst all this reading and writing to the disk is in
operation, it is worth remembering that you need a
separate disk for the icons. The program is directory
smart so it knows whether it's a DOS disk or Print
Shop disk. Graphic Shop will read either type of disk
and list it to the screen.

FORMAT GRAPHICS DISK

Graphic Shop has the ability to format your disks
acceptable to Print Shop.

CONCLUSIONS

In general I liked Graphic Shop, it's ease of use,
no frills, no nonsense approach is commendable. I did
come across one or two problems, one being the
program locked up everything when it tried to convert
a whole screen with only a small amount of detail on it.
This wasn't just a one-off as it happened on more than
one occasion. Sometimes it wouldn't load in picture
files properly, it came up with garbage on the screen.
Worst of all though it gave two different file names to
the same picture. I've still got an unlabelled icon lost
somewhere on my files and once or twice it saved an
icon but on attempting to load it through Print Shop,
the message 'Drive Error' was displayed. So far only
75"„ of my files/icons were fully supported by Graphic
Shop. Whether I bought a faulty copy remains to be
seen but an attempt to discuss this with a
representative of ANTIC (the publishers of the disk)
at the recent Atari Show only resulted in the cold
shoulder, so maybe they are all the same.

Priced in this country at L19-95 (a k for 11
conversion) I feel that Graphic Shop may not be a
good buy unless you use Print Shop regularly and have
access to or compose your own picture files. On the
other hand if, like me, you are hooked on Print Shop
then I'm sure it will fit into your collection with ease.
I f  it were marketed at k9-95 then I am sure it would
have a wider appeal. •



SOFTWARE
EXPRESIIIIII

514-516 Alum Rock Road, Alum Rock, Birmingham Tel . :  021-328 3585

P R O G R A M M E R S

DE RE ATARI  1 7 . 0 0
Requi red r e a d i n g  f o r  s e r i o u s
program m ers. Suppl i es o f  t h i s
book c a n n o t  b e  g u a r a n t e e d ,
so b u y w h i l e  y o u  s t i l l  c a n !

DI S KS !!,  D I S K S ! ! ,  D I S K S ! !

V erbati m  o r  X i d e x  unbranded
di sks.
5. 25" f o r  8 1 0 / 1 0 5 0  d r i v e s
10 d i s k s  (DS / DD)  7 . 5 0
3. 5" f o r  S T ' s .
10 d i s k s  (DS / DD)  2 5 . 0 0
50 L a b e l s ( t r a c t o r - f e d )  2 . 9 9

FREE A t a r i w r i t e r  P l u s  w i t h
every p r i n t e r  p u r ch ased .

4 0  0  /  8  0  0  O W N E R S
A F E W  O N L Y  !  !  !  !
Ata r i  B a s i c  Program m ers P ack

BASIC C a r t r i d g e
BASIC S e l f - T e a c h i n g  G u i d e

BASIC R e f e r e n c e  Manual

E 14. 95

GRAPHIC ADVENTURE GAMES

The c l a s s i c  S c o t t  A d a m s
g rap h i c  a d v e n t u r e s  a r e  n o w
a v a i l a b l e  a t  a  s p e c i a l  l o w
p r i c e  -  b u t  o n l y  f r o m
S oftware E x p r e s s .  W h e n
a v a i l a b l e  p r e v i o u s l y  t h e y
so l d  w e l l  a t  £ 1 7 . 9 5  -  a t
£ 9 . 9 5  t h e y ' r e  a  b a r g a i n !

P i r a t e  Ad v e n tu r e  ( Y o  Ho  Ho)
M i ssi on  I m p o s s i b l e ( B i g  Bang)
Voodoo C a s t l e  ( E n c h a n t i n g ! )
The Co u n t  ( T o o t h y  f r o l i c s )
S trange Odyssey ( S c i - F i )
Di sk o n l y  e a c h  £ 9 . 9 5

N E W  M A C H I N E S

As a n  A t a r i  Bu s i n e s s  C e n t r e
we w i l l  b e  s t o c k i n g  a l l  o f
the n e w  r a n g e  o f  c o m p u t e r s

>> w a t c h  t h i s  s p a c e !  < <

400 an d  600X L  Owners!
ROM C a r t r i d g e s
R a l l y  Speedway 7 . 9 5
Boul ders &  Bombs 9 . 9 5
S ta r  R a i d e r s  7 . 9 5
Joust 7 . 9 5
M i l l i p e d e  7 . 9 5
Tenni s 7 . 9 5
T rack &  F i e l d ( i n c . c o n t s ) 9 . 9 5
F i n a l  L e g a c y  9 . 9 5
M i c r o s o f t  B a s i c  I I  2 9 . 9 5
A t a r i  L o g o  1 9 . 9 5
(800,  8 0 0 X L  a n d  130X E  t o o l ! )

D e a l e r  a n d  O v e r s e a s  E n q u i r i e s  W e l c o m e

514-516 Alum Rock Road, 'PT% HOTLINE
Alum Rock, Birmingham e a  0 2 1 - 3 2 8  3 5 8 5



SIIIL
by Philip Robinson

Many home computer packages exist that enable the
user to draw 3-D images on the screen, however these are
usually only simple 'wire-frame' drawings and do not
provide much realism. Solid Modelling will enable the user
to draw solid 3 -D images with  correct shading according to a
given light source and also provide a variety of surface
textures. The images are drawn by combining basic shapes
(or portions of them) into the shape required. The technique
of combining basic shapes makes the construction of complex
objects extremely easy and quick without the need for the
user to have any great artistic ability. The program also
provides for the storage of the drawings on disk.

DRAWI NG WITH SOLID MODELLING

The whole screen is used for drawing and is in Graphics
8 Mode to provide the highest possible resolution
(320 x192). Very few on screen prompts are given while a
drawing is being developed. Th is is done so that the drawing
can be as large as possible and it  also enables an experienced
user to develop the drawing very quickly.

BASIC SHAPES b
The shapes available ig  SOLID MO D E L L I N G  are

shown in the accompanying chart B y  using only parts of the
basic shapes (clipping) quite complex drawings can be made.
The following steps are required to draw a basic shape (or
part of it).

1. Press the key that denotes the required shape e.g.
'S' for Sphere. A small single pixel cursor will appear
which can be moved around the screen by the joystick.

2. Select the necessary number of points to define the
required shape by pressing the joystick fire button when
the cursor is in the required position on the screen. A
short beep will indicate the point has been selected. The
Sphere, Cylinder and Inside-View Toroid require two
points to define them, while the Top-View and
Edge-View Toroids require three. Refer to the 'Shapes
Chart' for details. The cursor will disappear when all the
required points have been selected. • s s

SOLID MODELLING ON DISK
Disk subscribers will find a slightly modified

version of Solid Modelling on their issue disk. This
loads two title screens as the program is initialising
which give superb examples of what can be achieved.
The disk also contains four example drawings.

Issue 26 disk is also available separately if
required at L3.95•
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MODELLING
3) Th is step is optional and allows the shape to be

'clipped' so that only a portion of it is drawn. I t  is
important to understand that clipping is relative to the
centre of the shape (always the second selected point). A
shape can be clipped in up to four directions, right of
centre, left of centre, above centre or below centre. When
a shape is clipped only the part of the shape from the
centre to 'clip-line ' wil l  be drawn. The clip-line for right
and left of centre is a vertical line drawn through the
'clip-point' (see below), while the clip-line for above and
below of centre is a horizontal line drawn through
clip-point. For each direction of clipping define a
clip-point as follows:

a) Press the appropriate 'arrow' key for the
direction required, e.g. Right Arrow for clipping right
of centre. The cursor will then appear.

b) Move the cursor (joystick) to the required
screen position and then select (fire button) the
clip-point. A short beep will indicate the clip-point has
been selected. N.B. The clip-point will not be
displayed.

4. When the shape has been defined and optionally
clipped the 'D'  key must be pressed to actually draw the
shape.

SPECIAL CURSOR POSITIONING

•X• and 'Y' keys provide a cursor control function
•

which is extremely useful for positioning basic shapes
relative to each other- They can be used during selection of
the points to define a shape. When either of these keys is
pressed the cursor will move halfway between its current
position and the last selected point. I f  the 'X '  key is pressed
the adjustment of the cursor occurs on the X axis, and
similarly on the Y axis if  the 'Y' key is used. For example, if
you required to draw a sphere between two vertical cylinders
but with the sphere touching each cylinder this could be

, done as follows.
Select the first point required to define the sphere by

positioning the cursor on the edge of the first cylinder. Move
the cursor to the edge of the second cylinder and then press
the 'X ' key. The cursor will now be at the centre of the
required sphere. Select this point and then press 'D'  to draw
the sphere. Many other similar uses can be found for these
two keys.

GENERAL CONTROL KEYS

The functions of the drawing program are selected by
the pressing of the appropriate keys (e.g. 'S' to draw a
sphere). These keys will immediately take effect. A short
beep signals the pressing of a control key. I f  any error occurs
during program operation a longer low buzz will sound.
Sometimes screen prompts will occur and these must be
responded to before any other function can be started. The
control keys that determine the lighting and shading textures
must be set prior to pressing 'D'  to draw the shape.



SHAPE C ON TR OL K EYS

One of the following keys must be selected before a
shape can be drawn.

0

1

Lighting

Texture

-  Top-View Tu mid
-  Sphere
-  Cylinder (Vertical Axis)
-  Cylinder (Horizontal Axis)
-  Edge-View Toro id  (Vertical Axis)
-  Edge-View Toro id (Horizontal Axis)
-  Inside-View Toro id (Vertical Axis)
-  Inside-View Toro id (Horizontal Axis)

OTH E R  C ON TR OL K EYS

1 -  One light source.
2 -  Two light sources i.e. shadows not so harsh.
3 -  3-1) effect removed by direct light from front,

however strength of light source (shade) may
be specified. The shade value can be from 0
(white) to 64 (black).

N -  Normal half-tone
R R a n d o m

LISTIN GS OVER LEA F •

Writ ing  on the Drawing F a s t  Cursor

V V

F

Erasing

Q

-  Enables text to be written to the drawing. The
cursor appears and should be moved (joystick)
to the required position and then selected (fire
button). A prompt for up to 20 characters of
text will then appear and the text will be
written to the screen. I t  will be noted that the
cursor moves a character at a time and is
therefore much faster. Th is key can therefore
be used as a fast cursor option provided the
fire button is not pressed prior to the next
required control key.

Saving and loading

A -  Alters the current filename to be used for tiling
and retrieving drawings. A  prompt for the new
file name will appear and this will then be used
for any file or retrieval request. Remember to
put the drive identifier and colon " : "  in front
of the tile name you require.

-  File the drawing on the screen onto disk using
the current filename (see 'A ' above).

-  Get the drawing from diskette onto the screen
using the current filename (see 'A' above).

-  Quit the current drawing, i.e. erase the screen_
A prompt will appear to check that you are
sure! I f  you only require to erase part of the
drawing this can be done by drawing over the
unwanted part with a 'black' shape.

T  - Top-v iew Toroid

S - Sphere

-  Inside-view Toroid

E - Edge-view Tomei
3

C - Cy linder

H - Inside-view Toroid

SHAPES CHART
M  - Edge-view Toroid

1

A5_

Notes:
) 1,2, 3 indicate the order in which the points must be selected.

i i ) When several choices are available for point 1 or 3 only one
of the choices should be selected,

A B

Note.- I rhen rhe above two litapeN are draws either versicaliv or
hortzontalls rite above relartoruhtps must hold. I f  mrt the error
f u rs w il l  iound when an auernpr to dr,ne ,
1 . i  k e y  ;  i i  
m a d e .
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ET 1  R I M

EV 2  R E M
PO I  R E M

ED 4  R E M
I T  S  R E M  *

EN 6  R I M

ZR 1  R E M

0.;
,
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0

st
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W W * * W W W W
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LOADE R

PAGE 6  M A G A Z I N E  -  E N G L A N D
* * * * 0 6 * * * * * 0 * * * * * * * * * * * * *
* * * * * * A E A  I M E  O M

ANALOG M A  A Z I N E

F J  1 0  T R A P  2 8 1
,  
C H A S ( 1 2
5 ) 1 P 0 K E  
7 1 0
.
0 ?  
:
7

"S AT I D  M O D E L L I N G  A S S ITH OLV  L O A D E R "

EG 1 5  D A T A
0 , 0 , 1 0 . 1 1 , 1 2 , 1 3 .
1 4
,
1 5

OK 7 0  D I M  D a T 1 ( 1 1 1 ) , m rk( 2 2 ) :r0 lt  i4 , 6  T O  2 2 :
READ N t H E X C H ) = N I N E X T  X : L I N E . 9 1 0 : R E
1
T A R
r  1 8 0 0 : T R A P  7 0 :
7  "  
C H E C K I
N G  
D A T
A

AO 2 6  T O T A L = 8 : L I N C :  L L L L L  I A :
,  " 1 1 1 1 1 2 1 " ; L I 0 KtA TA D  D A T A : I F  L E N T D A T 5 ) 0 1 0  T M E N  1 8 0

AE 2 6  D A T L I N . P E I N ( 1 6 3 ) . A F E  L L L L L  T * 2 5 6 : 1 1  D

L L L L L  ( ) L I N E  T H E N  6 0
LU 3 0  F O R  X . 1  T O  8 1  S T E P  2 : 0 1 . 1 1 s C I D A T S I X ,

N I T - 4 0 : D U T A S C I D A
1 1 1 1 1 4 1
. H
e
l l /
- 4 8 t 1 T Y T E M

E X T D 1 1 * 1 6
1
A t K I D 2
1

.001 4 0  I F  P A S S . 2  T W O  P U T  N I . A Y T E I N E X T  X : R
[A D  C H K S U M :G A T O  2 5

MC 5 0  T O T A L . . . T O  L L L L L  Y TE tN E X T X t R F A D  C H K S U M
: I t  T O T A L . C H K S U M  T H E N  2 5

OH A A  G O T °  1 8 0

WI 7 0  I F  P E E K 1 1 9 6 / 0 6  T H E N  1 0 0

BE 7 6  I F  A S 5 . 0  T H E N  1 7 0

AT 7 7  ,  A L L  D O N E "  E N D

EX O A  I F  A 5 S . 2  A N D  L I N E = 1 1 1 0  T H E N  1 2 8
M I  A %  I f  L I N E : 1 1 1 8  I M E S .  L I N E . 1 9 1 8 t R E S T A R E

2 0 0 0 :G A T O  2 5

AC 9 8  7  " L I N E  " : 1 I N E : "  M I S S I N G , C L O S E  A l

:E N D
LA 1 2 8  C L O S E  N I

GU 1 3 8  I F  A S S r A  T H E N  O P E N  N 1 . 0 . 0 . " D t A S S F M
1 . 3 1 1 " : P A s s r 2 : A S S = 2 1 1 I N E . 9 / 8 : 1 1 E S T O R t  1 0

110:TRAP  7 0 1 4 0 T O  I S A

D I  T A O  I F  A S S r 2  T H E N  O P E N  N 1 . 0 . 1 1 , " D
1
A S S E M

2 . 3 D " : P A S 5 = 2 : L I N E r 1 9 1 0 : R E S T O R E  2 0 0 0 1 1 0
AP 7 0 1 6 0 7 0  1 5 8

OA 1 5 0  t
,  
" M A T
T I N G  
F /
L E "
: G A
T O  
2
5  
L
S  
2
0
7
0  
D
A
T
A  
6 7 ,
1 4
2 1
4 0
1 1 /
/
4 0
4 0
A
0 1
5 2
/
0 0
1 1
2 1

MT 1 6 0  ,  -
1 1 A 0  
D A T A
:  
L I
N E  
" ; L
I N E
t 1 N
D  
6 0 6
0 1 5
2 /
A D 1
2 2 9
4 6 4
8 A D
1 6 2
1 6 0
1 2 2
1 6 0
8 1 1
1 6 2
1  
A D
1 1
2 1
0 6
C C
2 0
0 0
1 0
3 8
4 0
2 E
2 9
,
3 6
0 0
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2 1 1 6 6 0 3 1 2 9
0 D 2 C 2
1
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A D
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1
4 C
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3 B A D F E 2 8 F A F C 2 6 A D F F 2 A t D F D 2
6 1 1 0 0 1 1
E E
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D A T A  
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T YPING IT  IN

Because of the c o
m b i n a t i o n  
o f  
B A S I
C  
a n
d

machine code routines which are read from disk by
the Basic list in
g i t  i s  
i
m p o r t a
n t  
t o  
t y
p e  
t h
e  
p r
o g
r a
m s

in correctly. Follow these instructions carefully.

Type in Listing l and SAVE with the filename
DzI.OADER.3D. This program is not directly
used by the main program and is saved just as aprecautio
n
.2. Make sure that you have a formatted disk in
drive I, then RUN the program you have just
saved. This will creat
e t w o  
a d d i t i o n
a l  
p r o g r
a m s

on the disk, ASSEMI.3D and ASSEM2.31).
3. Type in List in
g 2  a n d  
S A V E  
i t  
t o  
t h
e  
s a
m e  
d i
s k

with the filename DINTRO.310.

4. Type in Listing 3 and SAVE it to the same diskWith the filename D:PROGRAM3D.

RUNNING THE PROGRAM

1. Boot up the computer using DOS 2.0 or 2.5 andtype RUN "D:INTRO.3D".

2. When the Ready prompt appears type RUN" D : P R O
G R A M .
3 D "3. I f  you have any problem, you must switch offbefore running INTRO.3D again.

The program will load the machine code routines
from disk and then show 'PROGRAM LOADED' onscreen. You are now ready to start.



WO
NX
LU
VE
SY
SS
PC
WV
LR
I N
UW
JZ
I T
EU
CX

RL
CS
GD
NU

I  R E M  0 4 4 4 4 * * * * * * * * * * * * * * * * * * * * * * * * * * *
2 R E M  *  S O L I D  M O D E L L I N G
3 R E M  *  b y
4 R E M  *  P h i l i p  R o b i n s o n
5 R E M  *  I N T R O D U C T O R Y  L I S T I N G
6 R E M  *
7 R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
8 R E M
10  P 6 M 5 I 1 = 2 4 : D I M  S U B R S ( P 6 M 5 I Z )
2 0  F O R  I = I  T O  P G M S I Z
1 0  R E A D  B Y T E
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TD 4 6 6 0  N E X T  B Y T E
OF 4 6 7 0  I C N = I C K I * 1
JL  4 6 5 0  N E X T  C H A R
OP  4 6 9 0  R E T U R N
WE 5 0 0 0  R E M  L O A D  O B J  F I L E S
R I  5 0 1 0  T R A P  5 0 9 0
RC 5 0 2 0  O P E N  U 3 , 4 , 0 , E N S : G E T  U 3 , U : G E T  1 1 3 , U
I L  5 0 3 0  G E T  1 1 3 , 0 : G E T  8 1 3 , 1 1 4 :A D S T A R T = 2 5
6 0
W
+
V

AO 5 0 4 0  G E T  U 3 . 0 : G E T  1 1 3 , W A D E N D = 2 5 6
1 1
0
1 4
+
0

H A 5 0 5 0  A D C U R = A D S T A R T
PV 5 0 6 8  G E T  1 1 1 3 , 0 P O KE  A D c U R , V :A D C U R . A D C U R

ZC 5 0 7 0  I f  A D C U R <
,
- A D E N D  
T H E N  
5 0 6 0

OV 5 0 8 0  G O T O  5 0 3 0
FG 5 0 9 0  C L O S E  3 1 3 :R E T U R N
EU 3 0 0 0 0  R E M  S E T U P  P A R A M E T E R  A D D R E S S E S  A N

D D E F A U L T S
CD 3 0 0 0 5  V A L U E = I 8 5 0 4
YD 3 0 0 1 0  H T O R R N = V 6 L U E + 2 :P O K E  H T O R R N . 1
f U  3 0 0 7 0  N O S C A L = H T O R R N + I I P O K E  N O S C A L , 8
XS 3 0 0 3 0  X C E N T = N O 5 C A L , 3 : P O K E  X C E N T „ 1 6 0 : P 0

ICE X C E N T + 1 , 0
ED  3 8 0 4 0  Y C E N T = X C E N T + 5 : P 0 K E  Y C E N T , 9 6
AA 3 8 0 5 0  R D = Y C E N T T B : P O K E  R D , 5 0
I D  3 0 0 6 8  C L I P L = R D . 6 : P O K E  C L I P L , 2 5 5
RM 3 0 0 / 0  C L I P R = C L I P L 4 1 : P O K E  C L / P R . 2 5 5
AH  3 0 0 0 0  C L I P U 7 C L I P R T
-
1 : P 0 K E  C L 1 P U ,
2 5 5

BP 3 0 0 9 0  C L I P D = C L I P U T 1 : P O K E  C l / P D , 2 5 5
LM 3 8 1 0 0  8 A K L I T = C L I P D . 2 : P O K E  B A K L I T , 0
RN 3 8 1 1 0  H U F L A G = B A K L I T * I : P O K E  H V r I A G , 1 2 0
MM 3 0 1 2 0  H I E N = H V E L A G + 6 : P O K E  H L E N , 6 0
KA 3 0 1 3 0  R O = M L E N * 5 : P O K E  R 0 , 4 8
CX 1 0 1 4 0  R / = R 0 + 1 : P 0 K E  R 1 , 2 0
E A 3 0 1 6 0  R E T U R N
0 0  3 0 5 0 0  R E M  S E T U P  R O U T I N E  E N T R Y  P O I N T S
Yei 3 0 5 1 0  C Y L = 8 3 8 5
CU 3 0 5 2 0  5 P H = 8 3 9 7
JX  3 0 5 3 0  E D G T = 8 5 5 5

YL  3 0 5 4 0  T O P T = 5 6 5 5
/ M  3 0 5 5 8  S P L = 0 9 9 9
CM 3 0 5 6 0  R E T U R N
HB 3 0 6 0 0  R E M  S E T U P
YO 3 0 6 1 0  G O S U B  3 8 0 0 0 : G 0 5 U
6  3 8 5 0 0A i  3 0 6 2 0  D I M  X 1 4 ) . Y ( 4 ) , F 1 4 $ 1 1 7 1 , 0 5 (
2 0 ) , 0 S c1 )
RE 3 0 6 3 0  I M = 1 9 i : X 1 4 7 - 3 1 / : S P F =
1
: p R O
= 1
: / o C
= 1 /

PO KE 7 6 4 , 2 5 5 G 0 5 U 8  3 0 4 0
MG 3 0 7 8 0  R E M  D I S P L A Y  T i l l '
KM 3 0 7 2 8  R E M  L O A D  A S S E M B L E R
F L  3 0 7 3 0  E N S D : A S S E M 1 . 3 D G O S U B  5 8 0 0
G I  3 0 7 4 0  F I T S = " D : A 5 S E M 2 . 3 0 " : G 0 5 U B 5 0 0 0
D J 3 1 8 0 0  R E M  D I S P L A Y  L O A D E D  M S G  T H E N  E R A S

E I T
I N  3 1 8 1 0  G O S U O  3 0 4 0 1 C X z 1 0 4 c y = 9 6
I T  3 1 8 2 8  O S P R O G R O M  L O AD I E D ":G O S U B 4 5 6 0
DZ 3 1 0 3 0  F O R  1 = 1  T O  1 0 0 : N E X T  I
N V 3 1 0 4 0  G O S U B  3 0 4 0 : E N S = " Z Z Z Z Z " T G O T O  4 0 0 •
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OV011 exclusive closed user group --even ta  via satellite to the
USA to chat in real time to other users with similar interests as
yworself. And it's ,all as easy as making a. phone call!
An you need to access Microlink with your micro is a•modem.
appropriate software and a telephone..

How much does it cost? •
0 Standing charge of EA a month. 0 Connect charges of 3.6p a
mitune (between 7pni and 8am weekdays and all Saturday And
Sundt's)). Or l i p  a nranute doping office hours. •  Cost of local
phone. call (London area) or  cheap-rate PSb (exam 2.5p a
minute). •  •  •

Theie ore Basic chOrges. Most (if icroLink foil/Weil ate free,
jrachading sending messooes -to other people on the rotem.
Extras ant:*
Telex:,5.5p per 100.characters.(UK), I lppe r 100 (Europe), 18p
per 100. I M. Amefica). 1:1.25 per 400 (rest of the world), 12.75p
per 4 0 0
.
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CIO. •  • •
Telemessuges: i1 .4 5  tor up to 350 words. ftn illustrated
greetings card (for weddings, bletbdaps. etc) costs an extra 7Sp.
Delivered anywhere in Britain fimt post the following day.
Overseas moil; 20p (Genniny,•Denmatkl. 30p (USA, Canada.
Australia. Singapore. Hong Kong. laurel) for  first -2.048
character. For additiOnal 1,024 characters...10p and 15p.

•  • •

To join Mit rolink simply fill in and return the Sem below. Within days you will receive your
personal mailbox number and password, an easy-to-understand Quick Guide to MicroLinic and
ilw phone number of the Hylplinewhere you can get additlanal assistoncephould you require Ii.,

Your personal passport to the wide world of communications

Name

Position

Company
Address

Postcode

Signature
Date

11111111111111111111111111111MEMMIN
111••11111111111111
11
1MENI 
M M

M I N  • I • • • • • • • • • •
111111•1111111011110••••••••••••111
•  1 1 • • • • • • 1 1 1 1 1

• • • • • • • • • • 1 1 1 1 1
1 1 1
1 1 1 1 1 1 =Commencement of Service

rease indicate month of commencement
Allow 7 days for validation of mailbox

Date of first payment to be on 15th of month following cornmeocernent
=pieta billing authonsation lomt A, B or C

• Telecom Gold is a trademark of Brush Telecommunications plc

IllNe hereby apply to pin Microlink
l i l a  I enclose my cheque for £5 payable to

Database Publications as registration fee
to MicTolink

I ,,e) 0 I also wtsh to use Telex I authorise you
to charge an additional EN to my initial
bull for yedidation

0 I confirm that lam over 18 years of age
0 I  onfirm that I  accept the terms and

conditions for the time being in force.
copies of which are available on request

I intend to use the following computer model

Daytime tel

I I  1 19 1 I  1

Application Form

Please

A. Direct Debiting instruction (Enter full postai address of Ba nk  Branch) to

1 1 1 1 1 E 1 1 1 1  i l l 1 1 1 1 1 1 1 1 1 1 1 . 1 1 1 1

1/We authorise you until further notice in witting to charge to my/our account with
you on or immediately after 15th day of each month unspecified amounts which
may be deited thereto at the instance of Database Publications Ltd - MicroLink by
Direct Debit, Bills are issued 10 days before debit is processed_

Name of Account
to be debited
Account Number

[ 1 1 1 1 1
1
1B. Please debit my/our

AccesalMastercarri/Vimai
N'American Expr o

•Ouerseas subscnhers only

S
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I/We authorise you until further notice in writing to charge to my/our account %oath
you on or immediately after 15th day of each month unspecified amounts which
may be debited thereto at the instance of Database Publications Ltd - Mocrolink
Bills are issued 10 days before charge is applied to your account.

Signature Date

C. Me w  invoice the company/authority.
f J j D  If you select this option, which is ONLY AVAJLABLE to government

establishments and Public Limited ComOinies, we will require an OFFIClAL
ORDER to accept unspecified amounts

Send to: Microl-ink,
Database Publications,
Europa House.
68 Chester Road,
Hazel Grove.
Stockport SK7 5NY.

FOR OFFICE USE ONLY:
Mailbox assigned
Start date
Password

•
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TAles oF Imagination
L E AT H E R  GODDESSES OF
PHOBOS
T R I N I T Y
M O O N M I S T
All from INFO COM on diskette
Prices around £25 on 8-bi t and £30 on ST

Infocom continue to produce an unrelenting flow of
superb text adventures, or as they call them 'Interactive
Fiction'. After the arduous Spellbreaker and the entertaining
Ballyhoo in  the first half of 1986, they released Trin ity (ST
only) in September, The Leather Goddesses of Phobos in
October, and Moonmist in November. A ll of the games have
the unmistakable stamp of Infocom quality, even down to the
packaging (the Leather Goddesses actually includes a 3-D
Comic with 3-1) glasses and a Scratch 'n ' Sniff sheet!).

WHAT  IS AN INFOCOM?

Just in case anyone out there hasn't had a chance to try
an Infocom adventure, let me try briefly to explain some of
their features, As I  said, the quality starts with  the
packaging, this always includes a few novelties which may or
may not contain clues to the adventure, I t  also contains a
comprehensive instruction manual, w h i c h
.
n o t  o n l y  p r o v i d e s
an introduction to the adventure and a description of the
types of sentences which the program can understand, but
also some tips for novices on how to enjoy and solve
adventures, and a sample transcript and map of part of an
adventure, so that, even if  you have never played anything
like this before, you can very quickly get a good
understanding of what it is all about. Even experienced
adventurers can benefit from reading the sample transcript,
as it nearly always contains some ideas which arc relevant to
the adventure!

The quality continues into the playing. Since it  is
primarily a game, and games are supposed to be fun,
Infocom take care to ensure that all their games have a liberal
sprinkling of humour. I t  is very rare that you won't get a few
laughs out of every session. The other aspect of the fun in an
Infocom game is that you can type in virtually anything
which is relevant to the game and follows the syntactical
rules described in the manual, and you will get a sensible
answer. The vocabulary is always enormous and the ability
to understand different ways of saying things is excellent.
One of the best aspects of Infocom is that they are fairly
exhaustive in thinking of all the things that you might try
and do and supplying responses to them - often in a
humorous or misleading way!

As you play an Infocom Interactive Novel the story
unfolds around you, confronting you with  puzzles at every
turn. Any frustration you experience will normally be due to
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John Sweeney looks at
Infocom's latest while our
regular columnist Garry
Francis takes a break

your own limitations rather than the program's! Infocom are
usually reasonably fair as well in that the problems you will
meet will normally have logical solutions and they do try to
provide clues to most o f them somewhere in the game.

So, if  you have been frustrated in the past with other
adventures where you knew exactly what you wanted to try
but you couldn't guess the right words to tell the program
what you wanted to do, try an Infocom i f  IT doesn't
understand you then you are trying the wrong thing.

So to the individual games.

Moonmist is an Introductory level Mystery, written by
Stu Galley and Jim Lawrence who wrote Witness and
Seastalker, Th is is Infocom's third Introductory story
"writ ten  for everyone from age 9 up". I  believe it  is their
best attempt yet at producing an adventure which a young
child can play and enjoy easily. As usual with  their
Introductory games they provide a map of most of the
locations - in this case the rooms of an old Cornish Castle.
Movement is made very easy since the program will accept
commands such as 'GO TO DRA WI NG  ROOM',  and a lot
of redundant commands are eliminated, e.g. if  you are
outside a secret door and you have found the lever then a
simple directional command such as 'E' will work - the
program will automatically pull the lever and open the door
for you.

The game starts with  you outside Tresyllian Castle.
Once you have solved the first problem (or even if  you
haven't -  it is Introductory level after all!) the butler will ask
you for your name and title. Your response to this will
determine your sex for the rest of the game - the various
characters will address you appropriately by name and title.
Your friend Tamara will then welcome you to the castle and
introduce you to the other guests. She is the fiancee of the
Lord of the Castle and is rather worried by the attempts on
her life that have taken place recently, especially since the
Lord's previous fiancee, Deirdre, is missing believed dead!
The legendary Ghost of the White Lady has been seen
around the castle lately, and over dinner you discover that
there is a treasure hidden somewhere in the castle as well.

So there is plenty for you to do! Apart from exploring
the parts of the castle not shown on the map and searching
for the secret passages hinted at in the brochure, you must
follow a trail of clues to find the treasure, unmask whoever
has been threatening Tamara, and discover who or what the
Ghost is. There are seven other people in the castle, not to



mention the butler and the maid, and is Deirdre really dead -
her body was never discovered?

The game gives plenty of help along the way and none of
it is particularly hard, so experienced adventurers should
find it fairly easy but nonetheless very enjoyable. However,
once you have finished you are only a quarter of the way
through the. game! There are actually four different scenarios
- each one involving a different treasure, villa in and ghost!
You determine which variation you are playing by telling the
butler what your favourite colour is at the beginning of the
game. Although the variations follow fairly similar patterns,
there are enough twists to keep you busy for many more
hours. A ll in all an excellent introduction to the art of
adventuring.

THE LEATHER GODDESSES OF
PHOBOS

The Leather Goddesses is intended for a rather different
audience! I t  is a Standard Level Fantasy written by Steve
Meretzky who wrote Planetfall, Sorceror, The Hitchhiker's
Guide to the Galaxy (with  Douglas Adams) and A Mind
Forever Voyaging (ST only). With  a pedigree like that you
can be sure you are in for a treat. The narrative is very much
in the style of the pulp magazines of the thirties, and very
reminiscent of Edgar Rice Burroughs' Princess of Mars'.
The game has three modes: Tame, Suggestive, and Lewd!
You have to tell it  your age if  you want to play in Lewd
mode!

The game starts in Joe's Bar in Upper Sandusky, Ohio,
in 1936. Assuming that you manage to get to the toilet in
time, you will visit the Jungles of Venus, the Deserts of
Mars, the cold reaches of Outer Space, and the arching
towers and curving domes of the notorious Pleasure Palace of
the Leather Goddesses of Phobos (do be sure to ask the
assassin about them in order to learn the origin of the name).
Oh yes, you get to visit Cleveland too!

After determining your sex by visiting the appropriate
toilet you are captured as an experimental subject doomed to
an unspeakably painful death to help the Leather Goddesses
in their efforts to enslave humanity. Naturally you escape.
You also rescue another prisoner who has a plan to build a
Super Duper Anti-Leather Goddesses Attack machine, if
only you can provide a common household blender, six feet
of rubber hose, a pair of cotton balls, an 82 degree angle, a
headlight from any 1933 Ford, a white mouse, a photo of
Douglas Fairbanks or Jean Harlow, and a copy' of the
Cleveland Phone Book! Simple, eh?

So off you go on an interplanetary scavenger hunt_ The
situations, problems and puzzles are all up to Infocom's
usual standard. The humour is even better than usual, as you
would expect if  you have played any of Meretzky's other
games. And you can have even more fun by comparing the
text and responses in the three different modes!

One excellent feature of the game is the maze. When
Infocom put a maze in a game they always make it just a litt le
bit different in some way. Th is one is no exception. I t
appears at first attempt to be completely insoluble. At second
attempt you will probably decide that it really is insoluble,
despite the fact that the package actually contains a complete
map of it! The fact that you keep being attacked by beetles
and crabs doesn't help, but thc main problem is the Martian

alligators that keep swallowing you! There is of course a
solution and you will eventually discover the fabulous
treasure stored in the Burial Chamber of the Secret
Catacombs - won't you?

The game's finale is tru ly amazing. Be sure to play it
both with  and without all eight items - it is completely
different! I  can thoroughly recommend this to all
adventurers everywhere. Th is is yet another of those
marvellous adventures which have been known to finally
persuade Atari owners that they really do need a disk drive!

T RINIT Y

Last, but not least, is Trin ity.  The bad news, for those
of you who have only got eight bits, is that this is an
Interactive Fiction Plus. I t  will not run on an 800XL or
130XE. You will need an sT.  The good news, for those of
you with nine bits or more, is that it  is even better than
Infocom's usual standard in richness of vocabulary,
responses, text, etc. It is a Standard Level Fantasy written
by Brian Moria rty of Wishbringer fame.

It looks like a standard Infocom Interactive Novel in
most respects, but they do make slightly more use of the
screen's capabilities, for example certain of your actions will
cause quotations to appear in a small window in the middle
of the screen, and the name of the location you have entered
is highlighted so as to stand out better from the masses of
text found in all Infocom games.

Trin it y  was the code name for the first atomic
experiments. The game starts at the beginning of World War

Assuming that you succeed in escaping from the
holocaust you will find yourself in a strange land full of
strange artifacts and numerous enormous mushrooms. Once
you have discovered the secret of the mushrooms and the
giant sundial which dominates the landscape you will be able
to visit six other times and places at which atomic explosions
took place, including, finally, the McDonald Ranch where
the very first Atomic Explosion took place.

The problems are as ingenious as ever. I  especially
enjoyed working out how to survive after stepping through a
mushroom door and finding myself either falling from a
height of 1400 feet towards Nagasaki, or in orbit around the
Earth with  no protection!

IN CONCLUSION

None of the Infocom games are perfect, there is always
some sentence that you think they should understand, or
some problem that you think has a slightly dubious solution
(although in hindsight you can't really see why you didn't
think of trying it sooner!), but I have yet to find any other
adventures which give so much pleasure, both in the
experience of playing them and in the satisfaction gained
from solving the problems. Infocorn now have three
Introductory Level, nine Standard Level, six Advanced
Level, and four Expert Level Interactive Novels - a total of
22 games, Five of them are Mysteries, nine are Fantasy, five
are Science Fiction, and three are Tales of Adventure. I  have
no hesitation in recommending any of them to anyone
interested in an entertaining challenge. I  look forward
eagerly to their next Interactive Novel, Hollywood Hijinks,
in early 1987. •
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your WA S  Computer one  r e  standard Atari 0 S t h e  other is programmable The product has be€, -ees,gned to.

new u

a) be extr erneiy cost effective as allev iates  the necessity to purchase new Epromstlity t every lime you vra,"•

a t i l i t y

tog course that is assuming that someone is even Wog:luting an Epromi with the u i
h a t  y o u  C a r d  r e q u i r e ,

rn t

bl b e  e a sy to  u se  -  n o  p ro g ra m m in g  knowiedge  a t  a ll is re q u ire d  to  use  the  0  S C o n t ro lle r
cl allow enorrnous fl exibility and potential to the point Ma
, ' h e  u s e r  m a y  
c r e a t e  a  
c o r r i p ' . e t e l y  
n e w  r ?
n e r a t i n g  
s y s t e
o r

the Computer -  even  lro m  Ba sic
d i be  to ta lly co m p a t ib le  w it h  exiSt ing  sof tWare •  I c .
-
d e i t e d  i t  r e q u i r e d

Th is o f  m a n y ut,i,u,• cl, sit s a n d
offers t  host ot utilities to get you started in

is the fi rst  I n a

world ol 0,S. customizing
i )  1 1 4 1  S K A P S O C I t  I U K T U R

DUMPER-. -- at the touch al a button P this wit,.
accurate'y reproduc e whatev er's  o n  y ou r
screen to your printer in lull Aa size. when the
cludip IS complete your program NNLI1 continue
where you lett  off Bes ides  the normal draft
quatity we have inc luded our unique ShOw
MOde. thIS k5 OW g ra p h ics equ iva len t  ot 141_0 -
has to be seen to be believed There IS also a
mode s imitar to S l ' i d "  that compensates tor
printer s with inaccurate iine teeds. tCpson &
C
o
m
p
a
t
i
b
l
e
S
)
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Books 1
40 More Great Flight
Simulator Adventures
Compute! Publications

A Book Review
by John S Davison

Yes, folks, he's done it again! Charles Gulick, that
legendary Flight Simulator 2 (FS2) explorer pilot has written
a sequel to 40 Great Flight Simulator Adventures (as
reviewed in Issue 21).

'40 More' follows the same format as its predecessor, in
that it's written as if  the author is sitting next to you in the
aircraft, talking you through each scenario as you fly it. Each
adventure is laid out in the same way too, starting with a
screen shot taken from the scenario, followed by FS2 editor
values you have to key in to set up each flight, and finally the
instruction text. Again, as in the original, the text has graphic
symbols against it showing at a glance when you have to take
over control, or perform a specific action, or look outside for
something special.

40 More starts with a foreword written by Bruce
Artwick, the author of FS2 (again, reviewed in Issue 21).
This gives some fascinating background information about
the simulator and its development. Fo r instance, did you
know it began life in 1979 on an Apple computer as a
graphics demonstration? Or that there have been 21 versions
in total, which between them have sold over ONE
MI L L I O N copies!

Charles Gulick then takes over with a section on how to
use the book, tips on flying the scenarios and general
instructions on how to save editor values to disk so you can
reload them at any time without the hassle of keying them all
in again. Then, it's off into the first adventure.

Let me say now that many of these adventures require
more advanced flying skills to complete successfully than
those in the first book. A number of them are really advanced
flying lessons rather than straight exploratory flights or
acting out fictional storylines, although there are plenty of
these too. For instance, there's a whole series of scenarios
concerned with accurate, realistic take-off, airfield circuit
pattern, and landing procedures using Spanaway airfield,
near Seattle. These use the procedures and controls you'd
usc in a real light aircraft -  the aim is accuracy and realism,
to get you flying the simulator as you would the real thing.
This is no game, it's deadly serious stuff for the true FS2
aficionado. I found I  had to practice for several hours before
I could fly touch-and-go circuits of Spanaway in the Gulick
approved manner.

For light relief following this, the next scenario has you
flying from Chino to San Diego in California, when a snag
develops. Your elevators and flaps become unusable, so you
have to make the whole flight using only engine power to
climb and descend. You have a very strange companion on
this flight, who tells you what to do and when, but he
vanishes when you're safely on the ground at San Diego! The
landing in this scenario is unbelievably stressful - do I really
do this for fun and relaxation?

Another series of scenarios makes use of the World  War
1 wargame area, but...you're flying in your modern Piper
Cherokee Archer rather than the usual WW1 biplane. One of
these scenarios has you flying through the open ended hangar

that's a feature of one of these airfields. Another has you
exploring strange 'mirro r images' of the WW1 area which
seem to be scattered about that part of the FS2 world, flying
over (into, if  you're not careful) the mountains from outside,
to enter the former war zone.

One of my favourite scenarios involves flying from
Bremerton National in Washington state, along a waterway
to the Hood Canal, then following this all the way to
Admira lty Inlet on Puget Sound, before landing at
Snohomish County airfield.

As in the original book, some scenarios are short, like
the engine failure on take off from Fallbrook Airpark in
California. Others are very long, like the attempted flight to
the North Pole. Th is one is quite boring, in fact, as there's
not much for you to do or see. I t 's really an experiment to
probe the limits of tht FS2 world.

Then there are the pure FS2 phenomena exploration
flights, like investigating the nature of clouds and looking at
strange FS2 scenery bugs. Also, those that push FS2 to the
limit  of its simulation abilities, like inverted flying, and the
fun scenarios, like landing and taking off from Manhattan
Bridge in New York!

A ll scenarios but one use the standard scenery disk
supplied with  the FS2 program. The odd one uses one of the
new accessory disks, covering the Dallas area. I  st ill haven't
managed to get my hands on these extra disks yet. Sublogic
have begun advertising them in Antic Magazine, so I assume
their release in Atari format is imminent.

Th is book has over 60 pages more than the original, plus
reprints of the FS2 navigation charts in the back. It's cheaper
than the original at just £8.95, I f  you're an FS2 enthusiast,
you must have at least one of these books. I f  you're a fanatic
like me, you shouldn't be without either. They' ll mult ip ly
your enjoyment of FS2 many times over, and give you many,
many hours of additional pleasure.

Postscrip t :  I  recently discovered a way to get even more
enjoyment out of FS2 and Charles Gulick's books. Th is is by
using real maps. On a recent trip  to Foyle's famous bookshop
in London, I discovered a series of tourist maps of different
areas of the USA, published by Rand McNally.  I 've also
seen them in Heffers bookshop in Cambridge. These cost
under £2 each, and show most of the scenery features
appearing in F52. When Charles Gulick tells you you're
flying over Lake Washington, just passing Sand Point, you
can actually see from the map that it 's for real! These maps
aren't as good as proper aviation maps, but they're much
cheaper and easier to obtain. •
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Steve Pedier concludes his
article on disks with a sector
editor you can use as is or as
the basis of your own super
utility

As I said in the last issue, I  have written a simple sector
editor and here it is! One of the best ways to put all that infor-
mation from issue 24 into perspective is to experiment with
some of your own disk. This sector editor will allow you to
perform direct sector access. Instructions for use are supplied
below.

I suggest you experiment with a test disk you don't mind
losing until you know how it works, To be safe, the program
will not perform any disk write without double checking with
you first. Some suggestions for use include examining and
changing directory sectors, the V T()C,  file link data and so
on. Just refer back to issue 24 for guidance.

Feel free to improve the program and add more features
such as file tracing and deleted file recovery. Why  not send
your improved versions to Page 6?

Instructions for use.
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Type the program in and check it with TYPO I I I ,  then
save a copy before running it. The  program contains two
machine language subroutines and mistakes i n  these may
cause the computer to lock up.

On running the editor, you will first be asked for a sector
number. This  should be in the range 1 -  720 for a single
density disk, and 1 -  1040 for an enhanced density disk. I f
you enter a sector number greater than the maximum limit
the program will give you an error message. However, if you
enter zero (remember that sector zero doesn't exist) you will
be sent to the disk utilities menu. More about this later.

The editor will then read the sector and display it on the
screen, I f you entered a directory sector (361 -  368) the sector
will be printed in eight rows, each row corresponding to one
directory entry. The first five bytes of each entry will appear
in decimal form, the rest in ATAS CI I  form so you can read
the filename. I f the sector was not a directory sector, it will be
shown as 16 rows of eight bytes in decimal form. Machine
language programmers may like to convert this so that the
values appear in hexadecimal. Across the top of the 16 by 8
matrix are the numbers 0  -7 ,  and down the left side the
numbers 0 to 120 in steps of eight. This is so that you can
calculate the position of any byte in the sector by adding the
appropriate row number to the column number.

Under the sector display you will see the prompt 'Com-
mand?'. At this point you may press one of four Control-key
combinations (there is no need to press Return). These are:

CT RL -R - read another sector. I t  will send you back to the
beginning of the program so that you can view a different
sector. •
C T R L -W - write this sector to disk. Usually used when you
have changed something in the sector. The program will first
ask if you are sure you want to do this before writing to the
disk. Respond with a t o  confirm, any other key will simply
redisplay the same sector.

.1:11SK
SECTOR
EDITOR

CT RL -F  - display file link data. For any sector other than a
directory, V TO C or boot sector (none of which have link
data) this command will extract the sector link data from the
last three bytes of the sector and display it on the screen. This
saves you having to do it manually.
CT RL -C  c ha nge  the sector. You will  be asked for the
number of the byte you wish to change, which can be deter-
mined by adding the numbers for the row and column the
byte is in. The current value of that byte will then be shown,
and you will be asked for a new value. The sector will then be
redisplayed complete wi th new value, but note that the
change is only in memory. Nothing will be written to the disk
until you specifically instruct i t.  You may make as many
changes as you like to a sector and then do just one disk write,
which will make all the changes on the disk at the same time.

In order that you can see the effect of the changes you
make without going to DOS, I have included a set of the basic
disk utilities (read directory, lock and unlock file, and rename
or delete file). To access these utilities, enter zero when you
are asked for a sector number to read. A short menu will be
shown, and you should press one of the number keys 1 -  6
(without Return) corresponding to your choice. Pressing 6
will return you to the main program. All of these utilities will
only work with drive 1 as presently written, but this would be
easy to change. When asked for a file name, just type the name
plus extender (if any). Do not add D: or DI :,  the program will
do this automatically.

I hope you find this program useful. I t  is a very simple
editor, and there is ample scope for extension and improve-
ment. Wi th a little work this could form the basis of a very
useful disk utility.
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THE GAME THAT SHOOK THE
WORLD
reviewed by John S Davison

I 'm not usually a fan of computerised board games, as I
prefer playing them as originally intended - on a board, and
with real people rather than a computer, but Domark's
computerised version of the hugely popular Trivia l Pursuit
could change all that, as it's not just a straight copy of the
original. I t  actually uses the computer's features to enhance
the game.

I f  you don't know what the game's about, you must have
been on the far side of the moon for the last few years! It 's
the biggest thing to hit the board game scene since
Monopoly, and enjoys worldwide popularity. I  won't
attempt a detailed explanation of it here - let's just say if  you
can correctly answer a few trivia l general knowledge
questions, you'll probably enjoy Trivia l Pursuit, and could
even do well at it.

The program comes in high quality packaging, exactly
matching the style of the board game. Two  disks are
provided, a program disk and a questions disk, the latter
containing some 3,000 questions in six categories. An
illustrated leaflet explains the principles of Trivia l Pursuit as
well as how to operate the program. Th is version
corresponds to the original 'Genus' edition, but with
different questions. Domark are said to be working on other
versions, including the Young Player, Baby Boomer, and
Genus I I  editions. The program runs on any 8-bit Atari with
48K or more, and there's a cassette version available (if  you
insist).

MEET THE QUESTION MASTER

Two  to six players (or teams of players) can take part.
Obviously, you can't play against the computer as it already
knows all the answers! The first job after booting up is to key
in the players' names. From here on, the computer addresses
each player by name when asking questions. You can also set
various game parameters, like time limit  for answering
questions, sound effects on or off, and whether TP is awake.
or not.

Who the heck is TP, did you say? Well, he's the cute
little chap who acts as the question master. No, wait,...1
groaned too when I saw this feature, as cuteness in computer
games tends to turn to irritation very quickly. But in this case
I actually like having TP there, and miss h im when he's not.
(No, JSD is NO T  going soft in his dotage!).

You also have to choose the starting point in the set of
questions, otherwise you'd get the same questions asked
every time you played - OK if  you want to cheat, I guess.
The program has the facility to skip through the disk sectors
until you get to the required place. I t 's worth keeping a note
of which sector you get to in each game, so you can restart
there next time you play. The program tells you which
sectors it's loading each time it reads in more questions.

The game is played on two main screens - the 'board
screen' and the 'question screen', As you'd expect, the board
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Trivial Pursuit -  Domark
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screen shows the playing board, plus the tokens and coloured
'wedges' (won by correctly answering certain questions) for
each of the players. Instead of throwing dice, TP randomly
throws a dart into the board, which has meanwhile magically
divided itself into segments numbered I to 6. The program
then highlights all of the possible moves the player can make
from his current position. After the player has chosen one
using the joystick, TP  trots off the board screen and onto the
question screen to ask_a question from the corresponding
category,

The question screen depicts a sitting room, complete
with furnishings. Some of these are cleverly used in the game
-  for instance, there's a grandfather clock which shows you
how long you've been playing. The fingers actually move,
and it chimes every 15 minutes.

NEW TYPES OF QUESTIONS

Occasionally, TP walks across to a h i-fi  set and turns it
on to play music to you, and then asks you a question about
it. As the music plays, a row of LEDs flickers and flashes on
the front of the h i-fi , a neat detail. TP  also jigs about in time
to the music. A roller screen is attached to the ceiling of the
room. Sometimes TP unrolls it, dims the lights (another neat
touch), and projects a picture onto it, about which you get a
question, of course, You get neither the musical nor picture
questions in the original game, and these are the two major
enhancements Domark have put into this version.

Certain other features of the room are entertaining too,
such as the alcove shelves and mantleshelf. Each time you go
to the question screen there's a different set of objects
displayed in different places on them. Spotting what the
differences are is almost a game in itself.

The questions appear in a text window at the top of the
screen, with '1•1
3 
e m i t t i n g  
s t r a n
g e  
b a b
b l i n
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i s
e s  
a
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e
a
c
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written out. Surprisingly again, I d idn't find this irritating,
but you CA N switch off the sound effects if  you don't like
them. The question stays on the screen until the time limit
expires, marked by a candle on a shelf burning down to
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nothing. You have to say your answer out loud before that
happens. TP  then puts the correct answer on the screen, and
your opponents decide whether your answer was near
enough, just like in the original game. The program is told of
their decision via a simple YES/NO menu using the joystick,
While TP is waiting for your answer, he paces back and forth
across the screen, pausing and tapping his foot impatiently
now and then.

TP's headgear is a source of amusement, too. He wears a
different hat for each category of question, and if you get too
many questions wrong, he eventually takes to wearing a
dunce's cap for your turn! He also makes mild comments
about your performance. Once more, Domark seem to have
hit just the right level with this, as it has a very low irritation
factor.

The program keeps statistics on right and wrong
answers in each category for each player, so you (and your
opponents) can see which are your best (or worst!) subjects -
yet one more nice touch.

UNIVERSAL APPEAL

This game has given enormous enjoyment to everyone
I've played it with, from quite young children (who like it
because of 'UP) to senior citizens (no, that doesn't include
me!). It's one of the few computer games I've come across
with universal appeal, and as such makes ideal family
entertainment. It's great! Well done, Domark! And thanks
for bringing out an 8-bit Atari version so promptly.

Trivial Pursuit is available from Software Express in
Birmingham, who kindly provided a copy for review, or from
your usual retailer. •
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SOURCE
Writer

The normal run of the mill disassemblers available will
produce a listing to printer or screen. This is normally very
fine and informative but sometimes we need to customise an
existing object code program and to do this the whole
disassembly has to be typed in by hand, modified and
reassembled. SOURCE WRI TE R makes this task redundant
as you can disassemble your choice of object code and obtain
a disassembled source file on disk ready to modify and
assemble as you please.

SOURCE WRI TE R will disassemble a disk file or a
collection of disk sectors, a cassette file or an area of memory.
Try 0600 to 0620 from memory, for example, and you'll get a
disassembly of the cassette loading routine. The format of
the disassembly is: line no., address, instruction, and
optional data such as Hex and ASCII  representation of the
code to assist in determining text. An example output is 1 1
A0600 PLA *68 "followed by ASCII  representation.

The address noted in the label field is essential for
tracing branch iIMP and JSR instructions. These can be
deleted and replaced by your own labels or left as they are, as
you wish. The source files can now be customised and
assembled as required.

SYNASSEMBLER OR ASSEMBLER
EDITOR?

The files generated by SOURCE WRI TE R are
Synassembler compatible but this can easily be made
Assembler Editor compatible by making the following
changes:

Replace' .ORS' in line 430 with **=-- S'.
Replace' .HS 'in line 480 with '.BYTE S
Replace '
1
'  i n  
l i n
e  
8 8
0  
w i
t h  
' ;
' .

USING THE PROGRAM

After initialising, SOURCE WRI TE R will display the
options available

I Object code from disk
2 Object code from cassette
3 Object code from memory
4 Object code from disk by sector

Option I  will read a DOS object code file into FS for
disassembly. Option 2 will read a cassette based object code
file into FS. Option 3 will transfer a specified area of memory
(RO M or RAM) into FS. The start and end addresses arc
required in hexadecimal. Option 4 will read a sequence of
sectors into FS in two ways. The first prompt is for starting
sector, the second prompt asks if you are anticipating a six
byte header. With a DOS disk in drive 1 SOURCE
WRI TE R will disassemble the first 3 boot sectors, however,
if you are not expecting a six byte header SOURCE
WRI TE R will next ask for the origin the disassembly is to
start at (hexadecimal of course) and the final prompt will
then ask for the final sector to be read.
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Take the hard work out of
disassembly by writing direct
to disk

After one of the four options has been completed the
next prompt is "Disassembly with Hex Y IN"  a 'Y' will cause
a note of the object code to be made in the remark field in the
line of a disassembly. The next prompt will ask
"Disassembly with Ascii Y IN"  a 'Y ' will cause a note of the
Ascii characters represented by the object code to be made in
the remark field. This option is extremely useful when trying
to determine areas of text within a disassembly.

The final prompt of all is to ask for the name you wish
the generated source files to be called. " Di :"  is assumed so
just type in the file name with no extender. A large file will be
broken down into a collection of small manageable files. Each
file will be forty to fifty sectors in length. The first file will be
" DI  :TEST.1" followed by "D I :TEST.2" etc. At ten file
intervals you will be asked to insert a blank formatted disk
and so on, every ten files. This prevents nasty disk full errors
and gives you some work space on each disk,

Unfortunately SOURCE WRI TE R is a little slow at
this stage, so drag out the duster and vacuum and help with
the housework. Do not be disheartened however as you are
saving yourself hours of keyboard work and making a friend
of the au pair!

When SOURCE WRI TE R has finished you will be
given the option of starting another disassembly.

Your limitations? I 'm afraid 16k of object code on a 48k
RAM machine. Still that's an awful lot of files.

10 - 60
70 - 190

200 - 280
290 - 970

980 -1100

1100-1260
1270 - 1430

1440 - 1610
1620 - 1720

1730 - 2000
2010
2020 - 2030

by T.J.P. Peart-Jackson

P R O G R A M
B R E A K D O W N

start display
sets up and initialises strings and
arrays
displays options
is the disassembler and source
file wri ter
will read a DOS file into F$ for
disassembly
will read a cassette file into F$
will transfer  a specified area of
memor y into FS
will load specified sectors into F$
sequential ly numbers the source
files and prevents disk overflow
is data for the disassembler
is cassette loader  data
Is the DOS file loader  data.
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SUPERTEC ATARI  USER OFFERS

Title
Deadline
The Pawn
Red Alert
Winter Games
Golf
Bridge
Time Bandit
Sundog
Major Motion
Deep Space
Star Glider
St Karate
Temple of Apshai

Trilogy
Enchanter
Cut Throats
Bally Hoo
Essex
Brimstone
A Mind Forever

Voyaging
Mind Shadow
Borrowed Time
World Games
Strike Force Harrier
Flight Simulator
0-Ball
Mercenary

SUPERTEC software for the ATARI  ST
Type I n c  VAT
Entertainment £ 2 2 . 9 5
Entertainment £ 2 4 . 9 5
Entertainment £ 2 4 . 9 5
Entertainment £ 2 4 . 9 5
Entertainment £ 2 9 . 9 5
Entertainment £ 2 9 . 9 5
Entertainment £ 2 9 9 5
Entertainment £ 2 9 . 9 5
Entertainment E 1 9 . 9 5
Entertainment £ 3 4 . 9 5
Entertainment £ 2 4 . 9 5
Entertainment E 1 9 . 9 5

Entertainment £ 2 4 . 9 5
Entertainment £ 3 9 . 9 5
Entertainment £ 3 9 . 9 5
Entertainment £ 3 9 9 5
Entertainment £ 4 4 . 9 5
Entertainment E 4 4 . 9 5

Entertainment £ 4 4 . 9 5
Entertainment E 4 9 . 9 5
Entertainment E 4 9 . 9 5
Entertainment £ 2 4  95
Entertainment E 2 4 . 9 5
Entertainment £ 4 9 . 9 5
Entertainment £ 1 9  95
Entertainment £ 2 4 . 9 5

Title
Habaview
Kdata
T-R-I-M
H & D Base
dBman
Habadex
Print Master Gallery 1
Print Master
Music Studio
Paintvvorks
Degas
Degas Elite
Easy Draw
Colourspace
Cashlink Accounts
Habawriter
KWord
Boffin
Hippopixel
Habamerge
Kseka
Kspread
PC Intercom
K Graph
K Comm
V.I.P. Lite
Cornerman

1

Type I n c  VAT
Database £ 7 4 . 9 5
Database E 4 9 . 9 5
Database E 8 9 . 9 5
Database £ 9 9 . 9 5
Database £ 1 4 9 . 0 0
Database E 4 9 . 9 5
Print Utility £ 2 9 . 9 5
Print Utility £ 3 9 . 9 5
Music £ 2 9 . 9 5
Graphics £ 3 4 . 9 5
Graphics £ 3 9 . 9 5
Graphics E 6 9  95
Graphics £ 1 4 9 . 9 5
Graphics £ 1 9 . 9 5
Accounts £ 2 9 5 . 0 0
Word Processor £ 5 9 . 0 0
Word Processor £ 4 9 9 5
Word Processor C 1 1 3 . 8 5
Font Editor £ 3 9 . 9 5
Mail Merge £ 3 9 . 9 5
Assembler £ 4 9 . 9 5
Spreadsheet E 4 9 . 9 5
Comms £ 1 2 9 . 9 5
Bus. Graphics £ 3 9 . 9 5
Comms £ 4 9 . 9 5
Spreadsheet £ 9 9 . 9 5
Desk Accessory £ 2 9 . 9 5

Please s end rne Item s  r eques ted
I e n cl o se d  Ch e q u e rP o stat  o rd e r l e r ifl e  l I I  e re 0 1 .1
,
1 1IACIUd ittg  V AT  t

Name
Address

Signature
E Al*  ALLOW 28 DAV 1-011 DE IV E

LARGE RANGEOF
ST SOFTWARE

Mc/tiding
KUMA - HABA -AT'
SOFTWARE PUNCH

BATTERIES INCLUDED
PHILON CASHUNK
call for detalls and poces

POST YOUR ORDER
OR CALL TONY DWYER ON n268 2230.8

PRICES
INCLLPOE P&P

SUPERTEC LTD.
CORNWALLIS HOUSE,

HOWARD CHASE,
BASILDON. ESSEX. SS14 368 Tel: 0268 282308

P o s t c o d e .



NEWS
Microdea l have released a clock card which they claim leaves
all the others behind. Th e  M i c r o - T i m e  Clo ck  Ca rd  was
developed in the States but Microdeal were so impressed by it
that they negotiated a deal to produce it  in  England and the
card is now available at just £
3 4
.  W h a t  
m a k e s  
t h e  
c a r d

special is that it  fits inside the machine with  no soldering and
with the min imum of disassembly. I t  comes with NiCad bat-
teries that recharge each t ime the computer is switched on
and can be adjusted depending on how often you use your
machine. Software is provided fo r setting up but from there
on all you need is the Control Panel on your boot disk.

Also from Micro d e a l is Shutt le  I I ,  a game come simulation,
putting you in charge of an advanced shuttle able to take off
from a runway. Lots of things to consider such as wind speed
and cloud cover before getting into orbit. Once there, having
ditched the boosters on the way, you have to do a bit of ETA
to retrieve a faulty communications satellite before getting
back to earth. In  the 1990's you'll be able to get a seat on the
Shuttle for real, but not for 1;24.95!

Eidersoft, mentioned a couple o f issues ago as bringing out
several arcade style games at P CW,  are rap id ly expanding
their horizons with some top quality professional applications
and add-ons. T o p  o f  the  l in e  i s  Publish ing Partner, a
complete page layout system f ro m the States which caused
quite a stir when shown at Comdex last year. M i n i c o mm is
complete comms program as a desk accessory and features
Xmodem and Kermit  protocols among others. Loads of func-
tions including the ability to cut and paste to word processors.
Professional Spri te  Designer sounds just what budding
games designers might need allowing sprites to be designed
and tested before being saved to be used in  other programs.
On the hardware side is the first Graphics Tablet for the ST,
P ro -Dra w wh ich  wo rks wi t h  a l l  programs tha t  use the
mouse and a 20Mb hard  d isk that is claimed to be faster and
cheaper than Atari's own. Keep an eye on Eidersoft.

Maste rt ron ic have two titles coming for the ST at a 'budget'
price of £9.95 (well how much do most programs cost?). Both
are games and are titled Renegade and Nin ja  Mission .

Infocom's latest for the ST only (i.e. not 8-bit Atari) is P o r-
tal: A  Co mp u t e r Nove l with  the promise o f a new experi-
ence of computer literature. Th is is not an adventure in  the
conventional sense and wi l l  a llow a great deal o f  interaction
between the player and the program. The  start o f  new con-
cept or clever use of advertising blurb? Either way, it sounds
interesting.

Rumours f rom,  o r ra ther about. A t a r i  are that they w i l l
introduce later this year a fu ll Desktop  Pu b lish in g  system
including laser printer for around £2000 and hard disks at a
fraction o f  their present cost by using 'reject' 20Mb drives
and remapping them to  get 15 o r 16Mb without problems.
Will these come before or after the CD-Roms?

At the CES Show in  Las Vegas in  January A ta ri actually
showed a  prototype o f  the ir laser p rin te r wh ich  uses the
DMA  port of the ST and therefore the ST's CPU to save on
the cost of an on-board processor. Th is makes it useable only
with the S T  bu t also makes i t  cheap. A lso  on show were
'Mcga ST's with  detachable keyboards and radically rede-
signed internals with  room for enhancements such as add-in
cards and new circu it  boards. A ta ri say they wi l l  be 100%
compatible with existing models. •

BOOH5
PROGRAMMERS GUIDE
TO GEM
published by SYBEX
£19.95

reviewed by Matthew Jones.
G E M is  no t  a  system tha t  you  can learn overnight.

Indeed i f  you are new to programming a graphics oriented
system, then you wi l l  find that there are a large number o f
new concepts which you have to grasp in order to fully under-
stand, and thus get the best out of, G E M.  Th e  fi rst books
published which gave information about GE M programming
were very much repeats o f  the Dig ita l Research ' G E M Pro-
grammers Guide', giving a function by function description
of the facilities of GEM. They told you, for instance, that to
set the font alignment to baseline mode, then you use such-
and-such a call. What they d id  not do was tell you why you
would want to  set the alignment a t a ll.  Th is  is where the
SYBEX Programmers guide to G E M'  comes in.

Th is book, aimed at both I B M  and Ata ri owners (see
later), gives you a good grounding to each set of library func-
tions, explaining what they do, why you would want to  do
them, and it usually gives a few examples of 'C' source code to
experiment with .  Very good use is made o f  illustrations to
support the text (in  the given alignment case, an example of
each effect is shown).

The book has six chapters, covering: In troduction t o
GE M;  the Application Environment Services (AES), includ-
ing an overview and then complete function descriptions;
The Virtual Device Interface (VDU,  including a short primer
on graphics and then the V D I  functions; G E M S A MP L E
PROGRAM: HE L L O ,  a complete G E M application, with
listing and f u l l  explanation; G E M  D E M O  (DO O DL E ),  a
more complex example (see below); A D V A N C E D  G E M
TOPICS, including design, Metafiles, debugging, the bind-
ings, and a tool survey. Th e  six appendixes include a good
glossary, AES and VDI  quick references, Resource construc-
tion set tutorial, the listing of DEMO, and Metafile functions.

While I  th ink that the general descriptions o f  the AES
and V DI  functions o f  this book make it  the best yet, what
really makes i t  a must fo r the new programmer is the two
sample programs. When I  fi rst started G E M programming,
all I  had to learn from was a single relatively un-commented
listing (ahh1). Th is  book provides two  complete programs
(header files as we ll) as examples, and thoroughly explains
why each command is being done. Thus instead of telling you
that at the start of your program you should have these seven
lines, i t  actually explains wh y you should have them, and
what they are doing: By provid ing th is sort o f  information
you will become a much more proficient programmer because
you will understand what you are doing. The second example
used is DR I's DR DO O DL E  program, and includes listings
of all of the standard GE M header files.

While this book is very good, it does have its omissions. I
cannot fi nd  any reference to  the vqmouse o r vqtattributes
functions, or indeed many other 'lower level' functions. The
reason for this (according to the preface), is that they wanted
to give a  'conceptual f ramework' tu toria l,  no t  a  reference
manual. But although you wi l l  st ill need a separate 'function
by function' manual, the books advantages outweigh this (I
think slight) disadvantage.

In general, this book is well worth the (rather large) ask-
ing price, and I recommend it for anyone's library. •
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1 REVIEW

T Y P E S E T T E R  EL ITE
X L E N T  Software (UK)

The king is dead, long live the king! That's one way of
looking at Typesetter Elite, the upgrade from Typesetter
ST. Gem based, mono and colour versions, print preview,
undo command, quad density output to Epson RX FX
printers are just some of the new improvements embedded
into Typesetter Elite. One of the major improvements to me
is the documentation, I can now actually understand what
the programmers are trying to say which is probably due to
an outsider being hired to write the manual.

Typesetter Elite is a program that allows you to
compose pages of text and graphics on the ST and then print
them out on a range of different printers. The amount of
detail in this program is tremendous and if  I had to review
every single command then this review would take up half of
the magazine. I f  you've ever used any Xlent Software
programs before then you'll know that the manual will need
to be read over and over again to fu lly understand the
program and Typesetter Elite is no different, below is a
precis of the main part.

There are seven drop down menus from the main menu
bar, each menu has from four to ten commands, each
command usually has a number of options and many
commands and options can alter the output of other
commands! Not only do you have to contend with the menus
but also the function buttons change with some of the
commands chosen. Under the Menu 'FIL E '  you can load a
page (80K), screen (32K), font, NL Q  font, Icon, border, and
80 column text page. Page, screen, Icon and borders can also
be saved to disk. The drive can be changed from 'A ' through
to ' F .  View the directory, alter the loading mode from
Replace to Overlay and Quit finally finish off this first menu!

An example of how involved the program can be is the
use of 'screens and pages'. When you view a screen You see
approximately forty percent of the page, in other words
you're looking through a window which can be moved
around to suit your requirements. Fonts can be loaded from
the program disk or from Megafont ST or DEGAS
compatible files. With  the load mode on Replace this will
overwrite the current image on the screen/page and by using
Overlay you can create interesting effects by laying
screensTages on top of each other WHI CH is an extremely
handy way to build up your designs. The 80 column text
page is a separate part to Typesetter Elite and this will be
discussed further on.

The second menu is the graphics mode. Selections here
include the basic commands generally found in most
graphics programs — Draw, Line, K-line, Rectangle,
Ellipsoid, Fill and Eraser. Other options include Drag
(move), or Copy and these can be in either Replace or
Overlay mode. The move and copy functions are a little
peculiar, the maximum size of the screen you can move at
any one time is about eleven percent in mono and about
twenty-five percent in low res colour. Many of the
commands in the graphics menu can be altered by the
commands from the following menu, the Graphics options.
These include Pen sizes in nine thicknesses from one pixel
wide to about seven millimetres wide, a fi ll index for interior
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Desktop Publishing everyone
can afford?

patterns with  surprisingly only five choices and four colours
(colour version only), a fi ll style for rectangles and ellipsoids
such as Hollow, Solid and Pattern plus another of the mode
selectors i.e. Replace, Transparent, and XOR. This last one
is an experimental mode and alters text graphics in a
mysterious way. Finally in this section, Grab screen and
Paste screen operate as you'd expect.

Menu four controls the graphic text. Graphic fonts are
designed on an 8 x 16 matrix and once loaded they can be
altered to ten different heights and ten separate widths.
Fonts can be Replaced or Overlayed and inverse can be
toggled to suit. A ll-in -a ll,  over 200 variations can be achieved
with just one font. In  the colour version of Typesetter Elite,
the variations can be 800 by using the four colours available

reviewed by Alan Goldsbro
Graphic fonts are not the only fonts available to the

user. In  menu five there are twenty-three system fonts.
These are loaded in at boot up and selected via the system
font selection menu. Further options are Thickness (bold),
Intensity (light), Ita lics; Underline, Outline, Replace,
Overlay and Alternate. European, Hebrew, Greek, and
Control characters are just some of the range of styles. The
graphic and system fonts can be toggled by using F4 and F3
respectively with the last font loaded chosen as the default.
Margins can also be set by using function keys.

The penultimate menu is the scrolling window. Up,
Down, Left and Right with  in-between positions for all
directions. There is also a handy HO ME  position for the top
left hand corner. The final menu is Pot Pourri. Four printer
drivers arc included on the disk, Epson 960compatibles,
Epson 1920 compatibles, Prowrite r,NEC 1023 and Gemini
10X, Your drawing layout can be positioned on the paper
either at the margin or the actual position it takes on the
screen. I f  you have a printer capable of quad density (Epson
1920 'compatibles) i.e. the FX RX  range, then double offset
strike can be selected for bolder printouts. Those who are
prepared to wait for approximately four minutes per printed
page, can choose the number of copies from I to  99.

The Execute Print function has an output size selection
which should cater for most people. Choose from Full Page,
Screen, Free Form, 75mm x 125mm Index card,
100mm x 150mm Index card, 50mm x 70mm Rolodex card
and 24mm x 90mm label. With  all the card label options, the
sizing box can be moved around the screen to select your
particular portion of the picture. The Free Fo rm option
allows you to print out any portion of the screen. The only
option missing is the Pre-set 3.5 inch disk label; although
this can be achieved by using the free form option. Having
selected your size of printout there is an option to preview
the page as it will appear on paper. Included in Pot Pourri is
an eraser option which has Fu ll Page, Screen and Icon
selections although using the Fu ll Page option returns you to
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the Desk Top, so be warned! Bringing up the rear is Icon
Block which allows you to pre-select the position of the Icon
when it's loaded from file.

Well we're finally at the end of Typesetter Elite but not
at the end of this review, for included on the disk is an 80
column text editor designed especially for Typesetter pages.
Text may be written using the editor or Pre-Processor as
Xlent call it  or alternately load in yourtext from 1st Word
files and save it as a Typesetter 80 Page. (TSE80) Th is page
can be loaded into Typesetter Elite using the 'Load 80 Page'
command. The TSE80 is compatible with Thunder (spelling
checker) from Batteries Included. Commands with in  TSE80
are fairly simple and sparse.

Typesetter Elite is a huge improvement from the
original Typesetter ST, I t 's priced at k , 3
,
1 . 9 5  f r o m  X l e n t
Software(LIK) or from most advertisers in Page 6. I t 's not
copy protected we ll  done again, Xlent), comes with  a 28
page manual which is surprisingly easily read although it has
the usual hallmarks of good humour and spelling mistakes
associated with Xlent!

On a personal note, whilst I thoroughly enjoyed using
Typesetter Elite lit  gets much easier the more you use it) I
don't like the forty percent windowing technique. Slider bars
would have made this a much more enjoyable package. The
lack of Zoom facilities, the annoying 'blob' that gets left on
the screen every time you click on something from one of the
Drop down menus if  you're in the drawing mode, the all
important 3,5 inch disk label function (what size of disks do
Xlent use?) and the small size of the printed page (8" x 9")
were frustrating. To  be fair to Xlent Software, Typesetter
Elite is not meant to be a fu ll featured page layout program
but by using your own pictures, Icons or Rubber Stamp
(Xlent Software) you can create a page layout with a host
attributes that should please the majority of ST users, me
included! •
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• FAS TE R is a  ne w  DI S K M A G A Z I N E  f r om  Ca na da

• Ful ly G E M based m o n o  or  col our
• E a c h i s s ue  ha s  ar t i c l es /  tutor i a l s /

r evi ews to vi ew or  pr i nt
• P r ogr a m s  w i t h  S our c e  c o d e  a n d  doc um e nt a t i on
• D e s k  t op  accessor i es wi th doc um e nt a t i on

Fxclusreeiy from
P AG E  6,  P. O. BOX 54 ,  S TAFFO RD,
S T1 6  11314

ACCE S S / V I S A WE LCO ME  -
TE LE P HO NE  0 7 8 5  2 1 3 9 2 8

O NLY  £ 6 . 9 5  ful ly i ncl usi ve

- from your  local dealer  shortly -
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PERIPHERALS
HARD DISKS
and in particular Atari's
SH204, 20 Megabyte hard
disk

by Matthew Jones
WHAT IS A HARD DISK?

A hard disk is the optimum development of the floppy
disk. A floppy disk, like the 3i inch disks used on the Atari
ST, is a thin disk of plastic, covered with a thin fi lm of a
magnetic material similar to that used to make audio and
video tapes. The amount of data that can be reliably stored
on such a disk is limited by several factors, but mainly the
speed of rotation. In  the case of floppy disks, the spin speed
is about 300 rpm and the head is in contact with the disk,
which gives a reliable storage volume of about I megabyte (as
on the Atari double sided drives). Some of the storage
limitations of the floppy are caused because they are
removable, i.e. i f  you want to do word-processing, you
normally put in the I  stWord disk, if  you want to
communicate, you put in the faSTcom disk (waddyamean
'plug plug'??). The problem with this is that dust and smoke
particles can get on the disk surface making dense data
storage unreliable but the floppy is normally able to survive
because the head simply pushes the dust out of the way.

The hard disk however spins at a much higher speed
(typically 3, 500 rpm) and due to this speed increase the
read'write head can 'fly' over the surface. The disk has to be
rigid (hence hard) as any variation in the position of the disk
in relation to the head could cause damage to both. Th is
provide a much greater data density on the same sized disks.
To  ensure reliability, a hard disk is enclosed in a vacuum, as
a speck of dust would not be pushed out bf the way of the
head, but would plough up the disk surface (a head crash)
and make it unusable. Hard disks with 10, 20,40 and 120
megabytes from both 51 and 31 inch sizes are currently
available.

WHAT USE IS A HARD DISK?

Considering it gives you twenty megabytes or more of
storage, instantly available, need I  answer this? Not only
more storage, but greater access speed too. According to the
manual, the SH204 transfers data at 5 megabits per second.
It's a big and impressive figure, but let me put it in
perspective. A friend of mine reckoned that I  could do a two
pass compile and link in the time it took his computer to just
load the first pass of the compiler from his floppies and  the
ST's floppies aren't slow!). A slight exaggeration perhaps,
but an indication of the apparent speed.

To  the user who has a large amount of data to store (e.g.
in a big database), the serious software developer (e.g. when
the object code gets too big for one floppy), or a bulletin
board operator (for large message bases), a hard disk is
invaluable in order to save time.

HOW IS A HARD DISK USED?

Very easily. I f  you can use the floppy based system, you
will find a hard disk easier. The SH204 comes packed in a
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thick foam padded box, complete with the mains cable,
D M A  data cable (18" long), manual and boot disk_ In
essence, it is simply a matter of connecting the cables,
copying the boot disk, and following the manual instructions,
Once connected up, the first thing you have to do is format
the drive. I  found that mine was pre-formatted, but I
recommend that you do it yourself anyway.

HOW DO YOU GET THE BEST FROM A
HARD DISK?

There is one complication with hard disks, and the
complication is called 'partitions'. A problem arises because
twenty megabytes (20Mb) is a lot of storage space. On a I Mb
or 1Mb floppy disk, there is a finite (but reasonable) limit  to
the number of files that can be stored but with  20Mb you can
have far too many files to be practically managed. I t  is for
this problem that folders (subdirectories) were devised, and
they should be used on hard disks, but a more fundamental
solution is to split the 20Mb up into two, three, or four
'logical' disk drives, called partitions. One physical drive
(device) you can have several logical drives. These logical
drives are named C:, D:, E:, and F: ( i f  you have all four).
That may seem straightforward to you, and if  that is the case
then all well and good, but if  you cannot quite grasp the
concept, read it again, it is important.

The reason it matters is that when you format a hard
disk, you format the PHYSICAL  device and not a logical
drive, thus if  you decide that you no longer want the files on
drive D:,  you cannot format it as this would lose files on C:
too. Atari's hard disk utility program (HDX  — a G E M based
program) allows you to Issuedo-format' the logical drives
with a 'zero' drive option_ Th is clears the root directory,
wiping the drive clean, but leaving the other logical drives
alone.

Partitioning the hard disk will delete any files on the
disk too, but you can edit the partition scheme as you would
like it, or choose one of the predefined ones. Typical schemes
are 10-5-5, 15-5, 10-10, 5-5-5-5, and you can choose your
own (I  use 8-4-4-4). I f  it is your first use of a hard disk, I
would recommend 10-5-5 (i.e. C: is 10Mb, D: is 5Mb, E: is
5Mb) to start, but a common method is to set aside a drive
for each application you are going to use, and a spare one for
general use. (My  8-4-4-4 is general, utilities, development-1,
development-2).

The final option of HDX  (the others were Format,
Partition and Zero), is Markbad. Th is is used only when you
are having problems reading from the hard disk. Just like a
floppy, a hard disk can have 'flaky' or unreliable sectors. The
hard disk keeps a record of these sectors so that they will not
be used to store data, and markbad is a way of adding any
new flaky sectors to the list. However, if  any sector added to
the list is in use by a file, then that file will be lost, so you
should back up the logical drive before using markbad.

Having decided on your partition scheme, using the
partition is just the same as using a floppy disk, though
thoughtful use of folders is essential.

HOW RELIABLE IS A HARD DISK?

A hard disk is just as reliable as a floppy disk, if  not
more so. With  good treatment it should give many years of



working life. The main problem of with hard disks is that
you have a lot of files instantly accessible for deletion or
corruption, should you mistype a command or should a
program go wild and out of control (and it will happen!). For
this reason you should keep regular backups of all your
important files (see below). You should also be wary of new
and untried programs. Whenever I buy a new program, I
always try it out first with  the hard disk turned off, That
way, if  it does go wrong, it cannot corrupt the hard disk. The
most likely 'dangerous' programs are those with copy
protection. Occasionally software is programmed to erase
disk if  it thinks you have a pirated copy. In  the case of a hard
disk, it has plenty to play with.

ARE TH E R E  A N Y SPEC IA L
P R E C A U TION S  OR  M E A S U R E S  TO
TAKE?

As I have mentioned above, a hard disk spins very fast,
and the head flies just above the disk surface. Due to this,
even the slightest knock while it is turned on could cause the
head and disk to collide, thus destroying the disk. A  hard
disk should not be moved while it is turned on. When it is
turned off, it is slightly more robust, and is suitable for
gentle moving around the room. To  make it as safe as
possible, ready for transport to another building, you must
'park' the head. Th is is done with  a (supplied:1 program
called SHIP which moves the head to a safe landing zone on
the disk, so that if  it does get jolted no damage will be done.

The only other things to do are make regular backups,
and look after your hard disk as you should other electronic
equipment.

SH OU LD  I W A I T  FOR  T H E  B E TTE R
VERSION?

I f  you hear of a better or cheaper tersion, you have to
weigh up the factors. At present, the SH204 is reliable, fast
and available. I  have heard that a new version is coming out
which has two DMA  connectors so that they can be
daisy-chained like the floppy disks (the ST supports seven
DMA  devices
.
). 
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a few months (maybe stretching into several months) for it to
appear is, in my opinion, folly. Buy now and you have a few
months of hard disk use, and when you buy your second
DMA  device, buy the 'Y ' adaptor that they wil l have to sell
for those of us with only one connector.

HOW D O I B A C K  U P A H A R D  DISK?

All through this review, I  have stressed the importance
of making backups, but I  have not mentioned how it can be
done. Backing up a hard disk is a problem because if  you
have twenty megabytes of files, then you are going to need
twenty I Mb disks, or 40 t Mb disks. Also you have the
trouble of copying the directory, getting 'disk fu ll' messages,

NEXT ISSUE

Microdeal's Hard Disk BACK UP utility.
Taking the worry away?

and copying the rest onto another disk. Restoring the files to
the hard disk is just as bad.

There are two answers, tape spoolers, and backup
programs. Tape spoolers are DMA  devices into which you
put a magnetic tape capable of holding at least 20Mb of data.
With  appropriate instructions, the hard disk will start
sending a complete copy of itself to the tape spooler, and
after five minutes, the backup is done. Undoubtedly the
fastest and best method, but it is not yet available on the
Atari. Several companies are promising tape spoolers (they
can be used for 'live' data storage too — but slow) but none
have yet been launched. I  th ink the number of hard disks
sold must increase first. They are also expensive, often as
much as the hard disk itself!

Backup programs help by organising the copying to or
from floppies for you. In  principle, you simply have to feed
in floppy disks, while the program crams as much as possible
onto each and then requests the next. An intelligent backup
program uses a 'flag' set by TOS whenever a file is altered.
When the backup program copies the tile onto the floppy, it
clears the flag. I f  You then change the file, TOS sets the flag
and when you next do a backup, the program need only copy
those with the flag set. Next issue I ' l l  bring you a review of
Microdeal's B A CK UP  program for more detail on what
backup programs can do.

D O H A R D  D ISK S D E TE R IOR A TE ?

You've heard the rumour too, huh? That, when the hard
disk is new it  goes like the clappers, but after a few months it
takes so long to create a new file that it  seems like a floppy?
Well the 'rumour' is true, it can happen. But not just to Atari
hard disks, it can happen to all hard disks (IBMs too!). The
reason is that when a hard disk is new, there is plenty of
room, and nothing occupying it. Each new file is given fresh,
consecutive, space on the disk which means it can be found
and loaded easily. But, as time goes on, you start to delete
files, and the next time you create a file, TOS fits it in the gap
of the deleted one, and the next one goes half in the gap, and
half into the so-far-unused section. And as this happens
more and more, the whole disk becomes more and more
fragmented. After months of this, you have to forgive TOS
for not being able to find everything instantly, because the
subdirectories become fragmented too. As an aside, some
Disk Operating Systems, e.g. Acorn's DFS (sic) on the BBC,
overcome this problem by not using the gaps caused by
deletion. I t  just continuously allocates from the
so-far-unused section. Th is means that while there may be
50k free on the disk, you cannot access it until you have done
a 'squeeze' to moveall the files into the gaps. Such a method
may seem the answer, but practice shows it is 'problematic'.

There is no neat solUtion, but i f  you find that the
response time is very slow, there is a way of fixing it. A ll you
have to do is delete everything. Th is clears the disk so that it
all starts consecutively again. To  clear it quickly use the zero
partition option of HDX.  It' you actually wanted the tiles you
had on the disk, then either make a fu ll backup, clear, then
restore, or copy all the files over to another partition (with
enough free room to take the files) and then copy them back
after clearing. I  have only one worry when I do that sort of
thing, and that is that a file may become corrupted in the
copy process and I thus lose it, but it hasn't happened vet.

The Atari SH204 Hard Disk Drive costs 0 9 9  plus V A T
and is available from all Atari dealers. •
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REVIEW

*DCGIIS Dk,
Elite

Not long after the ST computer was first launched (was
it really almost one and a half years ago?) a marvellous
multi-mode drawing program was released by the very well
known and highly reputable Batteries Included (distributed
by Ariolasoft in the U.K.).  This program was Degas, I t was
certainly better than most other 8 bit drawing programs that
anyone had seen, but we all knew that the ST was capable of
much, much more. A few other such programs have since
seen light of day, that do a little more than Degas did, but
none have had all the features that we'd expect from a
professional drawing and painting program on a 68000 based
micro-computer. I t has taken over a year to arrive, but Degas
Elite has now become available and it's got almost every
feature that you'd imagine and even one or two that you
probably wouldn't.

For those readers who haven't seen the original Degas,
then I 'd suggest that you look at PAGE 6 Issue 20, where a
full review was published. Naturally, Degas Elite has every
single one of the features that Degas has (except for the
high-resolution mode inverting bug, of course!) and many
more besides.

The first noticeable difference is that the Degas Elite
disk has to be booted. This loads in the GE M GDOS -V DI
routine which allows more versatility over type font styles
(e.g. outline, italic, half-tone etc. -  just like the fonts in First
Word and DB Master!) -  you can then crate an initial load
up instruction file which tells the Degas Elite program which
fonts you want to load (you can have up to 10 fonts resident
at one time!), and from which drive etc. Talking of fonts, the
original font editor is still there, and there's also a font
converter program that enables you to convert all your
existing Degas fonts into the G DO S -V DI  format, thereby
creating new variants of your old favourites. After you've
booted the disk, you still have to select and run the actual
program and it's then that you'll immediately notice the most
obvious differences - the familiar boxes of the original Degas
control screen are still there, but they're laid out a little
differently, and in addition you also have a whole host of
pull-down menus which enable you to select most of the new
goodies that have been added.

Take a deep breath and here goes. You can have up to 8
screens (on a one-meg ST, less on a 520 of course!) active at
any time, and you can swap pictures or parts of pictures
between any of these screens. You can load low or medium
resolution colour pictures into high resolution screens (with
very acceptable results) and vice-versa, and you can save
your pictures to disk in a compressed format, usually around
one-half to one-third of the usual 32K. You can
automatically draw outlines around any area in any colour,
and add shadows to shapes or text. You can load in Amiga
files (whatever turns you on!) or 8-bit Atari Koala pad
screens. You can load in images without their colour tiles or
colour files without their images.

Extensive 'fill' design routines are incorporated,
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Can it turn Dave Keel from
pavement artist to Picasso?

enabling you to create your own fills in either colour or
monochrome, even allowing you to 'snatch' a suitably sized
area of any screen and use that as a repeated fill. Animation
has been incorporated (a feature that was sadly lacking in the
original Degas), with many animation features enabling you
to produce no end of amazing effects (although a bit of
imagination and some considerable experimentation after
careful study of the manual is essential). Thirteen printer
driver routines are included on the master disk, so yours
should be in there somewhere, and the very excellent and
extensive manual gives you all the information that you'd
need to write your own if it isn't included provided that you
know a bit of machine code.

Just about all the graphics routines available can be
obtained by either clicking on the appropriate selection box
or by pressing the relevant keyboard key - another new idea.
The very useful zoom mode is still there but now you can
very quickly zoom in from 3 to 12 times size, and scroll
around whilst in any zoom mode.

The most impressive, versatile and (to my mind) useful
feature, however, is the 'block' mode. Remember in Degas
how you could select any of the available 'brushes' and use
them to draw lines, boxes, circles, ellipses and freehand draw
etc.? - well, imagine that you can select any sized area of any
picture, define it as a 'block' and then use it just like any
other brush. Draw a circle with a carrot (for example!) or a
box with the Mona Lisa's nose!. And once you've defined an
area of screen as a 'block' then the fun really starts, because
you can stretch it, shrink it, rotate it to any angle (in
degrees!) that you like, horizontally or vertically 'lean' it, or
even distort it to any abstract shape, and the blocks can be
anything from 4 to 25 sides! The distort mode not only
allows you to produce some weird and wonderful effects, but
you can also use the distort to create true perspective - for
example, you could produce a 3D cube with your design
printed on all three visible sides, 'distorted' to the correct
perspective to fit perfectly! For machine code 'hackers', the
'block' can also be saved to disk as an 'icon' file and used in
your own programs.

I 'm sure you'll have gathered by now that I 'm
impressed with Degas Elite. To balance the situation a little I
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must report that my copy crashed several times after around
one and a half hours use — although knowing the
idiosyncrasies of the ST, and the non-legitimate mods I've
made to mine, it could be the fault of my machine but
somehow I don't think so. I t  may be that some of the
pointers get mixed up after prolonged use and a lot of saving
to disk. You wouldn't spend a long time on a masterpiece
artistic creation and not save it to disk at least every 15
minutes would you?.

Other than that single doubt I  can wholeheartedely
recommend the program to anyone who takes their drawing
seriously enough to spend around £70 on a program.
Allowing for the ST's graphical limitations, the program is
as near a 'professional' tool as it is possible to produce on an
all-round machine. I  know everyone is talking about (and
probably waiting for) Mirrorsoft 's 'Art  Director', but
remember that as far as I 'm aware that only works in
low-resolution mode, which makes it pretty unsuitable for
any serious graphical work destined for a monochrome
printer. That said, if  you don't own a high resolution
monochrome monitor, and aren't particular about medium
resolution, then perhaps it would be an idea to wait for the
cheaper 'Art  Director' to see if  it lives up to expectations and
promises. However, if  you're looking for a state-of-the-art 16
bit ST drawing program that works equally well in any of the
ST's three graphics modes and takes a lot of the hard work
out of any of the graphical ideas that you want to try, then
you've found it!.

By the way, if  you are an existing 'original Degas'
owner, and you are wondering if  you can 'trade-in' your disk
for an upgrade to Degas Elite, don't bother trying, I've
called Ariolasoft and it's not their policy. Seems a bit unfair
to me, after all, the original Degas disk is totally redundant if
you buy Degas Elite. •
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Next issue we take a look at Art Director.
First glance shows it to be every bit as
good as Degas Elite, but is it any better?
Plus a feature by feature comparison for
you to judge for yourself.

a
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1 REVIEWS

MARTIAL ARTS, SPORT,
PINBALL OR POOL?

take your pick, it's all here
K A R AT E  KID I I
Microdeal
£24.95

Reviewed by John Davison
jnr

Microdeal's latest offering for the
ST is a line beat 'em up game with a
few extras, including digitized graphics
and sound effects.

The game is based on the fi lm of
the same name, and although I have not
seen the film, I would imagine the plot
is the same. The town where Myagi,
the old man, was born has been taken
over by a bunch of pretty mean looking
bad guys, and you, playing the part of
Daniel must fight your way past several
different opponents and eventually get
to the final encounter. Why you want to
do this I am not entirely sure, as the
instructions don't really tell you.

The first thing which you notice
when the game has loaded is the
excellent picture of Myagi and Daniel,
on the title screen. Th is picture, I
would imagine, is digitized as I  seem to
recall seeing the same picture on a fi lm
poster somewhere.

The first two scenes have you
lighting against two of the 'tough guys',
first Toshio and then Taro. These two
fighters are experts in the martial art of
karate, and on your first few goes with
the game they will give you quite a
beating! To  wipe out a fighter you must
hit h im a certain number of times,
gradually making his energy level
decrease until eventually he falls over
and can't get up again. The first two
fights take place indoors, and the
graphics here are extremely good. You
are in a room, which has a tiled floor,
there is an opening at the back of the
room through which some beautiful
scenery can be seen. Th is scene can be
one of the following - Pagoda, Lake,
Mountain, Sea port or Villa and
Mountain. On the wall next to this
opening there is always a delicate
oriental illustration of some sort, for
example a Dragon, an Elephant, a
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Tiger, a Swallow, or a Fish, these
illustrations have a lot of detail in them
and add considerably to the general
atmosphere of the game.

I f  you manage to defeat the first
two fighters, you must go onto the
'concentration test'. Here you are
magically transformed into a digitized
picture of Myagi, and you must catch a
fly with  just a pair of chopsticks!!!
Believe me, it  is very difficult, but
possible. I f  you succeed you receive a
bonus, but even if  you fail you will still
go onto the next stage. You must again
take on the two fighters, Toshio and
Taro, but this time, in Myagi's ruined
garden. Again the graphics are first
class, and consist of ruined buildings
on either side of a small grassy area. On
the right hand side of the screen there
is a small pool in which you can see
reflections of the buildings. Toshio and
Taro fight slightly more fiercely on this
stage, but the level of difficulty is not
significantly harder. So once you
become a reasonable fighter it shouldn't
be too difficult to bash these two guys
about a bit, and get on to the next
'concentration test'. Th is test has you
karate chopping sheets of ice! To  do
this you must build up Daniels
concentration by 'waggling' the
joystick, making a small drum in the
top right hand corner beat faster and

faster. Then when you push the button,
Daniel will let out a blood curdling
scream and smash the ice. The
animation is made up of a series of
digitized (yet again) pictures. The
whole thing is over in a flash, and the
next thing you know you are moving
onto the next scene - 'The Final
Encounter' where you must fight
Chozen, who is a rather nasty piece of
work. He is quite a violent little chap
and it  will take you a while to work out
a way of beating him. The fight takes
place at the castle of King Shohashi
(bless you!), where the scene is really
shadowy and spooky.

You fight as before until you have
reduced his strength. Then, according
to the manual, just as Daniel did, you
must learn the secret of the drum, or
die! Whenever I play it  is always the
latter!

When controlling your tighter, you
have a choice of sixteen moves. These
moves include the usual jumps, kicks,
punches, etc, which you find in most
karate games. Each move is
accompanied with  a very realistic
scream or cry, which I would imagine
is - yes, you guessed it - digitized.

The title screen and high score
table have the music from the fi lm
playing in the background -  'The
Glory of Love'. I t  is quite a good tune
and it doesn't sound too had
considering the ST's mediocre sound
chip. However if  you are lucky enough
to own a M I D I  synthesiser, you can
play the music through that. The
program is set up for use with a CASIO
CZ101 or compatible. but it should
work with other synths.

My  only niggle with Karate K id  I I
is that after playing it many times, and
each time reaching the final encounter,
it annoyed me intensely when I kept
getting nobbled whilst trying to
discover the 'secret o f the drum'. On
the whole this is an excellent beat 'em
up game and in my opinion is far
superior to Paradox's 'ST Karate'
(reviewed Jan:Feb).

What is the secret of the drum?
Answers on a postcard please!

1



THE PINBALL
FACTORY
Mic r ode a l
Colour only
£24.95

Reviewed by Mark
Hutchinson

I have always had a great urge to
treat myself to a pinball table but have
never gotten around to it. I  have
however tried several pinball
simulations on the 8-bit A TA RI ,
including the Pinball Construction Set
(PCS) by Electronic Arts, so you can
imagine that I was really looking
forward to trying out The Pinball
Factory from Microdeal.

The program comes in the usual
nicely illustrated box with  a 14 page
booklet. The instructions are plain and
concise and the program is so easy to
use that you will only read the
instructions a couple of times_ The disk
contains only the Pinball program
which includes a sample table but why
this was not held in a separate file
alludes me. I would guess that the
writer was afraid the original file might
have been overwritten or corrupted by
the user. I f  so, goad thinking! I  saved
the demo to a file to give me something
to work with but take note i f  you are
saving a file and the disk is write
protected, the program will not trap art
error! Th is means that the disk will
spin and that is all. You may think your
program has been saved but it has not.

On booting the program, the
screen is set to low resolution
automatically (nicer than getting an
error message and having to reboot)
and an intro screen is shown for a few
seconds before coming to the main
menu. Here you can edit, play, load or
save a game, erase a file or take a
directory from any of three drives. Th is
is done in a way I  find preferable to the
normal GE M directory window

Choosing to edit the game will
bring you to another menu where you
can edit the board or logo, alter the
rules or test the game. The edit logo
option gives you everything, having
been spoilt by DEGAS, that you have
come to accept as standard from a
graphics package. Edit board is just as
good, giving you the usual 16 colours,
brushes, fills etc. I t  even includes a
magnify mode for better detail and the
ability to cycle fills backwards and
forwards.

The parts of the pinball table can
be removed all at once or separately.
To  remove a single item you must set
the remove box, choose a part similar to
the one to be removed, move the icon
directly over the part on the board and
push the mouse button. I f  you do not
place the icon exactly over the part then
you could be left with  garbage on the
screen. Or you can use the '! ' box to
remove each item. The item can be
chosen by arrow keys that will cycle
through the parts on the board. I  much
prefer the way B ill Budge used P MG
(sprites) to move the icons on and off
the PCS board, but I  can live with this.

The board itself is a basic shape
and, unlike PCS, cannot be altered
directly, however, using brush and
paint you can redesign the board. The
colours are of two kinds, one that is
invisible to the ball (fo r all those pretty
pictures you want on the table) and
those that the ball will see and interact
with. The latter are used to paint in
lanes and bumpers.

The game itself plays very well
but, when you come to design your
own, you must remember to play test it
fully. You can change such things as
gravity, bounce etc. With  PCS there
were certain areas where the ball would
stick and these would have to be
redesigned. The author of The Pinball
Factory has thoughtfully included a
't ilt '  option and this could be beneficial
with such areas (conversely, with 't ilt ' ,
these areas could then become a
'feature' of your board).

The program includes all the usual
board features, including ball traps to
give multiple ball play. Norma lly when
multiple balls are in play a program
runs slow and can become
exasperating, however I found no
difference between single and multip le
ball play with  this program. Better
programming techniques or just the
power of the 68000?

I am pleased that I  was able to try
this program out. I t  does not take long
to become conversant with  all the
options available, but it does take time
and careful preparation of the board to
yield good results b u t  that is true of

most construction programs.
One option missing from this

version is some sort of stand alone
package. Th is was included with  PCS
and meant that pinball games could be
placed in thc public domain with the
resulting free advertisement for the
original construction program. The
only problem is that this type of
package tends not to have a dedicated
algorithm (it must test for all options
even when not on the board) and thus
will run somewhat slower but this
should not be much of a problem with
the 68000. I t  might be worth contacting
Microdeal to see if  they intend to
produce such a package in the near
future, otherwise people might be
tempted to copy the program itself in
order to show their friends games they
have designed.

My  personal gripes are that I
would prefer a higher resolution and a
bigger table, plus the ability to have a
sound select option. Taking everything
into consideration (and the fact that I
have condensed this review) I  would
still recommend this as a good buy for
all pinball addicts. Besides which, you
get an entry form for a design
competition to win three prizes of
L1000 each!

ARENA
Psygnosis
£29.95

Reviewed by John Davison
jnr

I f  you shelled out nearly th irty
pounds for a game then you would
expect something excellent in return,
right? Well I 'm afraid Psygnosis forgot
that people think like this when they
wrote one of their latest games,
ARENA. I t  is, basically, a Track 'n '
Field type game with improved
graphics which look superb if  you see a
colour screen shot of the game, but you
might conclude that graphics are not
everything if  you actually watch the
game in action.

The graphics are very flashy, and
the game takes up a lot of memory (2
single sided disks), but so what? I t  is
one of the most unplayable games
around! For a start, you have to pound
away at the keyboard to move your
athlete!!! I f  this game used a joystick it
would be a fierce waggler, but in this
case, you are constantly afraid of
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beating several hundred pounds worth
of keyboard to death!

The events in this game are -
100m Dash, Long Jump, High Jump,
Shot Put, Javelin and Pole Vault. To
complete a fu ll game (which is a painful
experience, especially for your
keyboard!) you must complete each
event, however, it is possible to have a
go at just one or two events.
Incidentally, in the Pole Vault, the pole
appears to have shrunk in the wash
somehow, and your athlete is probably
longer than the pole. Stranger still the
end of the pole does not even go into
the ground!

The packaging, which by the way
is the one of the best parts of the game,
has all sorts of obscure statistics on it.
Claims such as - "screen image scale 1
p ixe l= I inch"  are believable as your
character is very large and is quite
impressive graphically. But "Average
screen speed of character =  64
pixelsisecond" is a litt le bit of a weird
claim, this means that your character
moves the equivalent of five feet every
second! Th is would be fine if  the
animation was smooth, but it isn't! The
animation is some of the jerkiest I  have
yet seen in an ST game. One reviewer,
however, has said that the game had
animation "the most realistic you're
likely to see this side of the Olympic
Games." The reviewer in question and
myself seem to have a small difference
of opinion here!

Another complaint - when your
athlete, or something you have thrown
moves off the right hand side of the
screen, there is no scrolling! I  couldn't
believe this. What actually happens is
that your character disappears off the
edge of one screen only to reappear on
the left hand side of a new screen! I
know the ST has no hardware scrolling
capabilities, but it is possible through
software, Just look at either Winter or
World  Games from Epyx.

Upon completing an event, a fat,
strange looking official comes along and
starts making insulting remarks about
your athletic skills! These comments
appear in speech bubbles and are quite
a novel idea. At first they are quite
amusing, but wear thin after a while,
and unfortunately there is no facility to
turn the damn things off! I  also noticed
that there were a few spelling mistakes.

Sound is practically non-existent,
and what lit t le  there is, is not exactly
awe-inspiring. The odd feeble
sounding crack of the starters gun, and
the pounding of your athletes trainers
on the ground are the only sounds
which I really noticed. As with  a lot of

40 r a g e  6  — I ssue  26

British s
-
r  
g a m
e s  
t h
e r
e  
a
r
e  
n
o
t  
e
n
o
u
g
h

sound effects.
The game can be played by up to

four players, each taking it in turn to
batter the keyboard to an even earlier
grave. A four player game could be fun,
but the game doesn't have a high
playability rating, so the attraction
wears off after the first two events.

Th is could have been an excellent
game if  it used a joystick, the animation
was smoother, there were scrolling
backgrounds, better sound effects, and
perhaps even a bit of music. A ll I  can
say is, save your th irty pounds and
wait. Maybe Psygnosis will bring out
something better!

COLOUR SPACE
written by Jeff Minter
Llamasoft
£19.95

Reviewed by John Davison
jnr

Those of you who have been to the
Atari User shows will undoubtedly
have seen this amazing piece of
software in action on the Llamasoft
stand being used by its author, Jeff
Min ter,  to create fantastic graphical
effects in time to loud rock music.

It is billed as a 'light synthesiser'
and this is probably the best name for it
as it does not really fit into any standard
category of software_ I t  is not really a
game, even though it is 'played', and I
guess if  you had to categorise it, you
would call it a 'creative tool'.

The manual, which is excellent,
explains how to get started in a very
different way to normal programs -
'Fire  up the stereo, reduce the amount
of ambient photons in your vicin ity
(turn off the light), grasp the mouse
fi rmly and waggle it about a bit. ' I t
then goes on to tell you about the really
'zowie' effects that you will be able to
create!

The program has a staggering
number of different commands
available, over one hundred!!!
However, daunting as this may sound,
it is a very easy program to use. To
start with, I put some very loud music
on the stereo, and pushed fl  on the ST
keyboard. The disk drive started to
wh irr and two golden coloured shapes
appeared at the bottom of the screen.
Hmm,  strange, I wonder what they
could be? I pressed one of the keys on
the numeric keypad which change the

colour palette and the two golden
shapes turned into two large, bald
heads (you must have seen the advert
on the back of the magazine!), which to
be quite honest, are pretty amazing if
the room is in total darkness! I  then
waggled the mouse about a bit, as
instructed, and held down the left
mouse button. The resulting effect was
stunning! The  fine lines of the ST's
low-resolution mode had beautiful
colours flowing through them. I
consulted the 'Colourspace command
summary' sheet and decided that the
pattern on the screen would look pretty
good in a different symmetry mode, so
I pushed 'N'  on the keyboard, which is
'Spiral Symmetry'. The result was
nothing short of brilliant. The graphics
were reflected in four ways, and when I
moved the mouse with the left button
pressed, the graphics moved around the
centre of the screen in a 'spiral' pattern
(hence the name),It is a fantastic effect
which is well suited to slow pieces of
music (such as 'Brothers in Arms' by
Dire  Straits), I  continued to fiddle with
the program, and before I knew it I had
spent several hours with the thing!

Well, enough of my praise, I 'd
better tell you a bit more about the
program itself. The program uses the
ST's 320x200 mode, and is controlled

thy the mouse and keyboard. I t  is
possible to load in NEOchrome files as
either foregrounds or backgrounds for
your light show. There are six different
forms of symmetry including X, Y,

Quad, Spiral and Augmented, or
you can select to have no symmetry at
all. What do these symmetry modes do?
Well, you control a basic light form
shape, and when a symmetry mode is
activated the light form is reflected to
other parts o f  the screen. Th is then
moves in the same way as the lightforrn
you are controlling, making the
patterns on the screen look
symmetrical. You can also have
starfields, either coming outwards from
the centre of the screen or moving left
to right and up and down. You can also
implement a gravity routine which
pulls the graphical effects downwards.

It is possible to record shows
which have been created specially for
particular pieces of music, these can be
played back at a later date without
having to touch the controls. You can
also define your own 'presets' which
include things such as colour palettes,
lightform shapes and which symmetry
mode is enabled etc.

Th is program is spectacular! I
haven't met anyone yet who doesn't
like it! I t  is an ideal performance tool,



and it will go down well at parties, or at
disco's (it would look fantastic using a
projector telly at a disco). The author,
Jeff Minter has already displayed it  in
various different ways, even at the
London Planetarium!!! Whatever your
use for this program, it will bring you
hours of enjoyment. But watch out,
Colourspace I I  is coming, all you 1 meg
ST owners are going to be in for an
even bigger treat!

WORLD GAMES
Epyx Software/U.S.  Gold
£24.95

Reviewed by John Davison
inr

Not another sports simulation
from Epyx? Yes, we now have World
Games which is the fourth and most
recent in the Epyx 'Games' series, and
is the second to be made available on
the Atari ST.

There are eight events altogether,
each requiring a strong and sturdy
joystick and quick reactions, To
become a World  Games champion, you
must wrestle with a four hundred
pound Japanese Sumo wrestler, toss a
caber in bonnie Scotland, fly over a row
of barrels on ice in Germany, throw
yourself off a clif f  in Acapulco, Mexico,
hurtle down a snow covered mountain
through a slalom course in Chamonix,
France, lif t an enormous lump of iron
above your head in the Soviet Union
and roll a log in the middle of a lake in
Canada. Good mixture eh? Each event
is a completely different concept, so I ' l l
take you through them one by one.

The Sumo wrestling loads with  an
excellent oriental tune playing in the
background. You the find yourself in a
Sumo wrestling ring, with lanterns
hanging from the ceiling and a pretty
mean looking human blubber ball
standing a few feet away from you! The
graphics in this event are extremely
good. They are very clear, and the
wrestlers have an almost cartoon
quality about them. The colours are
very realistic, as is the animation, You
have twelve moves to choose from,
including an Utchari (what the heck is
an Utchari?).

The caber tossing is also quite
impressive, if  a little difficult. Wh ilst
the event is loading the tune which
plays along in the background sounds
very much like bagpipes, but more like
Northumbrian pipes than Scottish.

However the effect is still good,
Basically, all you have to do is to throw
a telegraph pole further than anyone
else (all you have to do!!?) I f  that
sounds difficult, I can assure you that it
is!!!

The barrel jumping involves high
speed skating on a frozen lake, and
jumping over a row of barrels. The
event is highly playable, and the
graphics and sound are very good.
There are many nice touches in this
event, such as if  you fail and fall
through the ice, your face turns blue!

The clif f  diving has you leaping off
the 'La Quebrada' clif f  in Acapulco,
Mexico, As a courageous diver, you
must launch yourself from a craggy
ledge towards the crashing surf below.
The graphics are very good, although
the scrolling as you plummet towards
the shallow waters is a litt le fl ickers
,
.

Bull riding, the most dangerous
event in rodeo, has you rid ing a violent,
angry bull bareback, with only a puny
bit of rope to hang on to! The graphics
and animation are (again) very, very
good, and the playability is high. The
controls, however, are a litt le difficult
to master, but once you get used to
them you'll be rid ing the mighty
'Earthquake' with in a few goes!

The slalom ski-ing is a
straightforward 'get through the gates
as fast as you can' type game which you
used to get on the Atari VCS machines
years ago. What makes the World
Games version different are the
marvellous graphics and ultra smooth
scrolling. In  fact it has some of the
smoothest I have ever seen on an ST.

The weight lif t ing takes you to the
Soviet Union, home of the best
Olympic lifters in the world. You have
to complete two different kinds of lift,
The 'snatch' and the 'clean and jerk'
both require crucial t iming and skill.
The graphics yet again (I 'm getting fed
up of saying this) are great. The
animation is first class, as are the sound
effects, as your lifter breathes deeply
before lift ing the weight. These sounds
add greatly to the realism of the event.

Finally the Log Rolling, in
Canada. Th is is a very amusing event
which plays Monty Pythons ' I 'm a
Lumberjack' as it is loading. You and
your opponent must balance on a large
log floating in the middle of a lake.
Your aim is to roll the log with your
feet in such a way that your opponent is
thrown off balance and off the log. He,
of course, is trying to do the same to
you. However, there is a slight problem
when playing against the computer. I t
would appear that he is an expert log

roller, and to start with  he will always
beat you. Also, are there really sharks
swimming about in Canadian lakes???

When loading an event you can
choose whether or not to have the
'Travelogue' feature activated. Th is
feature tells you all about the event
before it loads. I t  is a nice touch, but I
found myself turning it off after a few
goes, as it 'gets in the way'.

World  Games is done in the
standard Epyx sport simulation format,
allowing up to eight people to play,
representing any of eighteen countries,
and; as with the other 'Games' you can
choose whether to compete or practice
in an event. The graphics, right
through from the title screen to the
backdrops on each event, are excellent,
and the animation, in all the events, is
superb, with music and sound effects of
equal quality. Th is is yet another
classic game from Epyx, and I can
confidently recommend it to anyone.

E L E C T R O N I C
POOL
Microdeal
£19.95

Reviewed by Les Ellingham

It's hard to write a long review on
a game that is so simple and
straightforward to play as this one but
don't make the mistake of thinking that
simple means 'no good'. One of the joys
of this game is that you can boot it up
and play without any complicated
manual reading. Occasionally it's nice
to be able to play a game without
needing a degree to understand it!

Electronic Pool is just that — an
overhead view of a pool table with  cue
and object balls. Place a cursor on the
object ball, set the power bar at the top
of the screen and cue away_ With  just a
little practice you will will be potting
those balls. You may play solo or with
another player with up to 8 games in a
session. Points are scored for each ball
potted with  the scores of each pocket
rotating as the game is played so that
the easiest shot is not always the best to
go for. As a solo game there is a high
score table to judge your improvement.

The animation is smooth, the
sound effects and graphics are good and
the game is easy to play. A nice one for
the end of the day when you want a
nice relaxing game that will retain your
interest without taxing your brain too
much! •
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PROGRAMS
MAKE YOUR DEGAS SLIDE
SHOWS EVEN BETTER

10 r e m  * * * * S * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *

*

28 r e m  *  8 38 rem f Degas Fading Slide Show 11By P a u l  L a y
48 r e m  I  *

60 r e m  * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
50 r e m  *

70 f u l l w  2 :  c l e a r w  2 :  g o t o x y  0 , 0
88 ?  '  D e g a s  F a d i n g  S l i d e  S h o w ' :  ?  •  B y  P a ul  L a y * :  ?
90 ?  •  I n s e r t  d e s t i n a t i o n  d i s k  &  h i t  a n y  V e y " ;
100 k e y t = i n p u t $ 1 1 1 s  ? :  ? ;  ?  •  1X31 C r e a t i n g  fi l e  ' a : f a d e r . p r g ' •
118 o n  e r r o r  g o t o  2 1 0
128 o p e n  " R * ,  0 1 ,  " a t f a d e r . p r g ' ,  1
138 fi e l d  0 1 ,  1  a s  b y t e *
140 o n  e r r o r  g o t o  2 2 0
150 c h e c 1 5 u m : 4 = 8 :  f o r  r eel . . . . 1  t o  4 6 3

160 r e a d  c o d e  4: checks170 lset bytell.chre1codeM; p u t  0 1 , r e c Z
188 n e x t  r e c % :  c l o s e  0 1
190 i 4  c he c k s um X . 0 2 6 6 6 0  t h e n  2 2 0
208 ?  •  * *  C r e a t i o n  s u c c e s s f u l  e n d

A machine code program created from
I
*
:

218 ?  •  * * X  E r r o r  o p e n i n g  fi l e * :  e n d
228 ?  •  * X *  E r r o r  i n  d a t a  s t a t e m e n t s ' :  e n d  B a s i c  b y  P a u l  L a y
238 d a t a  9 6  •  2 6  ,  0  .  0  ,  1  •  1 6
9  ,  0  ,  0240 d a t a 0 , 0 , 0 , 8 ,  0  ,  0  , O ,  0
250 d a t a 8  •  8  ,  1 1 3  •  0  •  e  D e g a s  Fading Slideshow provides a continuous slide-13 ,  0  ,  @ ,

268 d a t a  0  •  0  ,  8  ,  e  ,  4 2  ,  7 9  ,  4 6  ,  1 2 4
270 d a t a  0  ,  6  ,  128  •  0  ,  4 2  •  109 ,  s h o w  of all Degas format pictures on a disk fading each into e , 4
280 d a t a  3 2  •  4 5  ,  0  ,  1 2  •  2 0 8  •  1 7 3  •  0  •  2 0 y

view in a similar manner to several such programs available

290 d a t a  2 0 8  ,  1 7 3  ,  0  ,  2 8  ,  6  ,  1 2 8  ,  8  ,  e y
300 d a t a  1  ,  0  •  4 7  ,  0  •  4 7  ,  1 3  ,  6 3  ,  6 e  f o r  the Ata r i  8 -bi t  s s te m s .
310 d a t a  0  •  0  •  6 3  •  6 0  •  O ,  7 4  •  7 8  •  6 5  T h e  program w i l l  automatically select on l  th o s e

63 •  6 8  •  8  4  ,  7 8  •  7 8  p i c t u r e s  that correspond with the resolution in which the
328 d a t a  2 2 3  ,  2 5 2  ,  8  ,  0  •  8  ,  1 2  ,  6 3  ,  6 8
330 d a t a

program is run provided that the standard DEGAS extenders8 ,  6  ,  6 3  •  6 0  •  8  •  2 6  ,  7 8  •  7 8
348 d a t a  8 8  ,  1 4 3  ,  ,
358 d a t a  8 4  •  1 4 3  ,  2 e 9  •  5 7  ,  8  ,  0  ,  1  ,  1 2 2

are used. I f  there are no files on the disk that match the screen

360 d a t a  4 7  ,  6 8  ,  9  ,  0  •  1  ,  1 2 4  •  6 3  •  6 8
370 d a t a  e  ,  2 6  ,  7 8  •  6 5  ,  9 2  •  143  ,  6 3  •  68  r e s o l u t i o n  the program will return to the desktop otherwise it
380 d a t a  0  , O ,  4 7  •  e , e ,  •

will display all pictures in a continuous loop.60 ,
t  
I t
s

398 d a t a  6 3  •  6 0  •  e  ,  7 8  ,  7 8  •  6 5  •  8 0  ,  1 4 3
The main listing can be typed in using ST BASIC and

400 d a t a  7 4  ,  6 4  •  1 0 2  •  0  ,  8  ,  1 3 0  ,  6 3  •  6 0
418 d a t a  e  •  e  •  4 ? •  6 0  •  8  •  0  •  1  •  154 w i l l  generate the appropriate object code which can be run in
420 d a t a  6 3  •  6 0  •  0  ,  6 1  •  7 8  ,  6 5  •  8 0  •  1 4 3

the normal way. For those who wish to delve more deeply the

430 d a t a  51 ,  192 , e , e ,  t ,  116 ,  4 7  ,  60  A s s e m b l e r  source code is also given. This is quite useful as it
448 d a t a  8  •  6  ,  2 5 5  •  2 2 2  „  4 7  •  6 0  •  0  •  8
458 d a t a  125 •  3 4  ,  6 3  •  5 7  , 8 , 0 , 1 ,  116 s h o w s  that quite complex operations, such as file processing,
468 d a t a  6 3  •  6 0  •  0  ,  6 3  ,  7 8  •  6 5  •  2 2 3  ,  2 5 2

are made easy by the GEMDOS,  BIOS and XBIOS routines.

478 d a t a  0  •  0  •  0  •  1 2  •  6 3  ,  5 7  ,  0  ,  e
488 d a t a  1  •  1 1 6  ,  6 3  ,  6 0  ,  0  •  6 2  ,  7 8  ,  6 5
490 d a t a  8 8  ,  1 4 3  ,  6 3  ,  6 0  ,  0  •  3 7  •  7 8  ,  7 8
500 d a t a  8 4  ,  1 4 3  ,  9 7  ,  0  ,  6  •  1 5 6  ,  4 7  ,  6 0
510 d a t a  0  ,  6  ,  2 5 5  ,  2 2 4  ,  6 3  ,  6 0  ,  0  ,  6
520 d a t a  7 8  ,  7 8  ,  9 2  ,  1 4 3  ,  9 7  •  5 0  •  6 0  ,  6 0
538 d a t a  1  ,  0  •  6 3  ,  6 8  •  8  •  3 7  ,  7 8  •  7 8
54e d a t a  8 4  •  1 4 3  ,  8 1  ,  2 0 6  •  2 5 5  •  2 4 6  •  6 3  ,  6 0
558 d a t a  0  •  7 9  ,  7 8  ,  6 5  •  8 4  ,  1 4 3  ,  7 4  •  6 4
56e d a t a  1 0 3  ,  1 3 2  •  1 0 2  ,  O  •  2 5 5  •  9 2  ,  6 3  ,  6 0
570 d a t a  8  ,  6  •  6 3  ,  6 8  ,  0  •  2 7  ,  7 8  ,  7 8
580 d a t a  8 8  .  1 4 3  ,  6 3  ,  611 •  8  ,  0  ,  7 8  •  6 5
590 d a t a  6 0  ,  6 0  ,  1 2 7  ,  2 5 5  ,  6 3  ,  6 8  ,  8  ,  1 7
680 d a t a  7 8  •  7 8  •  8 4  ,  1 4 3  ,  2  •  6 4  ,  1 2 7  •  2 5 5
610 d a t a  3 2  •  1 2 4  ,  0  ,  7  •  8  ,  @ •  3 4  •  1 2 4
620 d a t a  0  •  7  ,  1 2 8  ,  0  ,  5 e  ,  6 0  ,  0  ,  4
630 d a t a  19 ,  176 ,  e  , e , e , e ,  6  •  126
640 d a t a  0  ,  8  ,  0  •  8 8  ,  2  ,  1 2 8  ,  8  ,  6
658 d a t a  1 2 7  •  2 5 5  •  8 1  •  z e i  ,  2 5 5  ,  2 3 6  ,  8 1  ,  2 0 6

124

660 d a t a  2 5 5  ,  2 e 4  ,  4 8  ,  6 0  •  7  •  2 5 5  ,  3 2  ,
670 d a t a  0  •  7  •  0  ,  0  •  3 4  •  1 2 4  ,  0  ,  7
680 d a t a  1 2 8  ,  0  ,  3 4  ,  2 1 6  ,  3 4  ,  2 1 6  ,  3 4  ,  2 1 6

, 1 1 7

690 d a t a  3 4  ,  2 1 6  ,  8 1  •  ? e s  ,  7 5 5  ,  2 4 6  ,  7 8
788 d a t a  4 8  ,  6 8  •  7  ,  2 5 5  ,  3 2  ,  1 2 4  •  s  ,  7

152

710 d a t a  1 2 8  ,  8  ,  6 6  ,  1 5 2  ,  6 6  ,  1 5 2  •  6 6  •
, 1 1 7

720 d a t a  6 6  ,  1 5 2  ,  8 1  •  2 0 0  ,  2 5 5  9  2 4 6  ,  713, •  0 Note: FADER will only run with 512k0• 8  B 8  ,  7 3 • 4 9730 d a t a  ,  •  4 2  •  4 6  ,  , 8 ,
748 d a t a  0  , 6 , 0 ,  8   e machines. Owners of 1 Meg machines
750 d a t a  El ,  0  9  ,  8  ,  0  ,  e  ,  0

0 ,  0  ,  0  ,  e

768 d a t a  0  •  0  ,  0  ,  8  •  8  •770 d a ta  e , e ,  0 ,  0 8  ,  8 ,  8 s h o u l d  fi rst run MAK512. TOS or a similar
788 d a t a  e , e , e , e , o , e , e ,  e
790 d a t a 0 , 0 ,  8 , 0 , 1 1 , 0 ,  0 •  72 p r o g r a m  available in the public domain from your local user group or from
800 d a t a  6  •  1 8  •  2 4  •  1 4  •  1 8  ,  1 8  •  @ PAGE 6 .
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LET'S MAKE

Owners o f  8-bit systems who also have access to  a prin ter must surely know about Prin t  Shop and its accessories
(reviewed in  issue 20) which must be one of the most useful applications programs for the ordinary home user. I f  you have
not seen that program before, what it  briefly enables you to do is p rin t  out your own custom stationery, greetings cards,
posters, banners and calendars. Shortly after thc ST came out a Prin t Shop clone appeared called Printmaster which was
basically Print Shop only a lit t le  more sophisticated. A  must for any ex-8 b it Print Shop owners but it  was recently with -
drawn due to legal action from Broderbund and with  Broderbund failing to release Print Shop in ST format it  looked like
ST owners would have to forego the joys of home printing.

Then, suddenly, along came a series o f  budget price software (only A:9.95!) called Let 's Make G re e t i n g  Cards,
Calendars and Stationery and Signs &  Banners. Three separate programs with  two additional A rt  L ib ra ry disks also at
0 . 9 5  each. You've guessed it ,  clones o f  Printmaster! The series is basically Printmaster broken down into separate disks
which makes it an excellent way to get into home printing. One of the problems with the original Print Shop was that it  was
quite expensive and most people used only one or two of the modules. No w you can choose just what you want. Each disk
supports a whole host of printers and is so simple to use that you really don't need any sort of manual (though you do get a
brief manual with  each disk).

I f  you have a printer, or intend getting one, these programs come highly recommended at L9,95 each and will put your
printer to excellent use. Buy them now before Broderbund find out!

CAL E NDARS  & S T AT I O NE RY

Print out three types of calendar, either a fu ll month, a
weekly day to a line calendar or a weekly open format to
enter your own dates. Your own choice o f graphics go at the
top and you choose the font style for the month and year.
Short reminder notes can be entered on any day.

Letterheadings can be created in a variety of ways with
different graphics at the top and, optionally, bottom, Fonts
can be selected for the main heading, though not the address
lines, and for the bottom if  required.

PAM. SUSaa;
GOOD LUG1:

AND EMI •..CLEM
r aw AU. TIS

FAMILY

V:4

reviewed by Les Effingham

ART  L I BRARI E S

Two  additional disks are available each containing 75
new graphics elements for use with any of the main programs
so you need never be stuck for inspiration!
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LOTS OF PRINTED THINGS!

January 1987

SIGNS & BANNE RS

G RE E T I NG S  CARDS

)ciruo• 1 % 7

Signs come as A4 size posters which you create to your
own design using graphics in small, medium or large size.
The size of graphic determines the number available on each
poster. Text is overlaid in a font of your choosing with
several styles available in each font, Although the layout is
not free-form (you must select from pre-defined positions) a
huge variety of signs can be made for almost any occasion.

Banners are long signs, printed sideways on continuous
paper with all the usual choices of graphics and text. Ho w
long depends on what you want to say!

Greetings cards are cleverly printed on A4 size paper so
that they can be folded to quarter A4 size with a design both
on the front and inside of the card. Cards are a litt le more
complex but are really quite easy as are all of the modules,
Every program in the series gives you a preview before
printing and this is especially useful for the Greetings Cards.
You can also step back through each step of the design
procedure using the ESC key until you get just what you
want. When you get a good design you can save it to disk.

The Let's Make series is available from Software Express
in Birmingham who kindly supplied the review copies. •



THE BEST OF BASIC

STRASIE

For the past four years I have owned an Atari computer.
When I  first got my Atari, I  didn't know anything about
computers and it wasn't until much later that I  began to sus-
pect, from reading A N T I C ,  ANAL O G  and CO MP UTE !
magazines, that I  had something really special. Then came
the people at the computer store who specialised in Atari (yes,
there really was such a thing!) and the gang at the monthly
Atari computer club meetings. Now I  could walk into any
computer store and be  cocky i n  the  knowledge that my
computer was as good as anything they had to offer.

Now I  own an ST.  I  am not the slightest bit sorry for
having had to iunk my 8-bit system but it would have been
nice to have the best of both worlds, When I got my ST,  one
of the first things I  did was to sit down and thumb through
the BASIC manual. I  was delighted to find dozens of things
that I did not understand. Now I don't mean that the manual
is poorly written (it is) and I  don't mean that there are not
enough examples (there aren't), What I  do mean is that there
are loads of new commands, graphics, string manipulation,
file manipulation, built-in debugging tools -  you name it! I
was ecstatic! So I  booted up the disk, anxious to get started
solving those mysteries one by one when what do you suppose
I saw? Well, at first I  wasn't too sure what I  was looking at.
All these little windows started popping up all over the
screen. Some of them popped up only to be covered up by
other little windows. I  kind of felt sorry for the covered up
ones. I  mean, what did they even pop up for in the first place?

Was I discouraged? Heck no! I  plunged into ST BASIC
with all the fervour with which I  had tackled ATARI  BASIC
four years earlier. This lasted for approximately five minutes.
It took me that long to realise that ST BASIC is a mess! Since
then, my opinion has been verified by numerous authors in
the Atari magazines_ J im Luczak, writing i n  A N A L O G
magazine, says that, along with several other minor bugs, he
discovered that when attempting to save a program larger
than about 10K, using SAVE AS/REPLACE, S T  BAS IC
will erase any previous copy with the same filename and then
promptly lock up. I f  you do not have another copy of the
program, either with a different filename or on another disk,
you are just out of luck!

O.K., so ST BASIC is awful. At least the screen editor is
awful. Now what?

As I see it, we have a choice. We can sit around idle and
wait for a better BASIC (or a better version of the original),
we can use the time to learn another language like C  or
Assembly or we can make the best of a bad situation and start
using ST BASIC_

I f you choose the latter option, as I  have, I  have some
good news for you. Type in the following listing and save it to
disk under the name SETUP.BAS

10 poke systab + 2,1
20 clearw 0:fullw 0

Unless you are writing a program that will be run in low
resolution, boot up BASIC in medium resolution. This will

This article first appeared in P OK E Y  PRESS, the news-
letter of the A ta ri Computer Club of the Palm Beaches, 15545
S.W. 15Ith Street, Indiantown, FL 33456. U.S.A.

by David Wrenn

allow you to see more of your listing in the E D I T  window.
After booting BASIC, run SETUP, This will clear the E DI T
window and open it to a full screen. I t also causes the editor
not to show the line being edited in that nearly unreadable
infernal grey font. Instead, the line is not affected at all_ Try
poking S Y S TAB+  2 with any number between 0  and 32.
You'll be surprised at the results you get.

Also, when programming, always use the E DI T  window.
There are a few things that cannot be done from the E D I T
window but, for the most part the E D I T  window may be
used in much the same way as the full screen in AT ARI
BASIC. Try  to forget that you are in a stupid window at all
and just program away!

Atari has announced that a revised version of ST BASIC
is in the works. There is no word yet on when to expect it or
exactly what the improvements will be, but the word is that
windows will still be implemented in much the same way as
they are now. Until things improve, hang in there and DO I T
I N BASIC! Unti l  then I  leave you with this little program
which will produce mailing labels on any printer. I  hope you
find it useful.

1 0  ° P E N H  2 :  FULL1.1 2 :  C LE A R M  2
2 0  g o t o x y  1 0 , 1 :  p r i n t  " L A B E L  M A K E R  b y

D a v i d  R .  W r
e n n "3 0  g o t o x y  1 0 , 2 : p r i n t
I .

4 0  ?  2 ?  2 ?  2 ?  : p r i n t  " H O W  M A N Y  L I N E S  F
OR L A B E L " : : I N P U T  L I N

4 5  C L E A R M  2 : G O T O X Y  0 , 5 : F O R  L = I  T O  L I N
SO P R I N T  " T Y P E  L I N E  M " ) L ) : I N P U T  T X T S C L

6 0  N E X T  L
7 0  C L E A R M  2
8 0  G O T O X Y  " Y O U  T Y P E D : " : ? : F O R  L = 1

TO  L I N : ?  T X T S ( L ) : N ( X T  L :
,9 0  I N P U T  " I S  T H A T  C O R R E C T  C Y / N ) " : 4 5

1 0 0  I F  A S O " Y "  A N D  A 5 0 " y "  T H E N  4 5
1 1 0  ?  : ?  : I N P U T  " H o w  M A N Y  L A B E L S " : 0 4
1 1 3  ?  : ?  : P R I N T  " E N T E R  1  F O R  I  I N C H  L A B

E LS
1 1 5  I N P U T  " E N T E R  2  F O R  O N E  A N D  O N E  H A L F

I N C H  L A B E L 5 " ; S I Z E
1 1 7  I F  S I Z E  >  2  O R  S I Z E  ( 1  T H E N  1 1 3
1 2 0  C L E A R M  2 : G O T O X Y  0 , 6 : P R I N T  " P O S I T I O N

L A B E L S ,
1 3 0  I N P U T  " P U T  P R I N T E R  O N  L I N E  A N D  P R E S

5 R E T U R N " : 4 5
1 4 3  I F  S I Z E = 2  T H E N  S P A C E = 8  E L S E  S P A C E = 6
1 4 5  F O R  N O L A B = 1  T O  N
1 5 0  F O R  L = I  T O  L I N  : L P R I N T  T X T S C L ) : N E X T

1 6 0  F O R  S P A C  = 1  T O  1
4
C 5 P A C E -
L I N )  : L P R
I N

I : N E X T  S P A c
1 2 0  N E X T  N O L A B
1 8 0  C L ( A R M  2 : G O T O K Y  0 , 1 : I N P U T  M O R E  C Y /

N ) " ; A S
1 9 0  I F  A S O
—
T
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y "  
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LANGUAGES

AN IDEAL BASIC?
I like Basic, it is a friendly language. Unlike compiled

languages it is possible to experiment and see the result
immediately. Basic does however have some disadvantages.
There is the rather sedate pace at which it goes about its
business and, on the ST, a lack of easy access to the useful
functions of GEM.

When I  got an ST, I expected the bundled ST Basic to
run appreciably faster than the 8 bit version. Unfortunately,
although there is an increase in speed over 8 bit Basic, this
doesn't seem to reflect the superiority of the hardware.

I won't dwell on the faults of ST Basic, but I th ink it is
sufficient to say that it  is just not as good as it could (should?)
be

AN ID E A L BASIC?

After using ST Basic for a couple of months I had a
mental list of what ‘vould make, in my opinion, an ideal Basic
for the ST.

- I t  should make full use of the hardware and be very
fast.
- I t  should have a better screen editor than the
cumbersome ST Basic editor, I find all those windows
just get in the way.
- I t  should give easy access to G E M functions.
- I t  should come on a cartridge to leave the maximum
of memory free, and to make loading faster_

Computer Concepts have now released Fast Basic,
which I th ink comes pretty close to being my ideal Basic for
the ST. I t  comes on a cartridge which plugs into the ST's
cartridge port and can be left permanently in place. Packaged
with the cartridge is a comprehensive manual, a quick
reference card and a set of demonstration programs and
utilities on disk. A ll very comprehensive. Let's take a look at
what you can expect.

T H E  SC R EEN  E D I T O R

The screen editor makes sensible use of windows. I t  has
two windows on screen at boot-up, the input window and
output window. Also available is an immediate mode window
which can be opened by clicking on the appropriate menu
item.

There are four font sizes available for use while
programming. There is also a pretty fu ll set of word
processing facilities such as search & replace and cut & paste,
all of which make editing a program a much simpler task. I t
is possible to load ST Basic programs into Fast Basic. Some
of course won't work without almost re-writ ing them but
some of the simpler ST Basic programs only need minor
changes. Using the search & replace function greatly
simplifies this operation. I  have done this with several ST
Basic programs and found that the programs ran about six
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Allan Knopp takes a look at
Computer Concepts' FAST
BASIC

times as fast when converted to Fast Basic. I  should stress
that this wasn't intended to be a proper test of the speed of
Fast Basic but it certainly gives an indication of what might
be achieved.

S TR U C TU R E

Fast Basic seems quite close to BBC Basic in general
syntax, it makes use of procedures, and a generally
structured style of programming is encouraged.

Line numbers are optional, but they are really only used
as labels. I t  is still possible to GOSUB or GOTO a line
number, but it is preferable to write around named
subroutines or procedures. Having used b i t  Atari Basic for
some time I was surprised to find how easy it is to program
in this way. I t  makes a program much more readable and
easier to change and develop.

K E Y WOR D S  •

There are all the usual keywords that you would expect
from any good version of Basic and, in addition, there are a
large number of extra keywords which are specific to the ST.
I t  is rather strange though that with  approximately two
hundred and fifty keywords, plus more than sixty G E M
commands, there are only three sound commands. One of
these is BEEP which gives a bell sound. The others are
DO S O UND and S NDRE G which both seem difficult to
understand and there is not sufficient information in the
manual about them nor any examples on the demo disk. I am
sure that some good sound can be produced, but compared
with the comprehensive range of other keywords it seems
that sound has been more than a little neglected.

GR A P H IC S

Fast Basic is packed with graphics functions. A ll the
normal graphics commands — L INE ,  CIRCL E,  F I L L  etc.
are supported. Additionally there are a multitude of
commands which, as far as I can tell, cover every possible
requirement. For example blocks of screen memory can be
manipulated using the GRAB, P UT and B L I T  commands.
Page flipping is easily implemented using the PHYSBASE
and LOGBASE pseudo variables. G E M is also
comprehensively supported.

Every GE M function that you are ever likely to require
is available. Most of the GE M commands are simple to use.
For example drop-down menus and alert boxes are very easy
to implement. I t  is possible to produce very professional
looking GE M based programs with  a min imum of
programming.



MIKES COMPUTER STORE
Code Product Name R RP Inc. VAT MCS Inc VAT
520STFM1 Atari 520STFM Computer E399.95 E369.95
520STFM2 520 STFM+ SM125 BNV Mon. E499.95 E462.95
520STFM3 520STFM+ Philips 8533 Col, Mon_ E714.90 E652.95
1040STF1 Atari 1040SIT Computer E599.95 E554.95
1040STF2 1040STF+SM125 Hi-Res, BM Monitor E699,95 E646.95
1040STF3 1040STF+ Philips 8533 Colour Monitor E914.90 E838.41
SF354 Atari 500K Disk Drive E149.50 E134.55
SF314 Atari 1Meg Disk Drive E200.10 El 80.09
SH204 Atari 20 Meg hard Disk E699.95 E647.95
SM125 Atari High Res. Monitor B/W E149.50 E134.55
CUM1MEG Cumana 1 Meg Disk Drive E159.00 E143.10
CUM1TWIN Cumana Twin 1 Meg Disk Drive E269_00 E242.10
P8533MON Philips 8533 Med. Res. Mon. E314.95 E283.46
P8501MON Philips 8501 Low Res. Mon. E243.95 E219.55
LX86PRIN Epson LX-86 120 cps Printer E316.25 E284.63
LX86+IR Epson LX-86 + Tractor Feed E339,25 E299.95
EPSSHE ET Epson LX-86 Sheet Feeder E63.25 E56.93
L0800 Epson LQ-800 24 pin Printer E68425 E599.95
L0800TR Epson LQ-800 Tractor Feed E46.00 E41.40
BRO1109 Brother 1109 NLO Printer E253.00 E227.70
WS4000 Miracle WS4000 Modem E172.44 E154.95

SAVE E20 -
Buy

FAST ST BASIC
with any Atari ST

pack for
ONLY E69

Securicor 'Next Day'
delivery + Insurance E10

SHOP OPEN
Monday-Saturday
9.30am-5.30pm

All prices are correct at time of
going to press. We reserve the

right to change prices and
specifications without notice

VISA

SHOP
292 London Road Westolift-on-Sea,

Essex SSO 711 Tel: 0702 332554
MAIL ORDER

P.O. Box 31, Westclift-on-Sea, Essex SSO 3L0
Tel: 0702 335379

ASSEMBLER

Fast Basic comes with a built-in assembler which can be
accessed from within a Basic program. Basic and assembly
language can be used together in the same program and the
code for both languages annears in the same file.

PROGRAM SEGMENTS

It is possible to have up to ten programs in memory at
the same time. Fast Basic divides the memory into segments,
putting one program into each segment. Each program can
be edited and run independently from the other programs in
memory. I t is possible for a program to call and run a
program in another segment using the PERFORM
command. The E ND statement will cause a program to
return to the original program_

THE MANUAL

Packaged with Fast Basic is a comprehensive manual. I t
is laid out with one keyword per page with an explanation of
the purpose and syntax of the keyword, together with a short
example of how it is used and a list of associated keywords.

DEMO DISK

The disk which comes packaged with Fast Basic
contains a number of example programs. These provide an

excellent reference for any problems which may arise when
programming. Also on the disk arc several utility programs.
One of these enables a Fast Basic program to be turned into a
desk accessory. Another of these utilities turns a Fast Basic
program into a .PRG file which, when opened, runs Fast
Basic and autoruns the program. I t appears as though the
program is running on a stand-alone basis, but the Fast Basic
cartridge must be plugged into the the computer for the
program to run. Computer Concepts have now, however,
released a utility which will convert Fast Basic programs into
completely stand-alone files.

A third utility on the disk enables synthesized speech to
be produced. This is an excellent utility, the speech
produced is of quite a high quality and is fairly easy to
program.

S UMMI NG UP

Fast Basic is an excellent product. I t has many more
commands and facilities than I could possibly describe here.
It is similar enough to other Basics to make switching from
other dialects of Basic to Fast Basic quite easy. I t also has
many commands which are entirely specific to the ST. I t
combines the ease of programming and interactivity of Basic
with the ability to program G E M applications. I t also lives
up to its name - it is very fast.

I f  you have an ST and want to program in Basic then
you really must buy it. In an ideal world it would have been
the Basic which was bundled with the ST by Atari. Fast
Basic is a product that is every bit as good as the hardware it
was written for. •
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FAST BASIC
Atar i  ST cartridge

A new and very fast BASIC
Interpreter  ROM cartr idge for the
Atari  ST computers.  Thi s  128K
program has been wr i tten
specifically for the Atari  ST
computers and so makes full use of
(and gives the programmer full
access to) all the special features of
this machine.

Based around BBC BASIC, but
considerably extended.  FAST BASIC
Is a modern structured
programming language. I t  is the
Ideal envi ronment for those who
want to exper iment wi th the ST
and to find out about GEM and
68000 assembly etc.

SPEED
With an average PCW benchmark
speed of  1.8 seconds, this  is the
fastest BASIC available (faster than
any other PCW have tested) and is
faster than BASIC running on the
new Compaq 80386 super micro.
Sec table for other comparisons.

EDI TOR
A full GEM based scrolling editor is
inc luded.  Support s  search and
replace. cut, copy, paste and very
fast scrolling speeds. Mu l t i p le
programs may be held in memory  at
once, and each program can have
its own edit ing window and
associated icon. A  special
Immediate window allows
commands  to be used immediately
wit hout  forming part  of  the BASIC
program.

There is no limit  to program size.
other than available memory,  and
there is no speed degradat ion for
running large programs as there is
on many  other interpreters.  St rings
may be up to 64K long, arrays may
be over 64K.

FAST BASIC INCLUDES:

'ROM Cartridge - it uses no RAM,
leaving the maximum available for
BASIC programs. It does not have to
be loaded from disc and so offers
Instant start-up and can be
permanently available.
'Example disc containing a range of
example programs from simple
loops to complete GEM examples.

*Manual. Comprehensive 400 page
spiral bound manual detailing all
commands.
*Quick reference card

ASSEMBLER
Similar In concept to BBC BASIC.
this allows mix ing of assembh
language and BASIC together. Th e
assembler can assemble at over
50.000 lines per minute mak ing it
the fastest available. Mac ro  and
condit ional assembly facilit ies
combined wit h one of  the best
editors around makes this  a
superior alternat ive to many
dedicated assemblers.

VARIABLES
FAST BASIC supports  a full range of
variables. 8. 16 and 32 bit  integers
For speed. Single and double
precis ion fl oat ing point.  St r ings  up
to 64K and arrays of  any size. Th e
fl oat ing point  maths  rout ines are
Price £89. 90 inc. VAT and postage.
Available f rom all-good Atari dealers
or direct ly  f rom Comput er
Concepts.

The  SASJC In • e rp re h o r F o r th e  M o ri  S T
• R O M  e a/ t i m i n t

& O w e  Gensem

S A W  ingerheelor h i e  Al i t .  ST
MDM oat husge

TIME

16.9

14•6

71

9•2

1-8
1Seconds)
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0 Desk F i l e  E dit  L is t  Run SpecialSTRUCTURED
Programs are normally written 1 R A C T A L . S C  O u t p u t
without line numbers. This_ in
addition to named procedures and
functions_ ensures that FAST BASIC
programs are easier to write and
simpler to understand than any
other programming language. I t
also supports REPEAT.. UNTIL,
WI I l LE-WEND and multi  line
:F. .TI IEN..ELSE constructs. and in
addition a powerfulswrrci i ...CASE... ENDSWITCI I
structure eliminates the use of
multiple IF. ,THEN statements.
FAST BASIC supports many of the
hest features of languages like
PASCAL or C, but without the
drawbacks.

"—it posi ti vel y flies."
"Students of str uctur ed

pr ogr ammi ng wil l  be wel l
pleased. ."
"Perhaps the most stagger ing.
advantage of  Fast BASI C over
the official  l i ngo concer ns
usi ng the var ious faci l i ties
offered by GEM."
"—it's a vast i mpr ovement  on
Atar i  BASI C. "

Popular Computing Weekty

'The Fast BASI C package
provides a compl ete system
for  the home pr ogr ammer ; the
l anguage is beauti ful l y
str uctur ed. "
"The car tr idge spans the gap
between hi gh level  and low
level  pr ogr ammi ng languages
and combi nes some excel l ent
hi gh level  structures. .  I t  seems
to have the advantages of
languages l ike C and Pascal.
wi thout  the restr ictions. "
"Bear  i n -
m i n d  
t h e  
f a c
t  
t h
a t  
t
h
e

cheapest assembler  for  the ST
costs £39. 95,  thi s can onl y
leave you to concl ude that  Fast
BASI C real ly is phenomenal
value for  money. "
"I f you need a good
pr ogr ammi ng l anguage for
home,  business,  or
educati onal  use.  buy  FAST
BASIC.  I f  you woul d l ike to
program GEM appl i cati ons but
do not feel  competent  enough
to tackl e C, buy FAST BASIC.
I f  you need a macr o assembler
wi th a good edi tor  and
envi r oment.  buy FAST BASIC."
ST User magazine - Oct 86

GEM
Direct and full access is given to the
ST graphics such as circle, arc_ pie,
area fill ing etc_ I n  addition there is
a range of keywords for contolling
the menus, icons and windows, I t
is possible to write programs (hat
present the user with a perfectly
standard GEM type interface. An
example of a complete GEM
program is supplied on the example
disc.

Computer Concepts
Goddesden Place. Hemel Hempsteed,Herte,HP2 61X, England. 1elephonel0442 6 3 9 3 7

EXAMPLE SCREEN

MONEY BACK
GUARANTEE

If for any reason you are unsatisfied
with FAST BASIC we offer a full, no
quibble. money back guarantee_

"...just about  ever y command
you coul d ever  ask for  is
suppl ied,  pl us a good many
other s beside."
"-the execut i on speed has to
be seen to be bel ieved."
". . i f you own an ST e v e n  i f  you
are a C or  machi ne code
pr ogr ammer  - you shoul d own
a copy of  FAST ST BASIC."
"I don' t  know of  a BASI C on
any other  machi ne whi ch is so
Feature packed and yet sti l l
easy to use."

Alan User -Nov 86

Access/Barcisycard
accepted.
AU orders
despatched wi thi n 24  hours.



Programming

A STEP UP?
Since the launch of the ST, the fashionable language for

use on these Atari computers has been 'C'. Languages of any
description for the 8-bit machines however are, to say the
least, hard to come by (A CTI O N and BASIC X L  aside),
however now the 8-bit user may sample the delights of this
'trendy' language with  the DVC,..65 'C' compiler.

PROGRAM OVERVIEW

The language comes supplied on a single double sided
diskette, with a yellow and blue typeset booklet explaining
the less standard functions of the system. On inspecting the
booklet provided, it will become apparent that it is intended
to be used as an appendix to the book 'The C Programming
Language' by Kernighan and Ritchie. As might be expected
the language implemented is a 'small' C, however the system
does provide the facility to interface with 'A CTI O N! '  and
Assembler (namely MAC/65). The program diskette
contains a variety of utilities and example programs, many of
which may be run directly, although others require
compiling first. On booting the diskette, you are greeted with
a disk directory which loads and runs as an A UT O RUN file.
You are prompted for a program name and entering one of
the demo names illustrates straight away the speed of the
language. Before proceeding further the system disk should
be backed up.

THE DOCUME NTATI ON

The documentation would appear to be the weakest
point of the package. The 57 page booklet is adequate, but if
you are new to C then it can be confusing. I t  would have
been nice to have been provided with a complete function
and word index, however the booklet does describe the
functions it  includes quite fully. The booklet may be
considered as having three main sections, the first applying
to the DVC compiler itself, the second to the use of the DV C
system with the A CTI O N!  cartridge, and the th ird  with the
use of the MA C6 5  assembler. Again the text is direct and to
the point, but the subjects are covered a little too briefly. The
booklet does not pretend to be a tutorial, nor would I  expect
one, but I would have liked to have seen a few examples at
least.

USING THE SYSTEM

DV C has some annoying anomalies, for example you
cannot assign a value within a declaration, e.g. the expression

int vat= 10
would have to be given as

int val;
val =10

not crippling but annoying when errors arise at compile time.
Probably of more interest, floating-point arithmetic is
supported, but strangely floating-point numbers must be
considered as character strings. I f  you are used to
manipulating floating-point numbers in assembler using the
operating system routines, then this may not seem so strange.
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Sean Taylor tries C on the 8-bit
with DI /C/65

As an example, the expression
float number;

would have to be replaced by
char n u mb e r(] ;

Th is illustrates that several data type structures are not
supported, however some very useful utilities are provided
for program development.

The most essential is the editor. Th is is smart and easy
to use with all commands readily available on a menu screen
by pressing '?' and allowing single key entry for loading,
renumbering, disk cataloguing etc. Further prompts are
provided as required by the program editor. A ll programs are
written using line numbers, these being more for the benefit
of the program editor than the programmer. Some very
useful keywords have been provided using a
I CO NTRO L NK E Y I  combination, for example pressing
[ CO NTRO L ]  and [P] wil l  display prin t f f" .  These key
combinations make program entry quicker and more
pleasant.

The system supports a very powerful command line
editor allowing programs to be loaded and arguments to be
passed to them. For example:

D L C C  PROG L I N K  RUN
will load the compiler (CC.COM) which will then compile
the program PROG.C, L I NK . CO M will create the relevant
. L NK  and .COM files and finally the program PROG.COM,
created by L I NK . CO M,  will be run.

A ll program names are normalised, that is to say that
only the name need be specified, the DV C system will take
care of the name extender and drive number. The system
uses a custom DOS. which is compatible with DOS 2.0s and
DOS 2.5, however system files cannot be run without the
DV C system DOS being present. The DV C DOS will only
support single or double density disk format, the dual
density mode offered by the 1050 is not supported.

THE  DISK FILES

The diskette comes with a large selection of utility files,
games and functions. The main .COM files are provided on
side A, including the system DOS. The system expects to
find five forms of file name extender. These being X.; to
specify a text file, .CCC to specify a compiled text file, . L NK
to specify a link file, .013j for an object file from an assembler
and .COM for a file that may be readily executed.

Several useful utilities are provided, allowing the
creation of AUTORUN.SYS files, customising of
DVC-DOS,  reconfiguring the disk set-up, provision of a
ramdisk for the XE and the 800XL using a Mosaic
Ramboard. Fo r most of the utilities and games provided the



source code is readily available, allowing the utilities to be
studied, altered and re-compiled. Th is freedom with the
source files allows the author's programs to be studied and
listed and also shows how to overcome some of the language
anomalies.

Some very useful and amazingly fast graphics utilities
have been included. They are best illustrated by running the
graphic demo provided on the disk. These provide very fast
drawing, plotting and circle drawing in graphics 8, running
up to eight times faster than the normal functions also
provided.

The system provides a very comprehensive set of
functions for use with CIO. These hook directly to the
operating system ROM and provide the versatility found
when using these routines at machine code level.

BENG' IMA RK BASIC D V C - C  F O R T H
TIME/seconds

1 25 8 5
56 14

3 60 14 7
4 103 19 13
5 128 21 38
6 14 13

HOW FAST IS DVC-'C'

A series of short benchmark routines were used, to
compare DV C with Basic and G O -FO RTH from SECS. In
all cases the internal clock registers of the 800XL were used
to produce the times shown.

DIFFERENCES AND UNSUPPORTED
FEATURES

From these times it is apparent that 'C'  provides a speed
increase of upwards of 50% over basic. However, as might be
expected, the short floating point routines do not show any
marked improvement. For calculations involving numerous
iterations then some improvement would be expected. The
floating-point benchmark also illustratek how these function!,
have been implemented in the DVC system.

DV C shows several features that are either different
from Standard 'C' or not supported at all. These may be
listed as follows.

1) Structures and unions are not supported.
2) Multidimensional arrays and pointer arrays arc not
supported.
3) Fu ll Floating-point arithmetic is not supported.
4) Variable types int, char, extern only are supported.
5) Macro expansions in defi nes and assignments
within declarations are not supported.
6) Constant evaluation is performed at compile time.
No order of precedence is given to arithmetic
operators, all expressions are evaluated from right to
left.
7) Variables may not be declared with in a statement
block.
8) All functions return a two byte word.
9) The braces, due to the lack of the graphic on the
keyboard, are replaced with S( and $).

These are probably the more evident differences.
However for the most part they may be programmed around.
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Figure 3 -  Floating Point
routines in C

Figure 2 -  C equi val ents

The DV C-'C'  system does provide very good value for
money. The sheer number of utilities and example programs
provided on both sides of the disk support this. Early
versions of the disk contain a corrupted L I  FE.COM file,
which will not load or run, however this may be corrected by
copying the relevant (L I FE CCC,  LIFE.013.1 and
L I FE . L NK ) files to a work disk and running the file linker.

The one major criticism, is the strange way in which
floating point arithmetic has been implemented. I t  poses the
question, " I f  you went this far, why didn't you do it
properly?". Also of relevance multidimensional arrays and
pointer arrays are not supported. Quibbles aside, the system
is pleasant and easy to use. More  importantly it does support
the claims made by all those trendies, the language provides
structured, easily read source code, and even more to the
point, if  you understand Basic then you should pick up 'C' in
no time.

Overall this package should be wholly recommended.
Buy it you and you won't be disappointed.

DV C6 5  is available from Mikes Computer Srore, 292
London Road, Westchlf-on-sea, Essex SSO 711• •
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Learning

I t t l
' F I
V I
G E
R S

The ability to type qu ickly and accurately wil l  save you
hours, not only on word processing but also in typing in those
long listings. A  couple o f  commercial programs have been
available in the past which have taught typing in the conven-
tional way but Typ ing  Test wil l  enable you to brush up on
speed and accuracy even if  you use just two fingers!

The program wi l l  s imp ly present you wit h  a random
sentence to  copy (not easy mind  you!) and wi l l  then check
your typing for accuracy and speed. Not only will your typing
improve but you wi l l  also have great fun with  some really
difficult words!

E l
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REM
REM
REM
REM
R EM
REM
R EM
R EM

F L E X I B L E  F I N G E R S '
by

P e t e r  G i b b s

*  P A G E  6  M A G A ZI N E  -  E NG L A ND *
0 1 4 H 1 H P I I
-
1 1 6 1 * * * * *
* *
1 1 4
f
6
H
6 6 6 6 1 4 1 1
* * * *
*

RESTORE
OS N E X T
REM
RESTORE
OS :NE X T
R EM
R E S T O R E

Pa g e b - l a s u e 2 6

D E S C R I P T I V E  V E R B
7 5 8 : 1 0 R  I = 0  T O  R N D C 0 /
1 1
3 2 : RSECONDARY D E S C R I P T I V E S

NO
7 9 8 : F O R  I = 8  T O  R N D I 0 / * 4 0 : R
1 :G O 5 UB 5 9 0

A CTI O NS

8 S : N E X T  1 : G O S U B  5 9 0
B S = " T H E " : 6 0 S U B  5 9 0

1 6 9  R E M
1 7 8  I F  A N D C 0 / > 0 . 7  T H E N

I m
-
8  
T
O  
R
N
D
(
8
)
*
1
1
:
R
E
A
D

5 9 0
1 7 9  R E M
1 8 8  R E S T O R E

PLACES

P O S I TI O NS

AD 0 5 : N E N I  I : G O 5 U 0  5 0 0

RESTORE
0 5 : N E X T

7 8 0 : F O R
I : G O S U B

8 3 8 : F O R  I m
-
8  T O  
R N D (
0 ) * 1
7 : R

I : G O S U B  5 9 0

8 5 0 : 1 0 R  1 = 0  T O  R N D C 0 / * 1 6 : R

P L A C E  0  C R I P  I O N S
RESTORE 7 4 8 : F O R
B S : N E X T  I : G O S U B

8 7 0 : F O R  1 = 0  T O  A N D ( 0 ) * 6 : 1 4 E

AS
O r

V *
GS

by Peter Gibbs

S T — T  I N P U TXC 1 8 9  R E M
MO 1 0 8  P O S I T I O N  0 , 7 : ?  A S
C u  2 0 0  P O S I T I O N  0 , 4 : "  L S : P O S I T I O N  0 , 6 4 - I H T

( L E N C A S / / 4 0 ) :
,  L S : M M
,
O : P O S I T I
O N  
0 , 1
5 :
7

•• S T A R T  T Y P I N G  w H E N  Y O U  A R E  R E A D Y .
4
.
,
n
;

C E 2 1 0  F O R  I = 1 5  T O  8  S T E P  - I : S O U N D  0 , 2 5 5 ,
1 8 , I 1 N E N T  I : P O K E  7 6 4 , 2 5 5
2 2 8  I F  P E E K 1 7 6 4 ) = 2 5 5  T H E N  2 2 0
2 3 8  '  ' " P O K E  1 8 , 0 : P O K E  1 1 , 0 : P O K E  2 0
, 0

TM  2 4 0  G O S I I I I  6 2 0
EV 2 5 0  T I M E = P E E K C 2 0 ) + 2 5 6 * P E E K C 1
0
/
÷ 6 5 5 3 6 *
P

E E K ( 1 0 , : c 5 = C C L E N 1 0 5 1
- 1
) / C T I M E /
5 0
M
m =

C S * 6 0 / 5
YR 2 5 1  R E M  W M = C S * 6 0 / C H o m ( U E R  L O N G  A N  A V E R

AGE W O RD I S )
G I  2 6 0  " 8 4 4 4 " ;
XG 2 6 9  R E M
EK 2 1 0  A = 1
LG z o o  A = A + I ; I F  A ) = L E N ( A 5 )  T H E N  3 1 0
SN 2 9 0  I f  0 5 1 A , A ) = "  "  A N D  A 5 C A
-
1 , 0 1  1 ) = "

THEN c S = A 5 ( 1 , A - 1 ) : c S ( R ) = R S c
0
+ i
,
L E N E A S

) ) : A O = c S : o
.
= i 1 - 1

PC 3 0 0  G O TO  2 8 0
0
,
2  
3
1
0  
A
=
1

OK 3 2 0  A = A 4 - 1 : I F  A > 7 . L E N ( B S )  T H E N  3 5 0
DP 3 3 0  I F  0 5 ( A „ A ) = "  "  A N D  o S ( a
-
1 , 1 R
-
1 ) = "  -

THEN c S = 6 S c i , o - 1 3 : c 5 ( A ) = O S C A . I .
,
L e N c o S

» : 8 5 = c S : R 7 A
-
1

NG 3 4 0  G O T O  3 2 0
DC 3 5 0  ?  A S : P O S I T I O N  8 , 3 : 6 S C 5 0 0 2 = " : E R R O R

= 8 : A = 0 : F O R  I = 1  T O  1 E 6 1 ( 0 5 )
z be  4 = A + 1 : i f  5 5 c 0 , A ) . " 0 "  T H E N  4 3 8
3 7 0  F O R  5 = 1 5  T O  e  S T E P  - 5 : S O U N D  0 , 5 , 1 0
- P L U S / 3 2 , 5 : N E X T  S

IN
, 
3
8
8  
P
L
U
S
=
0
:
/
F  
A
5
C
I
,
I
)
0
0
5
(
A
,
A
)  
T
H
E
N  
P
L

U S = 1 2 8 : E R R O R = E R R O H
4 1 -
1

14P 3 9 0  P O S I T I O N  I - 1 - 4 0 * I N T I I / 4 8 1
1
, 3
6 -
I N T T I f

4 0 I :
,  
C H
R S
C A
S C
C B
S (
A ,
A )
I
+ P
L U
S /
; :
P O
S I
T I
O

I - L - 4 0 * I N I C l / 4 0 / , 6 4 . I N T I I ( 4 0 ) : ?  A S C I ,

E r  4 0 0  I F  A 5 ( I , I ) =
.  "  A N D  
0 5 ( 0 , 0 )
0 "  
"  
T M

EN 3 5 0
BM 4 1 0  I F  0 5 ( I , I ) 0 "  "  A N D  B 5 ( A . A ) = "  "  T M

EN  A = A
-
1 : C O T
O  
4 2
0

VH  4 2 0  T R A P  4 2 0 : N E X T  I
MK 4 3 0  T R A P  4 3 0
OG 4 4 0  I F  E R R O R = 0  T H E N  5 2 0
MT 4 5 0  C 5 = S T R 5 ( E R R O R ) : P O S I T I O N  1 1 - L E N ( C S )

/ 2 , 1 4 : ?  " I ' V E  F O U N D  " ; C 5 : "  E R R O R " ; : I F
E RR0 1 0 1  T H E N  " 5 "

BM 4 6 0  ?  : ?  : I F  E R R O R = 1  T H E N  ?
P RE TTY  G O O D": G O TO  4 0 0

I t  4 7 0  I F  E R R O R ( 1 0  T H E N  ?  " I I  0 . K . " : G O T
0 4 1 0

EU 4 8 0  ?  "  N O T  TO O  G O O D Y E T  A R E  W E ? T R Y
A G A I N ! "

PM  4 1 0  C S = S T R S I C S I : C S C L E N I C S I I I ) = "  1 1 1 1
FOR I L 7 1  T O  6 : P O K E  I + 2 5 7 3 7 , A S C ( C 5 ( I , I )

) 4 1 6 0 : N E X T  I
AV 5 0 0  C 5 = S T R S C H M ) : C 5 C L E N ( C 5 ) 4 1 ) = "  i d

:FO R I = 1  T O  6 : P O K E  1 4 . 2 5 7 5 7 , 0 5 C ( C 5 C I , I )
/ 1
-
1
6
8 :
N
E
X
T  
I

CH C k  F O R  A N Y  E RRO RS



DVC/65

Editor & Compiler,
3 different 'Run-Time'
DOS packs to suit
your needs.
'Action' 'Run-Time'
Pack (Action cart not

required)

E24.95
292 London Road, Westcliff-on-Sea, Essex SSO 7.11 (0702) 332554

OS 5 1 0  G O TO  5 4 0
L I  5 2 0  P O S I T I O N  1 5 , 1 4 : ?  "W E LT D O N E "
OP 5 3 0  G O TO  4 9 0
SO 5 4 0  1
' : ?
5H 5 5 0

EZ 5 6 0  "
m
—
;

DM 5 7 0  I F  P E E K T 5 3 2 7 9 O < > 6  T H E N  5 7 0
PZ 5 8 8  1 % " : 6 0 1
-
0  9 0
BW 5 8 1  R E M
PM 5 9 8  I F  L E N ( A S ) + 1 + L E N E B S T O L I N E  T H E N  L I N

F = L I N E • 4 0 : A S C L E N I A S 1 1 . "
—
:
A
S
C
L
I
N
E
-
3
9
,
=
"
"

TP 6 0 0  A S C L E N T A S T
.
T I O = 1 3 5 : I F  
L E N T / 1 S T /
4 0 0 T M

T ( L E N ( A S ) / 4 0 )  T H E N  A 5 c L E N C A S 1 . 1 3 = "
ZE 6 1 0  R E T U R N
ZK 6 2 0  B S = "  " : 8 5 C 5 0 0 1 7
—  " :
1 1 5 1 2 , = 8 1 5 : 8 5 =
"  "

: P I R m l : P O S I T I O N  0 , 1 5
•  6 3 0  S O UND 0 , 0 , 0 , 0 : 0 0 5 1 T I O N  P I R
-
1
-
4 0 K I N

I C ( P T R
-
1 ) 1 4 0 3
,
1 5 4 I N T
I C P I R
-
1 1 / 4 0 )
: ?  
"
4
4

" ; : G E T  M I , A : I F  A = 1 5 5  T H E N  R E T U R N
NB 6 4 0  KS = CHRS CAT
MX 6 5 0  I F  K S 4 "  A N D  P I R ) 2  T H E N  P T R = P I R
-
1

: C
.
5
7
0
S
C
1 ,
P
T
R
—
I
O
: C
S
T
P
T
R
T
7
1
3
5 (
P
T
R .
1 ,
1
E
N
C
B

S T): B S = C S : ?  "
4
1 1 ; : 6 0 1 8  
6 3 8

NC 6 6 0  I F  K $ = " 4 "  T H E N  6 2 8
UK 6 7 0  I F  K $ = " 4 "  A N D  P I R > 1  T H E N  P T R = P 1 R
-
1

:GOTO 6 3 0
PV 6 8 0  I F  K $ = " 4 "  A N D  P T I T C L E N ( 8 S ) - 1  T H E M  P

TR=P TR-TI :G O TO  6 3 0
NM 6 9 0  S O UND 0 , 1 1 , 1 0 , 2
SV 7 0 0  I F  0 0
,
1 2 2  O R  
A ( 3 2  
O R  
A • 7
6 0  
T H
E N  
6
3
0

GS 7 1 0  C S = " " : I F  P T R > I  T H E N  C 5 = 6 8 T I , P T R
-
1 1
VG 7 2 .  C S C P T R 1 = K S : C 5 C L E N I C S 1 + 1 1 7 - B 5 T P T R , L E

NCBS O O :BS =CS :? 1 1 2 " ; K S : : P T R = P T R + 1
ON 7 3 0  G O TO  6 3 8
HX 7 3 9  R E M
HV 7 4 0  D A T A  w i D E , TH I N , N A R R O W , D A N G E P O U S

PRESS S T A R T  T O  T R Y  A G A /

ADD B  T o  T H E  E N D  0  A

PLACE D E S C R I P T I O N S

Mike's Computer Store
For all Atari 8 Bit
computers with a
minimum of 48K memory
and at least one disk drive.

The most complete
'Cl for the 8 Bit Atari
currently available.

Sole U.K. distribution.
Trade enquiries welcome.

DESCR •  1 .
P 6 5

VT 7 4 9  R E M
0 1  7 5 0  D A T A  8 I 6 „ S m A t i , K 1
-
1 , H O T , C O L D , T I N Y , 5

“ O R T , L I T T L E
R I  7 6 8  D A T A  O U I C K , T A Z Y , S L O W
J
I N T E L L I G E N T , R

U D E , P O L I T E
J
U G L Y , H A N D
S O M E , G R E A
T , P O O R , W I

CKED
OK 7 7 0  D A T A  T A L L , Z A N Y , S H Y , B E D R A G G L E D , F R I E

N D L Y , U N F R I E N D L Y , F I E R C E „ A N G R Y , N O T S Y , 1 0 0
E L Y , J U M P Y
J
F O X Y

ZX 7 7 9  R E M  m a A A m l .
FM 7 8 0  D A T A  B I A C K , W H I T E , B R O W N , D A R K  H A I R E D

, SHO RT H A I R E D , G R E Y  H A I R E D , L O N G  H A I R E D ,
BALD , HAI RY ,  MANGY.  DRAB • OLD

HO 7 8 9  R E M  MME E E E M
FT 7 9 0  D A T A  M A N , W O M A N , B 0 y , G I R L _ J U L T E N I L E , 0

I D  A G E  P E N S I O N E R , H A M S TE R „ C A T, D O G , H O R S E
, G U I N E A
—
P I G

OR 8 0 0  D A T A  M O US E , ANI M AL, LTO LE , CALTY , RABBI T
, H A R E , T I O U N D , R A T , D O N K E Y , F O A L , K I D , B O A R , C
O W , G O A T , L L A M A , I D I O T

0 1  8 1 0  D A T A  E X T R A
—
T E R R E S T R I A L  
B E I N G , A
L I E N

,T R O L L , G I A N T , T I O B B I T , Z 0 0  K E E P E R , R O D E N T,
TRAMP,  APE

TM 8 2 0  D A T A  A N T  E A T E R  , AS S ,  CYCLOPS , SQUAW, M
AMMOTH

TA 8 2 9  R E M  MO HJRAMO M
N5  8 3 0  D A T A  W A L K E D , R A N , T R O T T E D , J U M P E D , L E A

P T , B O U N D E D , A T E , P L A Y E D , S T O O D , S A T , W A I T E D
•F R O L I C K E D ,  HAD F U N ,  WAS CHAS E D , WAS T A K E

JP 8 4 0  D A T A  L I K E D  T O  B E , w A N T E D  T O  B E , W A 5
HZ 8 4 9  R E M
0 0  8 5 0  D A T A  O N , A C R 0 5 5 , I N , D O W N , U P , O V E R , B E H

I N D , I N  F R O N T  O F , A W A Y  F R O M , B Y , N E A R , N O T
FAR F R O M  NO RTH O F

GS 6 6 0  D A T A  S O U T H  O F , E A S T  o r . w i r s T  O F , A B O V

I 0  8 6 9  R E M  m u m m u m
Wri 8 7 0  D A T A  C R E E K , R I V E R , S T R E A M , 5 T R E E T , R O A

p,sTimetm,Aufnur •

P O S I T I O N S
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[Games

K : I f 3 = Y 3
-
K : P = K

GK 1 8 0  I F  5 = 1 3  T H E N  I f = l f 4
-
1 6 : X 2 = X 2
-
8 : X 3 = X 3
-

K : V 3 = Y 3 + K : P = K
XM 1 1 0 I F  5 = 1 1 THE N X 2 = X 2

-
1 8 : X 3 = X 3
-
U : P = K

OT 2 0 0 I F  5 = 7 THEN X 2 = X 2 4
-
1 6 : X 3 = X 3
4
U : P = K

DC 2 1 0 I F  P =1 4 THEN G O TO  4 1 0
UK 2 2 0 REM C h e c k  P o s .  o f  5 . o i r r e l
OE 2 3 0 LO CATE X 3 , Y 3 , Z : I F  Z = 0 1  T H E N  G O T o  4

0 0
OH 2 4 0 I F  Z = 3 6 OR Z = 1 6 4  T H E N  G O M M  5 1 0
PP 2 5 0 LO CATE X 3

-
U ,
V 3
, Z
1 :
L
O
C
A T
E  
X
3
4
.
1
1
,
V
3
,
Z

2
GN 2 6 0 I F  1 2 = 3 3  O R  Z 2 = 3 5  T H E N  P O S I T I O N  X 3 X

Winter is closing in  fast. I n  order fo r Sam Squirre l to
survive the cold season he must collect a ll the nuts in  the
nearby gardens. Sam is a very nervous squirre l though, so
nervous in fact that he is frightened of his own footprints! I f ,
on helping h im round, you tread on  an area that he has
already visited Sam will likely die of a heart attack!

Sounds easy, doesn't it?  We ll,  like  every good game,
there's a lways a  snag. Th e re  i s  something nasty i n  the
gardens. Sam is not sure what i t  is but being a squeamish
squirrel (with  a weak heart?) he is surely going to lose a life if
that nasty thing touches him. Depending on the chosen skill
level, it  will chase Sam about the garden and i f  it succeeds in
catching him, he will immediately lose a life.

When a whole garden has been cleared of nuts, Sam will
go t o  the  next  one. Altogether, there  a re  fi ve  d if fe rent
gardens, and once Sam has completed all of them, he will go
back to the first by which time more nuts will have fallen.

PLAYING THE GAME

Use a joystick in port 1 to control Sam's movement - left
or right will move him horizontally and up or down will move
him back and forth across the garden.

Allow approximately twenty seconds f o r in itia lisation,
after which t ime the tit le  screen will appear. By pushing the
joystick backwards and forwards you will be able to alter the
skill level (1-b). When this is as desired, press S TA RT or the
fire button to start play.

PROGRAM NOTES

by John Gymer

For any budding programmers, I  have included a list of
the 'main' variables and subroutines, Also, anyone wanting a
decent sprite move routine may find the machine code from
lines 1130 t o  1190 useful. T o  operate th is funct ion  use
USR(1536, Location o f  move data, Location o f  pu t data,
Length of move data).

You may find this routine useful for scrolling screens too.

54 P a t t c 6 - l e a s e 2 6

No 1  R E M
Zlf 2  R E M  *
RT 3  R E M  *
GNP 4  R E M  *
5R 5  R E M  *
XJ 6  R E M  *  P A G E  6  M A G Z I N E  -  E N G L A N D  *
MU 7  R E M
e111 8  R E M
MO 5 0  1 4 = 0 : K = I : U = 2 : H I 5 C = 6 : 5 K I = K : L E V = K
PC 1 0 0  G O S UO  1 3 8 0 : S E T C O L O R  1 4 , 5 , 6 : S E T C O L 0 R

K
o
1
2
,
5
:
5
E
I
C
O
L
O
R  
U
,
3
,
4
:
5
E
T
C
O
L
O
R  
3
,
1
4
,
1
4

:S E TCO LO R 4 , 1 4 , 1 4
KO 1 1 0  L I V = 3 : 5 C = M : 5 T = M : G O T 0  8 2 0
DE 1 2 0  V = 1 2 5 : X 2 = 0 5 : 1 f 3 = 6 : X 3 = 5
MU 1 3 0  O X = 1 5 7 : 1 1 Y = 7 4 : 8 X 3 = 1 4 1 5 Y 3 = 3
TZ 1 4 0  R E M
UT 1 5 0  P = 1 4 : 5 = 5 T I C K C 1 4 1 : I F  S = I 5  T H E N  G O TO  4

1 8
PU 1 . 6 0  F O R  N = I O 2 4  T O  1 2 8 0  S T E P  2 5 6 : X = U S R C

1 5 3 6 , P M B A S E + 4 0 , P M 0 A 5 E
4
1 1 + V , 1 3 ) : N E X T  
N : X

1 = X 2 : Y 1 = Y : X 4 = X 3 : 1 , 4 = I f 3
GR 1 7 0  I F  5 = 1 4  T H E N  V = Y - I 6 : X 2 = X 2 + 8 : X 3 = X 3
4

N U T S !
 1)8

J o h n
.
G o m
e r

M a i n  L O O .

+ 1 ( , 1 1 3 :
7  
1 2 6 ;
! !
1 “ ; :
P O S
I T I O
N  
X
3
,
Y
3
:
7  
W
S
W
'
S

CHACT

M S C
LE V

M E M
NUTS
P MHAS E
S$
S c
SKI
ST
Xi ,  X2, X3,  X4

YI ,  Y2, y3, y
4

M A I N  V ARI ABLE S

DX,  BXI ,  BX3,  Hol d hor izontal  positions of thDX4 e'nasty thing'
1114
BY,  BYI ,  8113, H o l d  vertical p o o n s  of theBYTES ' n a s t y  thing'

Holds machine code to copydown character  set
Address of character to bePOIKEd
Hi gh Score
Level Gar den
Lives left
Address of character set
How many nuts needed
Used in P M setting up andvertical movements

ScoreChar acter
s t o  
b e  
r e -
d e fi
n e d

Skil/ Level
Nuts collected
Hold horizontal positions ofsquirre/

Hol d vertical posi tion
s o f
squirrel.



MM 2 7 0  I F  1 I = 3 3  O R  1 1 = 3 5  T H E M  P O S I T I O N  X 3
-
K
o
V
3
:
'  
1
2
6
;
"
l
"
;
:
P
O
5
I
T
I
O
N 
X
3
,
V
3
:
?  
)
4
6
;
"
5

11111

RA 2 8 0  I F  1 I = 3 6  T H E N  P O S I T I O N  X 3
-
K , K 3 1 ?  a

6 , ; " , " ; : P O 5 I T I O N  X 3 , Y 3 : /  1 4 6 ; " 5 " ;
EE 2 9 0  I F  Z 2 = 8 I  A N D  1 I > 1 2 8  T H E N  P O S I T I O N

X 3
4
K ,
Y 3
: ?  
4
4
6
;
"
0
-
;  
:
P
O
S
I
T
I
O
N  
X
3
,
Y
3
:
?  
1
*
6
;

OM 3 0 0  I F  1 2 = 3 6  T H E N  P O S I T I O N  X 3 4 . 1 ( 0
,
3 : ?

X 3 , V 3 : ?  1 4 6 ; " 5 " l
BG 3 1 0  I F  z 1 = 8 1  A N D  1 2 ( 1 2 6  T H E N  P O S I T I O N

X 3
-
K ,
Y 3
:
1 .  
a
6
;
"
*
"
;

BM 3 2 8  I F  Z 1 = 1 6 1  O R  Z I = 1 6 3  T H E N  P O S I T I O N
X 3
-
K ,
V 3
: ?  
4
4
6
r
1
1
1
,
;  
:
P
O
S
I
T
I
O
N  
X
3
,
V
3
:
?  
1
4
6
:

• . u. .
;SY 3 3 0  I F  Z I = 1 6 4  T H E N  P O S I T I O N  X 3

-
K
o
l f 3 : ?

1 1 6 ; • 1 1 r ; : P O S I T I O N  1 4 6 ; " U " ;
VW 3 4 0  I F  7 2 = 1 6 1  O R  1 2 = 1 6 3  T H E N  P O S I T I O N

X 3 4
-
K , Y
3 : 7  
1 1
6 :
" 1
J "
; :
P
0
S I
T I
O
N  
1
4
3
,
T
3
:
?  
a
6
;

RB 3 5 0  I F  Z 2 = 1 6 4  T H E N  P O S I T I O N  X 3 4 . K , Y 3 : ?
: 1 6 ;
,
1 r
,
; : P
o 5 i
T i o
m  
x
3 ,
Y
3 :
-
A  
a
6
;
-
U
-
;

MN 3 6 0  I F  1 2 = 6 1  A N D  1 1 ( 1 2 8  T H E N  P O S I T I O N
X 3 4
-
K , V
3 : ?  
U
6 ;
"
4
" ;
:
P
O
S
I T
I
O
N  
)
C
3
,
Y
3
:
*  
1
1
6
;

FO 3 7 0  I F  Z I = 8 1  A N D  2 2 ) 1 2 8  T H E N  P O S I T I O N
X 3
-
K ,
Y 3
; ?  
1
4
6
;
-
M
-
; :
P
O
S
I
T
I
O
N  
X
3
,
V
3
l
?  
a
6
;

•  P
U
.
;

RU 3 8 0  I F  1 = 3 5  O R  Z = 1 6 3  T H E N  G O S UB 6 6 0
MP 3 9 0  G O TO  4 1 0
I T  4 0 0  X 2 = X 1 : Y = T I : X 3 = X 4 : Y 3 = Y 4
ZN 4 1 0  R E M  P e l
BK 4 2 0  X = U S R ( 1 5 3 6 , P M B A S ( , P M O A S E 4 1 0 2 4 4
-
Y , 1 3

) : X = U S R ( 1 5 3 6 , P M B A S E * 2 0 , P M B A S E 4 1 2 6 0 4 - Y , 1
3 ) ; P O K E  5 3 2 4 8 , X 2 : P O K E  5 3 2 4 1 , X 2

OF 4 3 8  R E M  p a n r r i a r T = T 3 1 1 2
LA 4 4 0  5 = I N T ( R N D ( W ) 0 1 6 ) : F O R  N = I 5 3 6  T O  1 7 9 2

S TE P  2 5 6 : X = U S R ( 1 5 3 6 , P M B A S E
4
4 0 , P M 8 A S E +

a
4
a
Y
,
1
5
)
:
N
E
X
T  
N

CV 4 5 0  B X 1 = 6 X : B Y 1 = B Y : 1 5 Y 4 = 6 Y 3 : 1 3 X 4 = 8 X 3 : I F  5
( S K I  T H E N  G O S UB 7 0 0 : G O T O  4 7 0

NW 4 6 0  5 = I N T ( R N D ( M ) * 4 )
RA 4 7 0  I F  S = M  T H E N  B Y = 8 V
-
1 6 : 8 X = 5 X 4 8 : 6 X 3 = 1 1

X 3 + 1 ( : 8 Y 3 = 1 1 V 3
-
K

MK 4 8 0  I F  S = K  T H E N  B V = 6
.
( + 1 6 : 8 X = B X
-
8 : 1 5 ) ( 3 = 1 )

X 3
-
K :
O
V 3
= 8
,
6
,
3 4
- 1
(

l E  4 9 0  I F  S = U  T H E N  B X = 6 X
-
1 6 : 0 1 ( 3 = 1 3 X 3
-
U

BF  5 0 0  I F  5 = 3  T H E N  0 X = 8 X
,
1 1 6 : 0 X 3 = t 1 X 3 4 1 1
FP 5 1 0  R E M
I F  5 2 0  L O C A T E  6 X 3 , 6 Y 3 , 2 1 : I P  1 1 = 8 1  T H E N  C O

TO 5 4 0
PH  5 3 0  G O T O  5 5 0
FE 5 4 0  B X
7
1 3 ) 4 1 : B
Y = 6 1 f 1 :
8 X 3 = 1 1
N 4 l 6 Y 3 =
8 Y 4

ZW 5 5 0  R E M  M O
I R  5 6 0  X = U S R ( 1 5 3 6 , P M B A S E + 6 0 , P O 4 8 6 5 E 4 1 5 3 6 4 1 1

Y , 1 5 ) : X = U S R ( 1 5 3 6 , P M 8 A 5 E 4
-
8 0 , P 1 B A S E * 1 7 9 2
4
B
Y
,
1
5
)
:
P
O
K
E  
5
3
2
5
0
,
8
X
:
P
O
K
E  
5
3
2
5
1
,
8
X

OR 5 7 0  I F  x 3 = 0 x 3  A N D  Y 3 = 8 Y 3  T H E N  G O S UB 5 9
0 :G O T O  1 3 0

MS 5 8 0  G O T O  1 4 0

C he c k  P o s .  O f  B r u s h

° -
/
3
0

1
'
4
)
-
4
2
0

4 3 0 - 5 8
05 9 0 -
6 5 06 6 0 - 6 9
07
"
-
7
5
0

7
6
0
-  
3
1
0

820-990
1120

1130 - 1 3
1 01320 - 1370

80
. .
.  
7
6
0
0

1610_ 1
9 9 0

S 173R 0 L I M E S

Set up main variab/es
M o
v e
m
e n
t  
o
f  
s
q
u
i
r
r
e
l

M o
v e
m
e n
t  
o
f  
'
n
a
s
t
y  
t
h
i
n
g
.

Lose a /ire
Pick up a nut
'Thi ng' tracking routine
Ai l  Jives iost -  game OverTitle screen

SetScreen complete
up sprites

Dr aw gardens
Re-define character  setScreen data

JL 590  REM UMMMMMEMENIUMMO
VO 6 0 0  Z = W : L I V = L I V - K : P O S I T I O N  6 , 9 : 7  1 8 6 ; L I

V ;
YTI 6 1 0  F O R  N = 1 0 2 4  T O  1 2 8 8  S T E P  2 5 6 : X = U S R E

1536, RmeAsE4-40, pmoci 5Efm* Y. 13) : NE X T M
UN
, 
6
2
0  
F
O
R  
N
=
I
5
3
6  
T
O  
l
7
9
7  
S
T
E
P  
2
5
6
:
M
=
U
S
R
T

1 5 3 6 , P M B A S E 4 4 8 , P M B A S E 4 1 4 + 6 V , 1 5 ) : M E X 1  N
ML 6 3 0  F O R  P H  T O  4 : F O R  N = 1 5 0  T O  2 5 5  S T E P

1 5 : S O U N D  M , N , 1 0 , 8 : S O U N D  K . M - K , 1 0 , 8 : N E
NT N : S O U N D  K , M , W , M : N E X T  P

UV 6 4 0  S O U N D  s c w . l c m : i r  L I V = M  T H E N  P O P  : P
OP : G O T O  7 6 0

OM 6 5 0  F O R  N = M  T O  1 0 0 : N E X T  N : R E T U R N
TJ  6 6 0  R E M
VZ 6 7 e  Z = M : F O R  N = 1 0 0  T O  M  S T E P  -
1 0 : S O U N DW , N , 1 0 , 8 : S O U N D  K , N f U , I 0 , 8 : N E X T  M : S O U N D

W, M, 14, 14:SO UND K , M , M , M
TG 6 8 0  S T = S T + K : S C = S C + S K I : P O S I T I O N  1 4 , 1 :
9 0 6 ; S C ; : I F  S T = M U T S  T H E N  P O P  : G O T O  1 8 8 8
ZU 6 / 0  R E T U R N
KM 2
0
0  
R
E
M  
m
o
m
m
m
o
m
o
m
n
o
m
m
a

H Y 7 1 0  I F  Y 3 ( 8 Y 3  T H E N  5 = W : R E T U R N
YO 7 2 0  I F  Y 3 ) 0 Y 3  T H E N  5 = K : R E T U R N
FO 7 3 0  I F  X 3 ( 8 X 3  T H E N  S = U : R E T U R N
DS 7 4 8  I F  X 3 > B X 3  T H E N  5 = 3 : R E T U R N
OP 7 5 0  I F  X3=11:43  A N D  Y 3 = B Y 3  T H E N  G O S UB 5 1

0 : G O T O  1 3 0
GN 7 6 0  R E M
YU  7 7 0  F O R  N = 1 0 2 4  T O  1 2 8 0  S T E P  2 5 6 : X = U S R E

1 5 3 6 , P M 8 A S E 4 4 0 , P M B A S E + 1 4 4 ' 4 , 1 3 4 : N E X T  N
M t. 7 8 8  F O R  N = I 5 3 6  T O  1 7 9 2  S T E P  2 5 6 : X = U S R (

1 5 3 6 , P M B A S E I
-
4 0 , P M B A S E
+ N t B Y
•
1 5 ) : N E X 1  
N

CT 7 9 0  ?  1 4 6 : " 1 4 " : P O 5 I 1 I O M  5 , 5 : /  a 6 ; " g a m e  o
v e r " : F O R  N = 1 6 5  T O  2 5 5  S T E P  5

SH BO O  S O UND W , M , 6 , 1 2 : S O U N D  K , N , 1 0 , 1 2 : F O R
P=I4 T O  1 0 : N E X T  P : S O U N D  1 4 , M , W W : S O U N D

K , M , M , M : F O R  P = M  T O  5 : N E X T  P : N E X T  N
PD 6 1 0  G O TO  8 2 0
X0 8 2 0  REM malmaramwarri lmq
EM 8 3 0  7  1 4 6 ; : R E S T O R E  9 0 0 : F O R  1 4 =1 4  T O  1 1

READ s S : P o s I T z o m  1 4 6 ; 5 5 ) : M E N T  N : I
F S C > H I S C  T H E N  H I S C = S C

FM 8 4 0  P O S I T I O N  I 4 , 3 : ?  a 6 ; ' S C ; : P O S I T I O N  1 4
1 4 6 ; H I S G ) : 5 K I = K

ZT 8 5 0  I F  P E E K ( 5 3 2 7 9 ) = 6  O R  S T R I G C M ) = M  T H E
N P O K E  7 1 1 , 1 4 : ?  a 6 : " O " : L I V = 3 : 5 T = M : S C = M
: LE V = K: G O S UB 1 3 2 0 : 6 0 1 0  1 2 0

UR 8 6 0  I F  S T I C K ( M ) = 1 4  T H E N  S K I = S K I
-
K : I F  S

K I ( K  T H E N  S K I = 6
E0 8 7 0  I F  S T I C K 4 M ) = 1 3  T H E N  S K I = S K I + K : I F  5

K I > 6  T H E N  S K I = K
Mt_ 8 8 0  P = 1
,
4 1 C : I F  
P > 2 5
5  
T H
E N  
P
=
0

MP 8 9 0  P O S I T I O N  1 4 , 6 : /  1 4 6 ; 5 K I ; ; P O K E  7 I 1 , P
:GOTO 8 5 8

RO 9 0 0  D A T A  0 0 0 0 0 0 0 0 = 0 0 0 0 0 0 0 0
YJ 9 1 0  D A T A  0 0 0 M0 1 1 1 5 1 1 1 1 1 0 (AM1 0 0 0
AT  9 2 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
LO / 3 0  D A T A  0 0 0 1 a s t O s c o r e 0 0 0 0 0 0
Z S  9 4 0  D A T A  0 0 0 h i g h O s c o r e 0 0 0 0 0 0
BE  9 5 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
TV 9 6 8  D A T A  0 0 s k 1 1 1 0 1 e v e l 0 0 0 0 0 0

D I  9 7 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
KM 9 8 0  D A T A  O P R E S S O O S T A R T / F I R E O
BM  9 1 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
D V 1 0 0 0  R E M
OL 1 0 1 0  F O R  N = 1 0 2 4  T O  1 2 8 0  S T E P  2 5 6 : 1 4 = U S R

C 1 5 3 6 , P M B A 5 E * 4 0 , P M B A 5 ( + N + Y , 1 3 ) : N E N T  N
O J  1 0 2 0  F O R  N = 1 5 3 6  T O  1 7 9 2  S T E P  2 5 6 : 1 4 = U S R

( 1 5 3 6 , P M B A S E . 4 0 1 , P M B A S E 4 N + B Y , 1 5 ) : N E X T  N
HU 1 0 3 0  7  O 6 ; " K ” : P O 5 I T I O N  2 , 5 :
7  1 1 6 ; " s c r e en c o m p l e t e "
OK 1 0 4 0  F O R  N = 2 5 5  T O  1 8 5  S T E P  - 7 : S O U N D  W ,

N-
1
,
1
8
,
1
2
:
5
0
U
N
D  
K
,
N
,
1
0
,
1
2
:
F
O
R  
P
=
W  
T
O  
5

:NE X T P : S O U N D  M , M , M , M : S O U N D  K , M , M , W
OF 1 0 5 0  F O R  P H  T O  5 : N E X T  P : N E X T  N
JJ 1 0 6 0  F O R  N = 2 1 8  T O  1 4 5  S T E P  -
7 : S O U N D  W ,N

-
1
,
1
0
,
I
2
:
S
O
U
N
D  
K
,
N
,
1
0
,
1
2
:
F
O
R  
P
=
M  
T
O  
5

:NE X T P : S O U N D  W , W , M , M : S O U N D  K , M , 1 4 , M
BL 1 0 7 0  F O R  P = M  T O  5 : N E X T  P : N E N T  N
HE 1 0 8 0  F O R  N = 1 6 5  T O  1 8 0  S T E P  -
7 : S O U N D  M
o

M
-
1
,
1
8
,
1
2
:
S
O
U
N
D  
K
,
M
,
1
0
,
1
2
:
F
O
R  
P
=
M  
T
O  
5

:NE X T P : S O U N D  W , M, 1 4 , 6 4 :S O UND K , M , 6 4 , 1 4
BR 1 0 9 8  F O R  P =1 4  T O  5 : M E N T  P : N E X T  N

P i c k  u .  a  N u t

A l l  L i v e s  L o s t

L e v e l  C 0 m . l e t e

is
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VP 1 1 0 0  S O UND 1 4
,
9
0 , 1 0 , 1 2 : 5 O U N
D  K ,
1
0 , 1 0 . 1
2

:SO UND U , 9 2 , 1 0 , 1 2 : F 0 R  N=1 4  T O  7 0 0 : N E X T
N : FO R  N=1 4  T O  U : S O U N D  N , W , W . W : N E X T  N

XG 1 1 1 0  ?  1 1 6 ; : L ( V = L E U 4 K : I F  L E V ) 5  T h E N
LE V =K

CT 1 1 2 0  P O P  : G O S U B  1 3 2 0 : 5 T = W : G O T O  1 2 0

EM 1 3 1 0
LM 1 3 2 0
KM 1 3 3 0

UM 1 1 3 8  R E M I n i t i a l % i a t i o n

I T  1 1 4 0  R E MX8 1 1 5 0  R E M 8 L . G O l d l n

RM 1 1 6 0  RE S TO RE  1 1 6 0 : F O R  J = W  T O  8 6 : R F A D  A:POKE 1 5 3 6 4
-
. 1 , 0 : N E X T  
J : D A
T A  
1 0 4 .
2 0 1 ,
3 , 2

0 8 , 8 1
,
1 0 4
.
1 3 3 , 2
2 5 . 1 0
4 , 1 3 3
,
2 2 4 , 1
0 4

YE 1 1 7 0  D A T A  1 3 3 , 2 2 7 , 1 0 4 , 1 3 3 , 2 2 6 , 1 0 4 . 1 3 3 ,

2 2 9 , 1 0 4
.
1 3 1
.
2
2 8 , 1 6 9 ,
0 , 1 3 3 , 2
3 0 , 1 3 3 ,
2 3 1 ,

1 6 8 , 1 7 7
,
2 2 4 , 1 4 5
,
2 2 6 , 2 4 ,
1 6 9 , 1 , 1
0 1

I I  1 1 8 0  D A T A  2 2 4 , 1 3 3 . 2 2 4 , 1 6 1 , 0 , 1 0 1 , 2 2 5 , 1 3

3 , 2 2 5 , 2 4
,
1 6 9
,
1 , 1 0 1 , 2 2
6 , 1 3 3 , 2 2
6 , 1 6 9 , 0 ,
1

0 1 , 2 2 7
,
1
3 3 . 2 2 7
,
2 4 , 1 6 9
,
1 , 1 0 1 ,
2 3 0 , 1 3
3

DE 1 1 9 0  D A T A  2 3 0 , 1 6 9 , 0 , 1 0 1 , 2 3 1 , 1 3 3 , 2 3 1 , 2 4

, 1 6 5 , 2 2 8 , 1 9
7 , 2 3 0 , 2 0 8 , 2
0 6 , 1 6 5 , 2 2 9 ,
1 9 7 , 2

3 1 , 2 0 8 . 2 0 0 , 9 6

GT 1 2 8 0  R E M  E I M M T I M E T O N E C E M I IV0 1 2 1 0  P 1 4 0 = P E E K C 1 0 6 1 - 2 4 : P O K E  5 4 2 7 1 , P M B : PM 8 A 5 E = P M 8 4 1
.
2 5 6 : F O R  
J = W  
T O  
2 5 5 :
P O K E  
P M
B A

S E
4
1 0
2 4
4
J ,
W :
N E
X T  
J

AV 1 2 2 0  F O R  J = 1 2 8 0  T O  1 7 9 2  S T E P  2 5 6 : M = U 5 i l

C
1
5
3
6
.
P
M
B
A
S
E
4
1
0
2
4
,
P
M
8
0
5
E
f
J
,
1
0
2
4
1
:
N
E
X
T

UK 1 2 3 0  F O R  J = W  T O  1 2 : R E A D  A : P O K E  P M B A S E +J , A : N E X T  J : F O R  J = W  T O  1 2 : R E A D  A : P O K E  PM B A S E
4
. 1
4
2 0 , 4 : N
E X T  
J

EO 1 2 4 0  F O R  J = 1 4  T O  1 4 : R E A D  A : P O K E  P M O AS E +. 1 4 4 0 , 0 : N E X T  J : F O R  J = W  T O  1 4 : R E A D  A : P O KE P M 8 A S E
4
J
4
6 0 , 4 4 : N E
X T  
J

WJ 1 2 5 0  F O R  J = W  T O  1 4 : R E A D  A : P O K E  P M B A 5 E 4J
4
8
0
,
0
:
N
E
X
T  
J

TG 1 2 6 0  R E M  5 • r i  e  D a t a
I S  1 2 7 0  D A T A  0 , 0 , 3 2 , 8 , 6 4 , 0 , 0 , 0 , 8 , 0 , 0 , 0 , 8 ,

1 9 , 3 5 , 8 3 , 1 1 9 , 5 5
,
5 5 , 6 2 , 1 2 6 , 6 0 . 6 8
, 6 0 , 2 0 ,

1 2 0 , 0 , 0
,
0
,
0
,
0 , 0 , 0 , 0
,
0 , 0 , 0 , 0
, 0 , 0 , 0

UF 1 2 8 0  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 2 5 4 , 2 5 4
, 8 4 , 8 4 , 8 4 , 8 4
,
8 4 , 8 4 . 0 . 0 , 0 .
0 , 0 , 0 , 0 , 8 , 0 ,
1

7 0
,
1 7
0 ,
1 7
8 ,
1 7
0 .
1 7
0 ,
1 .
7 0

AE 1 2 9 0  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 2 5 4 , 2 5 4
,
8
4
,
8
4
,
8
4
,
8
4
,
8
4
,
8
4

AW 1 3 0 0  P O KE  5 5 9 , 6 2 : P O K E  5 3 2 7 7 , 3 P O I C E  6 2 3
„ K:FO R N = 5 3 2 5 6  T O  5 3 2 5 / : P O K E  N . K : N E X T
N:P O KE  7 0 4 , 1 4 : P O K E  7 8 5 , 6

POKE 7 0 6 . 1 3 2 : P O K E  7 0 7 , 5 3 : R E T U R N
REM R e a d  I n  S c r e e n
.
. a t a
P O S I T I O N  W , 9 : ?  U
6
* " U H M M M  
" ; L I V P
.

" 2 5 C ; : P 0 5 / T I O N  2 . w : ?  U 6 ; "
LE V ;

EN 1 3 4 0  P O S I T I O N  2 , 1 0 : ?  U 6 ; "
; S K I ;

FIX 1 3 5 0  R E S TO R E  1 5 1 0 4 C L E V * 1 0 0 1 : N U T 5 = W : F O R
N=K TO  41:aE4D 5 5 : 6
2
0 5 i T i o m  
4 4 , M : 7  
U 6 ; 5 $

TU
J8
I S
XU

s c o r e
s c r e e n

;
1 3 6 8  N U T S = L E V 4 6
1 3 7 0  N E X T  N : R E T U R N
1 3 8 0  R E M
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R e
-
d e
fi
n e  
C
h
a
r
a
c
t
e
r
s

1 3 9 0  D I M  B Y T E S C 8 0 1 , 5 4 ( 7 0 ) : R E 3 T O R E  1 4 1 0
: M E M = P E ( K C 1 0 6 ) - 4 : P O K E  1 0 6 , M E M
-
4 : C H 4 C T =

M E M * 2 5 6 : G R A P H I C S  2
4
1 6 : P O K E  5
5 9 . 1 4

TM 1 4 0 8  F O R  A = M  T O  4 : S E T C O L O R  N , W , W : N E X T
N: FO R N = K  T O  3 2 : R E A D  P : 8 Y T E S C N , N ) = C H R S
CP T:NE X T N

WR 1 4 1 0  D A T A  1 8 4 , 1 0 4 , 1 3 3 , 2 1 3 , 1 0 4 , 1 3 3 , 2 1 2 ,
1 8 4 , 1 3 3 , 2 1 5 , 1 0 4
,
1 3 3 . 2 1 4 . 1 6 2 , 4 , 1
6 0 . 0 , 1 7

7 , 2 1 2 , 1 4 5
,
2 1 4 , 2 0 0 , 2
0 8 . 2 4 9 , 2 3
0 , 2 1 3

FR 1 4 2 0  D A T A  2 3 0 , 2 1 5 , 2 0 2 . 2 0 8 , 2 4 0 , 9 6
JK 1 4 3 0  Z = U S 0 C A D R C 0 V I E S 1 , 2 2 4 4 1 2 5 6 , C H A C T I : 5

$
=
‘
"
!
T
I
S
V
C
A
B
C
E
F
G
H
I
J
K
L
M
N
O
P
O
R
S
T
U
U
Y
0
1
2
3
4
5
6

7 0
9
4 4
- 4
,
1 1
1 "
: R
E
S
T
O
R
E  
1
4
5
0

JM 1 4 4 0  F O R  C H A R = K  T O  L E N ( 5 S ) : P O S = C H A c T 4 c
A S C C S S I T C H A R 1 1
-
3 2 1 m 8 : F O R  
X = W  
T O  
7 : 0 E
4 0

A:P O KE  C P 0 5
4
/ 0 , A : N E X T  
X : N E
X T  
C H
A R

Y14 1 4 5 0  R E M
PG 1 4 6 0  R E M
AL 1 4 7 0  R E M

VC 1 4 8 0  D A T A  2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 ,
0 , 2 5 5 , 1 9 2 , 1 5 2 , 6 0
,
2 5 , 3 , 2 5 5 . 8 , 2 5 5 , 1
7 0 , 8 5

, 1 7 0 , 8 5 , 1 7 0
.
2 5 5
,
0 , 2 5 3 , 2 5 1 . 2
4 7 , 2 3 9

C h a r a c t e r  D a t a

n u t s

Fr om  B e r t i e  b  1 4 . 0 ( e m . s t e r
P a - e  6  I S S u e  1 8

S k i l l  l e v e l

OB 1 4 9 0  D A T A  2 2 3
,
1 1 1 , 1 2 7 . 0 , 1 ,
3 , 7 , 1 5 . 3 1 , 6 3

, 1 2 7 , 0
,
2 5 2 , 2
4 0 , 2 4
0 , 2 2 4 .
1 9 2 , 1
2 8 , 0 , 0
, 0 , 2

8
,
6
2
,
1
1
9
.
1
2
7
,
1
1
9
,
1
1
9
.
1
1
9
,
0
,
1
2
6
,
1
1
5

JU 1 5 0 0  D A T A  1
2 6 . 1 2 7 , 1 1
5 , 1 2 7 , 1 2 6 ,
0 , 6 3 , 1 1 2

,1 1 2
,
1
1 2 ,
1 2 7
,
1 2 7
,
6 3 .
0 , 1
2 7 ,
1 1 2
,
1 2 4
,
1 1 2
,

1 2 7
.
1 2 7
,
1 . 2
7 , 0
,
1 2 7
,
1 1 2
,
1 2 4
,
1 1 2
,
1 1 2

KS 1 5 1 0  DATA I 1 2 , 1 1 . 2 , 0 , 6 3 , 1 1 2 , 1 1 2 , w , l i n
,1 2 7
,
6 2
,
0
,
1
1 9 .
1 1 /
.
1 2 7
,
1 2 7
,
1 2 7
,
1 1 1
,
1 1 9
,

0 , 1 2 7 , 2 8 , 2 8 , 2 8 , 1 2 7 , 1 2 7 , 1 2 7
WR 1 5 2 0  D A T A  0
,
1
2 7 , 1 2 „ 1 2 . 1
2 , 1 2 4 . 1 2 4 .
5 6 , 0 .

1 1 5 , 1
1
9
,
1 2 6 . 1
2 4 , 1 2
6 , 1 1 9
,
1 1 5 . 0
,
9 6 , 9 6
. 9 6

, 1 6 , 1 2 7 , 1 2 7
,
1 2 7 , 0 , 9 9 , 1 2
7 , 1 2 7 , 1 2 7

JA 1 5 3 0  D A T A  1
0 7 , 9 9 , 9 / , 0
,
1 1 5 , 1 2 3 , 1
2 7 , 1 2 7 ,

1 1 1 , 1 1 5
,
1 1 5
.
0
.
6 2 , 1 1 9 .
1 1 9 , 1 1 9
,
1 2 7 , 1 2 7
, 6

2
,
0
,
1
2
6
,
1
1
5
,
1
2
7
,
1
2
6
,
1
1
2
,
1
1
2
,
1
1
2

DA 1 5 4 0  D A T A  0
,
0 , 0 , 0 , 0 , 0 ,
0 , 0 , 0 , 1 2 6 ,
1 1 5 , 1 2

7 , 1 2 6
,
1
1 9 , 1 1
9 . 1 1 9
,
8 , 6 3 ,
1 2 7 , 1
1 2 , 1 2
6 , 7 , 1

2 7
.
1
2 6
,
0 ,
1 2
7 ,
1 2
7 ,
2 8
,
2 8
,
2 8
,
2 8
,
2 8
, 0

PO 1 5 5 0  D A T A  1 1
/ .
1 1 9 , 1 1 9 , 1 1
1 , 1 2 7 , 1 2 7 , 6
2 , 0

,1 1 9 , 1 1 9
,
1 1 9 , 1 1 9
,
1 2 7 , 6 2 .
2 8 . 0 , 1 1
1 , 1 1 9 , 1

2 7 , 2 8
.
2 8 , 6 2
,
6 2 , 0 0
,
6 3 , 5 1
,
5 1 , 6 3
,
6 3 , 6 3

I P  1 5 6 8  D A T A  6
3 , 0 , 1 2 , 6 0 ,
1 2 , 1 2 , 1 2 , 6
3 , 6 3 , 0 ,

6 3 , 6 3
.
3
,
6 3 , 4 8
,
6 3 , 6 3
,
0 , 6 3 .
6 3 , 3 ,
1 5 , 3 ,
6 3 ,

6 3
,
0
,
5
1 ,
5 1
,
5 1
,
6 3
,
6 3
,
3 ,
3 ,
0 ,
6 3
,
6 3
,
4 8

OW 1 5 7 0  D A T A  6 3 . 3 . 6 3 , 6 3 , 0 , 6 3 , 6 3 , 4 8 , 6 3 , 5 1 ,
6 3 , 6 3
.
0
,
6 3
,
6 3 , 3 ,
3 . 3 , 3
.
3 , 0 , 6
3 , 6 3 ,
5 1 , 6 3
,

5 1
,
6 3
,
6 3
,
0 ,
6 3
,
6 3
,
5 1
,
6 3
,
3 ,
6 3
,
6 3

I X  1 5 8 0  D A T A  1
,
2 , 5 , 1 0 , 2 1 ,
4 2 , 1 2 7 . 0 , 2
5 2 , 1 6 8

.
8
0
.
1
6
0
,
6
4
,
1
2
8
,
0
.
0
.
2
5
3
,
1
7
8
,
8
5
,
1
7
0
,
8
5
,
1

7 0
,
1 2
7
,
0
,
2
5 3
,
1 7
1 ,
8 7
,
1 7
5 ,
1 5
,
1 /
1 ,
1 2
7 ,
8

EC/ 1 5 9 0  D A T A  2 5 3 , 2 5 0 , 2 4 5 , 2 3 4 , 2 1 3 , 1 7 0 , 1 2 7 ,
0
1 6 0 0  P O K E  7 5 6 , M E M : 6 0 T 0  1 1 3 0KU

0 0
SN
LW
AT
HA
MN
BC
ET
T I
CT
RL
SP
OG
I F
FIT
PB
TO
G I
TK
Cu
SG
5R
OA
5P
HU
BB
CV
GM
TM
CX
TB
ST
KM
BF
OD
0 8
8 8
Fl.
TO
CG
I D
5C
PO
BW
PV
SA
ON
DK
514
C I

1 6 1 0
1 6 2 0
1 6 3 0
1 6 4 0
1 6 5 0
1 6 6 0
1 6 7 0
1 6 8 0
1 6 9 0
1 7 0 0
1 7 1 8
1 7 2 0
1 7 3 0
1 7 4 0
1 7 5 0
1 7 6 0
1 7 7 0
1 7 8 0
1 7 9 8
1 8 0 0
1 8 1 0
1 8 2 0
1 8 3 0
1 8 4 0
1 8 5 0
1 8 6 0
1 8 7 0
1 8 8 0
1 8 9 0
1 9 0 0
1 1 1 0
1 9 2 0
1 9 3 0
1 9 4 0
1 / 5 0
1 9 6 0
1 9 7 8
1 9 8 0
1 9 9 0
2 0 0 0
2 0 1 8
2 0 2 0
2 0 3 0
2 0 4 0
2 0 5 0
2 0 6 0
2 0 7 8
2 0 8 0
2 0 9 0
2 1 0 0

REM
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM
DATA
DATA 0 0
DATA
DATA
DATA
DATA
DATA
DATA
DATA

S c r e e n  1  D a l a

0

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 . ' U    c 0
0 0 0 0 0 0 0 • ! & U 8 o l t f L U C O O
OCIOWU   C 0 0 0
0 0 0 ! ! / 4 4 / 0 8 , ! i t u8 l c 0 0 0 0
0 0
M
U
U
M
U
L
U
L
U
M
M
U
o u
n e
o

0 ' 1 W / 0 / 0 / 0 . 1 ,
1
( 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

LI

S c r e e n  2  D a t a
noanaci aaaaaoactooaocta
acnaoci !!! n  !  !  u t a
110000! s c 0 ! ! & 3 2 / 4
1
/ 4
1
c 0 0

a n a a fi l l
,
W I N A L I
E U r i a n a

0 0 0 P u8 ! I t u&I 8 ' 4 u c 0 0 0 0
000ol gUMU1 MUM0 0 0 0 1 1
a ! u & ! / 1
1
& ! & u & !
c a o a a a
o

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

S c r e e n 3  D a t a

C
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 Q
0 0 0 0 0 0 0 0 0  !  K I
0 0 0 0 0 1 1 5 , ! & ! & ! &
1
& 1 ( 0 0
0 0 0 0 '  !  I  I  U  ! C P O °
0 0 0 '
.
& !
& U &
I C 0
0 0 0
0 0 0
0

0 0
.
0  
1
0
'
1  
u
c
0
0
0
0
0

0P ! 1
1
.
1 4 /
1
8 4 1
& !
& !
( 0 0
0 0 0
0

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

S c r e e n  4  D a t a
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

!
"  
1  
3
1
(

4 I  1 1 : 1 c •
0 0 0 ' $ C 0 ' 1 1 8 ! 8 ! 8 ! 8
1
C 0 0

! I  U • !  !  ! C
0 0 0
. 1
8 o 1
4 : 1
4 1 ,
0
& !
& 1
1 ( 0
0 0 0

0 0
1 1
:
1 1
Z 3
0 1
1 1
1 2
,
1 1
1 1
3 0
0 0
0 0

O' ! &
1
1 ,
1
8 . u
4 S .
5
1
( 0 0
0 0 0
0

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

Scr een 5  a i r t a
O0 0 0 0 0 0 0 0 0 0 0 0 0 0 0  0 0 0 0

'
,
S
i
!  
!  
I  
I  
S
I
C
!

ona.nca.!&u&11044!cao
o i
,
u    
U
C
'
0
0

0 0 0
.
! & !
8 ! &
1
1 0
& !
& !
C 0
0

0 0 0 1 M UUn0 ' .  U  !  u c c l a a
0 ' . 8 !8 1 1 8 !4 !&1 1 4 0 8 , !CO O
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0

0
0
0

•

k-



SPRING SALE

130XE WITH 1 0 5 0  AND SOFTWARE £ 1 9 9

Hardware -13-BIT (Home/Personal  Use)
ATARI  130XE 1213K COMPUTER C 95
ATARI  1050  DISK DRIVE £114
ATARI  1 0 2 9  DOT MATRI X PRINTER £124
ATARI  1027  LETTER QUALITY PRI NTER £124
ATARI  XC12 PROGRAM RECORDER C 24
ATARI  1350 I NTERFACE MODULE C 8 9

HARDWARE 16/ 32  BIT
ATARI 520STFM WITH BUILT-IN DISK DRIVE £389
ATARI 1040STPA WITH BUI LT
-
I N  D I S K  
D R I V E

£945

GREENWELL COMPUTERS
114 QUEENS ROAD,

CHEADLE-HULME, CHESHIRE S K 8  5HS
TEL: (0 6 1 )  4 8 5 -1 1 2 6  (MAIL ORDER ONLY)

SPECIAL HARDWARE OFFER

We cannot list every item we sell here,  so just
'phone or write!

Charges and Payments:-
For hardware add £5 for delivery. For packs add
£7. 50 for delivery.
Cheques & P.O.'s to:
"THE GREENWELL GROUP" OR TRANSCASH AT
THE POST OFFICE A/C 6 7 0 5 4 2 6 0 1

ARE YOU MISSING OUT?
MONITOR MAGAZINE
IS JUST WHAT
YOU NEED! *4-%,

1  t i , z
r

11, N e w s
lir • •

N a m  '  •  --

)
i
)
,
0

• -
sew do
. ,4
"
l
e
i
t
t
a
i
m

1 1 1 1 "
Zt r
i
b
o
u
l l  
!

J P 4 r
-  
- .
w
o w  
4 1
1 .
4 6
. .
. .

4
6
"  
i
l
l
e
t
t
r
i
s
,

4
1
1
,

likaa_
11 .11
%It

4
P
.
•

* b o a ,

Filled from cover to
cover with:

•  Galvanising
Games

• Tantalising
Tutorials

▪ Mind-boggling
Machine Code

•  Lotsa Listings
•  Topical Tips
▪ Realistic Reviews
•  16-Bit and 8-Bit Coverage

Send a cheque'P.O. for E4-00, made payable to the 'U.K.
Atari Computer Owners Club'. for your four issues subscription
now. Or send El -30p (which includes P&P) for a sample copy, to
see what the magazine offers.

Don't delay do it today!!
THE U.K. ATARI COMPUTER OWNERS CLUB
P6 P.O. Box 3, Rayleigh. Essex, SS6 8LR

Independent User Group

£100 P R O G R A M M I N G
CONTEST!

Here's a  chance to show how clever you are. We
would like a new title screen for the P AGE  6 Issue disks
and ra the r than get someone to write  it specifically we
thought we would give you the chance to put forward
your ideas.

You wil l  probably  need one o f  the P AG E  6 Issue
disks to get an idea of what is required (more  sales!)
but br ie fl y  w e  ne e d a  good a ni ma te d t i t l e  w hi c h
announces the  Issue num be r  a nd da te  o f  the  disk.
Entries can be in Basic or machine code but must con-
form to the following guidelines.

1. The  fi rs t few lines mus t contain variables or
data fo r  the  Issue numbe r  a nd m onth  year o f
issue a nd colour registers so tha t these can be
easily altered. I f  written in machine code, these
must be  i n  the  fo r m  o f  a  table  whic h can be
altered with a sector editor.

2. The  program must be able to be exited before
completion by pressing any of the function keys
(S TART!S E LE CT 'OPTION).

3. The program must, on exiting as above or after
finishing ( w i t h  a  s hor t  pa us e ) r u n  a  Ba s ic
program entitled " D:ME NU" .

4. O n  ex iting by  any  means, a l l  P layer Missile
Graphics a nd othe r  registers mus t be  reset to
their default values.

5. The  program must run on all 8 -bit models i.e.
it must not use features found only on the XLIXE
and must not use illegal jumps to the OS.

The theme can be entirely yours but the program
should be capable of being easily changed slightly for
each issue, even i f  only the  colours. Perhaps several
different optional backgrounds could be supplied? Let
your imagination flow!

T H E  P RI ZE S : Rea l  cash! The  e ntry  selected by  the
Editor as the  winner wil l  receive £75 and a  free  disk
subscription to  P AG E  6  wor th £30. Tw o runners  up
will each receive £25 and a disk subscription.

Wha t more  incentive could you want? O f  course
you'll really do i t because you love programming tha t
old Ata r i  and because your progra m wi l l  be seen by
Ata ri  owners all over the world, won't you?

The Editors decision will be final and P AGE  6 will
retain the right to use any prize winning programs on
their regular Issue disks unti l  further notice. Disks will
only be re turned i f  requested and i f  accompanied by
re turn postage.

DE ADLI NE : 20th AP RI L 1987. Get writing!

Entries should be sent to T I TLE  CO NTE S T,  P AGE  6,
P .O.BOX 54, S TAFFO RD,  ST16 1DR
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B 'GRAPH
Ariolasoft
£29.95

Reviewed by John S. Davison

Ever since I bought Atari's original 'Graph-I t '
program for my 16K 400 many moons ago, I 've been wishing
someone would produce a good graphing and charting u t ility
for the 8-bit machines- Well, my wish has been granted -
thanks to Ariolasoft (again!). The B Graph package has an
added bonus, too. I t  includes statistical analysis functions,
allowing you to test, manipulate and reduce raw data into
more meaningful information before displaying it graphically
in many different ways.

Packaging and presentation is of the high quality which
now seems to be standard on Ariolasoft's flagship range of
8-bit software, matching that of HomePak and PaperClip
(both reviewed recently in Page 6), B UT,  they do persist in
printing their instruction manuals sideways with  the spine at
the top instead of the left hand side, and binding it in such a
way that it won't stay open at the chosen page! And really, a
146 page manual S HO UL D have a proper alphabetic index,
although to be fair, the list of contents used here is fairly
detailed.

The facilities provided by this package are
comprehensive, to say the least. They're implemented via ten
separate programs supplied on two single sided disks.
Learning to use a package as complex as this could be a
nightmare, so Ariolasoft have taken the sensible approach of
writ ing the manual as a series of tutorials covering all of the
major functions. Sample data is provided on the second disk,
so you don't have to invent your own while learning some of
the more exotic functions.

The package is mostly menu driven, and generally
friendly and easy to use. Most screens prompt you as to what
actions you can take next, although this is not always so.
Some functions, notably imaging, use a fu ll screen display,
with no room for menus or prompts. I  ended up writ ing out
the required key commands on a reference card as a
reminder.

GRAPHING AND CHARTI NG

For most people, the graphing and charting features are
the ones which will get most use. B. Graph can produce a
graph or chart to suit virtually any purpose, including line
plots, scatter plots, area graphs, two and three dimensional
bar charts, with  factors stacked or side by side, market
graphs (for stocks and shares), and pie charts. You can
quickly switch back and forth between compatible chart
types until you find one that best suits your needs.

BIGraph will handle up to three factors, that is, you can
plot three different sets of data on one chart. Th is was a
disappointment at first, as I often need to plot more sets than
this. However, II. 'Graph lets you superimpose charts over
each other, so if  you needed six lines on a graph you could
produce two sets of three and then overlay one on the other.
The only problem is that there are only three different styles
of line, so it could get a bit confusing.

Each factor can have up to 100 values - good enough for
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most home use purposes. There are display limitations with
bar charts, though, restricting you to a maximum of 48
values. I f  you have more values than this, you have to use a
line graph instead.

Positive and negative integer or decimal data values are
handled, and BiGraph will automatically scale the axes for
you, so you don't have to worry about plotting points that go
'off the chart'. To  meet special needs you can turn off the
automatic scaling function and do it manually.

Labelling your charts is easily achieved, with standard
facilities for entering main and secondary title lines, X and Y
axis titles, and chart identification number.

Pie charts work slightly differently in that you can key in
up to 16 values and their descriptive labels. 13
, G r a p h  t h e ncalculates the percentage value of the total each represents
and displays them all graphically in the familiar 'pie slice'
format.

CUSTOMISED CHARTS

Any chart can be customised by adding solid or dotted
grid lines (horizontal andor vertical), adding borders to the
top and right hand side to match the usual X -Y  axes, and set
colour and intensity of background and plots to suit any
requirement.

One other small disappointment concerned use of
colour. Detailed colouring is achieved via -  you guessed it -
artifacting, which means users of non-American standard
TV 's see only patterns rather than colours. However, the
patterns do effectively separate the different chart areas, so
this is no real hardship.

PRINTING AND IMAGING

One of the joys of this program is the ease with which
you can obtain a printout of your charts and data. I t 's as
simple as pressing the S TA RT key. Th is gives a rapid, good
quality screen dump producing a picture size of about one
quarter of an A4 page. Most popular printers are supported.
My  only crit icism is that pie charts printed on my Star SG10
were slightly oval, rather than circular. Th is happens with
some printers as horizontal and vertical dot pitch is
sometimes not quite the same, and B/Graph assumes it is.

The screen display is created in real time from data
provided by you. Sometimes you may want to display a
whole series of different charts without having to wait while
B/Graph builds each one from the base data. To  do this, you
use BiGraph's imaging facilities to save screens to disk as 66
sector files. A u t ility is provided to display these in sequence
as a 'slide show'.



THE BEST ATARI SOFTWARE

That's what we want you to tell us!
You will have noticed that we don't give star ratings or points to programs we review
but many users like to be able to compare programs on a ratings basis. So (with your
co-operation), we intend to run a regular feature showing those programs that  At ari

owners at large feel are the best and the worst.
What  we want you to do is to go through your software collection (or at least some of
it!) and rat e each p ro g ram f ro m  0 ( f o r abysmal)  to 10 ( for the absolute tops), jot  i t
down on a  postcard and send i t  to us. Whenever you buy something new and have
formed an  opinion, send us your marks on that  and we w il l  update the charts each
issue. We  w ill  publish separate charts for Adventures, Games, Applications and S T

software.
There is no need to categorise programs if  you don't want to, but please make sure that

you make it  clear whether the programs are for 8-bit  or ST.
No chart  system is infallible but i f  enough readers voice their opinion we must  get a
much fairer refl ection of what is good and bad than if  we asked one reviewer to be sole

judge and arb iter.
So let's be hearing f rom you. This is your chance to participate! Get cracking on those

cards and send them to:

T H E  BEST  A T A R I  SO F T WARE,  PA G E 6, P.O .BO X 54, ST AF F O RD, ST16 I D R

Imaging facilities also permit you to use additional
custom labelling on your chart. Th is time, however, you
have complete flexibility as to positioning, fonts, text size,
and colour (artifacted). A further use of this facility is to
produce text only screens for inclusion in 'slide shows' of
other charts. B.:Graph provides several different fonts,
including Greek, Hebrew, Russian, and Eskimo(!) alphabets,
These may be rotated in 90 degree increments, i f  required,
for special labelling purposes.

Yet another option provides a means of passing B/Graph
charts to some of the newer word processors (like Antic
magazine's Word Magic, and Ariolasoft's PaperClip) which
can integrate them with text into documents,

LIES, D A M N E D  LIES, AND....

Statistics packages are something of a rarity on the
Atari. Even if  BiGraph contained only the features described
so far, it would be a good buy. The fact that it  also contains a
whole raft of statistical analysis functions makes it doubly so
(if  you can understand and make use of them, that is!). I
don't claim to be a statistician, but there are items here even
I can use.

All the standard functions are present including mean,
median, standard deviation, variance, skewness, kurtosis,
upper/lower quartiles, and maximum/min imum values for a
given set of data.

Data manipulation functions include exponential

smoothing, arithmetic and geometric moving averages,
predefined or customised factor calculations, e.g. divide
factor I by factor 2, or use the factor values in any valid Atari
BASIC expression supplied by you. Also, you can change the
order o f  factors, remove factors, and load factors from
another file. I f  you have a few missing values in a given
factor, BIGraph will provide estimated values for them, if
you wish.

Visicalc owners rejoice! B,.'Graph can read Visicalc DI F
files, allowing you to visually illustrate your spreadsheets,
Data can also be passed in the reverse direction, enabling
Visicalc to read BiGraph data.

Other features cover F, T and Chi-Square tests, and
Normal, Poisson, and Binomial Distribution probability
testing. In  addition, there are facilities for regression and
correlation analysis. Phew — hairy stuff! Obviously, you need
to know what you're doing to get the most out of some of
this. The B/Graph manual isn't designed to give you more
than a brief overview of what it's all about, but does
recommend suitable books for further study, if  you need it.

CAN Y OU  LIV E  W I T H O U T  IT?

R'Graph, quite simply, is first class, quality software
for the 8-bit Atari (and for the ST soon). I f  you need to
produce graphical charts or do a litt le statistical analysis for
home, educational, or even business use, then go out and buy
B/Graph now, I t 's worth every penny of the asking price. •
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*TIP WA R  HAWK

Firebi rd
£1.99 cassette only
1 player
1 joystick

There's a  budget wa r raging wi t h
Firebird and Mastertronic battling it  out
between them to produce the best Ata ri
!cheapie". Previously, Mastertron ic le d
the race  handsomely w i t h  t o p  n o tch
games like  N I NJ A  and L A  S WA T  but
Firebird h a ve  reta lia ted w i t h  a  re a l
cracker in the form of WAR HA WK .

It's a  ve rt ica l scro lling  space-zap
game which shares many similarities with
Urid ium, a  top-seller on  various other
micros. T h e  aliens have se t  u p  th e ir
defenses on a huge asteroid belt and you
must fl y Warhawk into the heart o f  that
asteroid belt, destroying bases and wip•-
ing ou t the marauding fleets o f  enemy
starfighters. Wa tch  out fo r space mines
and meteor showers wh ich  w i l l  erode
your defensive energy shields. Once your
shields give out the game is over.

I f  you survive the initia l run over the
asteroid base and the subsequent kami-
kaze attack by the starfighters which con-
verge on your ship like a swarm of angry
bees -  t h e y  h a ve  n o  fi repower b u t ,
instead, t ry  t o  deplete yo u r shields b y
ramming into you — your first mission is
complete and you advance onto the next
asteroid wi t h  yo u r shields restored t o
maximum strength.

Should you  manage t o  completely
wipe o u t  any ind ividua l base yo u  are
rewarded w i t h  a  we lcome bonus. A n
ordinary joyst ick isn ' t  mu ch  help here
and a n  auto-fi re st ick i s  a  must .  I t ' s
difficult to rack up a decent score without
one.

WA R H A WK  scores high on playa-
bility, though it  tends to  get impossible
on the h igher levels — o r so I ' m  to ld !
Graphics are bold and colourful, sound is
well up to scratch for this type o f game,
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JIM SHORT BURNS
THE MIDNIGHT OIL TO

LOOK AT HALF A
DOZEN MORE GAMES

FOR YOUR ATARI

and i t  has tha t  e lusive qua lity wh ich
keeps yo u  coming  back f o r  mo re .  I f
you're a  g lutton f o r punishment yo u ' ll
appreciate this one.

Not content wit h  a ll th is,  Fireb ird
have tossed in  a  fe w extras. Th e  t it le
screen is a stunner, depicting a moving
startield fading away in to  the  distance
and g iving the best impression o f  3 -D
I've seen in  a long while. However, the
theme music is  the  rea l show-stopper.
Composed by Rob Hubbard it  is causing
quite a stir in Atari circles at the moment.
My  own personal favourite is 'Song o f
the G r i d '  f r o m B A L L B L A Z E R,  b u t
most o the r Atarians reckon th e  W A R
H A WK  theme is  the  best ye t  o n  o u r
computer. For once b o w  to the major-
ity and concede the point.

It's going t o  take something extra
special to knock WA R HA WK  off the top
of the budget pedestal. Othe r software
companies may have to  do  some sou l-
searching. H o w  mu ch  longer can they
continue to  charge 8 - 1 0  a game when
there are gems like this hitting the market
at only £1.99? Th ink about it.

LAPIS PHILOS()
P H O R U M
'Philosopher's Stone'
Ariolasoft
£14.95 -  Disk only
I Player
Keyboard

Twentieth Ce n tu ry  Ro ya lt y  have
never had it  so good — sitting back with
their feet up sipping a glass of Bollinger,
making the odd Christmas speech now
and again just  t o  keep u p  appearances
whilst le tt ing the Government mess up
the running of the country for them. Ah,
what a life!

I t  wasn't quite so cushy in  bygone
days. P HIL OS OP HE R'S  S TO NE  is a
graphical adventure set in  ancient times.
King Gieselher, wise ru le r o f  Alkanien,
has been poisoned by his evil stepson in a
bid to seize the throne. Messengers have
scoured the land in vain for a cure to save
the o ld  K in g  and now, in  desperation,
they have turned to you, a loyal servant
who once dabbled in  the mystical art o f
alchemy. Can you help save the King?

Maybe i t ' s  n o t  the  done th ing  in
adventure circles but I 'm going to put the
cat among the pigeons by confessing that
I prefer graphic adventures to  text only
ones. I t 's been said many times that you
don't need graphics when there is good
descriptive text as offered b y  In focom
and the like, but I  don't agree. Perhaps I
don't have a vivid  enough imagination?
In a n y case, I  can ' t  see the  sense in
ploughing through line after line o f  text
just to get an image forming in your head
when a picture does it  fo r you instantly.
Anyway i f ,  l ike  me ,  yo u  p re fe r yo u r
adventures wit h  a rtwork then P HI L O -
SOPHER'S S TO NE  will not disappoint
you. The many and varied picture scenes
are b rig h t ,  c le a r,  f u l l  o f  de ta il a n d
remarkably simila r to  the type used in
Activision's 'Mindshadow', another first-
rate adventure in my opinion.

The pa rse r i s  o f  t h e  verb/noun
variety, wh ich  I  fee l most  people are
comfortable wi t h  despite the cla ims o f
some p ro g ra ms t o  understand f u l l
'English' sentences. I 've lost count of the



times I ' ve  typed  sentences in t o  these
programs on ly to  be disappointed wit h
the replies, I always use verb.noun inputs
-  yes, even wi t h  In focom adventures.
Maybe tha t 's wh y  I ' v e  never actually
completed one!!

A word here about the text which is
done in bold 'Olde English' style -  large
black letters on a light background -  and
is infi n ite ly mo re  readable t h a n  t h e
terrible s t u f f  used i n  th e  ea rly Sco t t
Adams adventures. T h e  p rog ram a lso
features an impressive t it le  screen and
even a  catchy 'singalong• theme tune.
Plenty of extras for your money!

You begin the game in  the comfort
of your own home deep in the heart of the
walled city. A  qu ick rummage through
the attic reveals a couple of useful items,
including a book which gives you a clue
to the solution of all your problems - the
Philosopher's Stone. O n ly  p rob lem i s
how to find it!

Outside i n  t h e  st ree ts y o u  a re
presented w i t h  y e t  a n o t h e r m a j o r
problem -  how to  get ou t  o f  the city.
You're i n  le a g u e  w i t h  t h e  K i n g
remember, so his stepson has doubled the
guard on the main  gate to  prevent you
from leaving. An  alternative method has
to be  found. A n d  n o w yo u r troubles
really begin

This i s  poised t o  take ove r f ro m
'Mindshadow' as m y  favourite  adven-
ture. I t  offers a series o f  logical puzzles
which require smart thinking rather than
a University degree in psychology. I t  also
gives clever, interesting replies. Wh e n
you te ll i t  to  ' T A K E  object' i t  responds
with things like  'Ho w can I  do  what is
already done?' o r ' I  am sure i t  is safely
stowed away' rather than the usual boring
'OK' o r  'Taken '.  I  l ike  i t ' s  sense o f
humour too. I f  you 'PLAY L UTE '  to the
guards at the gate you are subsequently
thrown in  ja il fo r d isturbing the peace.
That won 't  get you very far, mind  you,
but you'll get a laugh f rom it  i f  nothing
else!

This game is a whole lo t  o f  fun. I
may only be a novice where adventures
are concerned but I know a good program
when I see one. High ly recommended.

ESCAPE F R O M
D O O M  WORLD
Red R a t
£
9
.
9
5  
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£
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.
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1 player
1 joystick

Red Ra t  keep churn ing  th e m o u t
(more power to the ir elbow!) so helping
to fi ll the gap le ft by English Software,
who are no longer Atari's main  Brit ish
software producer.

ESCAPE F R O M D O O MWO R L D
is a three-in-one action arcade game. A
group o f  leading Earth scientists are held
captive on Doomworld  and they have to
be rescued before the ir vita l knowledge
can be used against us.

The fi rst  stage is  l ike  a  p la t fo rm
game minus the ladders and you move
around the levels wit h  the a id  o f  some
clever j u mp i n g  techn iques. V a r io u s
objects h a ve  t o  b e  co llected  b e fo re
moving onto the second stage. Here you
take to the air in your spaceship and some
'Choplif te r' manoeuvres are required to
pick up  a ll the scientists and drop them
safely at your base. You stay with  your
ship for the final stage where skilfu l fl y-
ing is needed to  negotiate an assortment
of columns and collect the three bombs
which wi l l  destroy the alien planet and
result in the completion of your mission.

DO O MWO RL D sta rts o f f  q u ite
well b u t  fades away a s yo u  progress
through the three stages. The first stage is
the strongest one by fa r and perhaps a
better game cou ld  have been writ t e n
based on that idea alone?

Passable enough th is one, bu t is i t
worth the asking price? L ike  D O M A I N
OF THE  UNDE A D I feel it should have
been a budget game. Maybe you'd like to
judge for yourselves?

LASER HAWK
R e d R a t
£9.95 disk
£
7
.
9
5  
c
a
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1/2 players
1/2 joysticks

Forget m o d e m  so f twa re  t re n d s.
Everybody knows it's hard to beat a good
old-fashioned space blaster. When all else
fails g ive  the punters wha t  they rea lly
want -  another 'zap those nasty bug-eyed
critters into space dust' games.

LASER H A W K  i s  a  jazzed-up
version of Scramble - no caverns though,
just continuous le f t  t o  r ig h t  scro lling
across an open-air alien landscape. You
take on the role of the famed Mercenary,
Jim d in 'A lt ,  who  has been recruited to
destroy the 5 command headquarters o f
the evil Proc Irata, which just happens to
spell 'A ta ri Corp ' backwards. Natura lly,
these are heavily guarded by the obliga-
tory defence systems, comprising o f  a ir
cannons, robotships, volcanic eruptions,
missile launchers, meteorites, h o min g
missiles, laser-beams and the like , No t
that a few paltry defenses wi l l  hamper a
man (sorry ladies but Jim is definitely a
man's name -  I  hope!) o f  your capabili-
ties. Besides, the headquarters are code-
named BEEB, CO MM,  APP, A MS  and
SIN and come in the shape o f the appli-
cable computer symbols. I f  that doesn't
give you the incentive to bomb the living
daylights out of them then nothing will! !

I 'm tempted to label th is game as a
poor-man's B E TA  L Y RA E  as i t  bears
more than just a passing resemblance to
the Datamost game. Beta Lyrae  is  the
ultimate computer Scramble and LASER
H A WK  can't really hope to compete, but
it is a reasonably good alternative. V l ia t
it lacks in  fancy f ri l ls  and refinement i t
makes u p  f o r  i n  p la ya b ilit y n o t  t o
mention barefaced cheek! Bombing Com-
modore and Spectrum symbols? I  like
it, I  like it!!

Worth the effort this one. Make sure
you check it out.

JET SET WILLY
Ty ne s of t
Cassette
1 player
I joystick

I've never liked this game. I  saw it
when i t  wa s in it ia l ly  released o n  t h e
Spectrum and  Commodore  a n d  cou ld
never quite understand what all the fuss
was about. Min d  you, I  was reared on
stuff like Astrochase and Blue Ma x and
Necromancer, so maybe that had a lot to
do with it? Anyway, despite the silly litt le
matchstick graphics and the fact that you
needed a  magnifying glass t o  even see
anything on the T V  screen, despite the
game being f u l l  o f  bugs, meaning you
could step in to  a trap  and lose a ll your
remaining lives without being able to do
anything about it ,  despite having to type
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in a hundred different 'cheat' pokes to
override the bugs in  order to  complete
the game, it  still managed to top the soft-
ware charts and earn the dubious acco-
lade of 'Game of the Year'.

So who's kidding who? Well, owners
of those 'o ther' computers w i l l  defend
JET S E T  W I L L Y  come he ll o r  h igh
water and, indeed, they sang it 's praises
right up until the very moment they were
carted off to the Funny Farm by the men
in white coats. Haifa  million loonies can't
be wrong, or can they? They' ll be telling
us next that the latest Status Quo single
isn't exactly the same as the last one!

And n o w J E T  S E T  W I L L Y  has
arrived on the Atari (why us?) and, in the
interests o f  fa ir-play, I  am prepared to
cast all prejudices aside in order to give it
a fair crack of the whip. Okay, I've looked
at it ,  played it ,  studied it  in  great detail
and  i t ' s  terrible!

The Atari version is an insult to the
Atari. Th e  colours are dreadful, sound
non-existent a p a rt  f r o m  t h e  b ri l l ia n t
theme music from master composer Rob
Hubbard and  th e  graphics a re  to ta lly
inferior t o  a ll o ther versions when we
know they should be better, and the ani-
mation i s  a  joke. Instead o f  the super
smooth animation we are used to on the
Atari, the characters move around in  a
jerky, Stop-start motion wh ich  manages
to look passable until you compare it with
the S p e c t ru m,  Commodore ve rs io n s .
Come o f f  it  Tynesoft you can do better
than th is.  Commodore  and  Spectrum
owners wi l l  laugh the ir socks o f f  when
they see i t  and that's the last th ing the
Atari needs. Can you imagine what the
mainstream 'an t i-Ata ri'  computer press
are going to  say should they get th e ir
hands on a  review copy? Th e y seldom
miss a chance to put the Atari down.

Please t ry again Tynesoft -  we need
your continued support -  bu t  no  more
conversions. S t ick  t o  o rig ina l materia l
until you get to know the machine a lo t
better. I f  you want to see how it 's done,
take a  lo o k  a t  S T A R Q U A K E  f r o m
Bubble Bus.

KNOCKOUT
A nc o
1 player
1 joystick

I 'm not a great boxing fan. I  rate it as
one o f  the most boring sports on earth
(next t o  cricket) and the on ly people I
considered worth  watching were A l l  in
his heyday and the b rillian t  Sugar Ras?
Leonard who had more talent in  his b ig
toe than every other boxer in history put
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together. O b v io u s ly  I  d o n ' t  e xp e ct
anyone to agree with  me and so now that
I've upset fight fanatics everywhere (my
good deed for 1987) it's on with the job of
reviewing K NO CK O UT,  a boxing siniu-
lation from Anco.

It's a  slugging match th is one and
gives you, the challenger, the chance to
take on  the top 8  Heavyweights in  the
world in  order o f  merit  and, hopefully,
work your way up through the ranks to
get a  sho t  a t  t h a t  a ll-importan t  t i t le
against the Wo rld 's No.1 , Smart  'He y,
don't push me' Stallone.

It looks decent enough at fi rst  -  a
view f ro m behind yo u r boxer, looking
directly across the ring, with the crowd in
the background and a couple o f  realistic
'mug shots' of the competitors in  the top
corners of the screen -  but all this is sub-
sequently cancelled o u t  b y  t h e  p o o r
graphics o f  the boxers themselves. You r
opponent is a crudely drawn outline and
your own boxer is done in unusual wire -
frame graphics, making h im look like  a
half-finished version o f  the b ion ic man.
There is virtua lly no animation at a ll -
the boxers don't move around the rin g
but stand on the spot slugging it  out in
true heavyweight style (yawn!).

The fighters are super-imposed on
top o f  each other but, in  spite o f  your
wire-frame body,  i t ' s  s t i l l  d if fi cu lt  t o
make o u t  y o u r  opponent a n d  to ta lly
impossible to tell who's hitting who. Tac-
tics aren't this game's strong point. Jabs?
Hooks?  w h a t ' s  the difference when
you can't see them anyway?

Sound effects are limited to the dull
thud of the punches and also the cheering
crowd, which actually sounds like waves
breaking on a Cornish beach. Th is could
have been t h e  fi rs t  compu te r su rfi ng
game if  it weren't for the graphics!!

Opponents have to  be loaded f ro m
tape after a couple o f  bouts on the cas-
sette version, wh ich  makes me  wonder
where all the memory's gone. I t 's not as if
large chunks of Ram are wasting away on
fancy animation!

Unfortunately, th e re  a re n ' t  ma n y
other alternatives on the market for fans
of this type o f  game, particularly i f  you
have a  cassette-based syste m.  D i s k
owners are advised to check out F I G H T
N I G H T  f ro m US  Go ld  as it 's a much
better prospect. K n o w  wh a t  I  me a n
Harry?

C RY S TA L RAIDER
Ma s te  r tronic
£2.99 cassette
1 player
1 joystick

Question ' W h e n  i s  a n  arcade
adventure n o t  a n  arcade adventure?'.
Answer -  ' Wh e n  i t ' s  Maste rt ron ic's
CRY S TA L  RAIDER' .

At fi rs t  glance i t  looks like  one o f
those fa milia r arcade adventure games
where yo u  t rave l th rough  ro o m a f te r
room, collecting various objects, in order
to achieve so me  predetermined goa l.
There's more to it than first meets the eye
though and the cleverly worded scenario
on the cassette inlay gives you a few hints
on h o w  t o  ta ckle  t h i s  one .  Qu o te :
'CRY S TA L  RA I DE R is not an arcade
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puzzles and should be approached that
m,

You contro l a  small character who
possesses phenomenal jump ing  powers
and you must guide h im safely through
50 d if fe ren t  ro o ms co llect ing  a l l  t h e
quartz crystals he can lay his hands on,
Pressing the fire button causes him to rise
up in  the a ir and he wi l l  continue in  an
upward d irect ion  u n t i l  h e  st rikes a n
immovable object o r you le t  go o f  the
button. Y o u  have f u l l  con tro l o f  h is
movement i n  the  a i r  thus g iving  h im
access to all the crystals and parts o f  the
room which are otherwise impossible to
reach.

Fire-pits a re  a  po ten t ia lly le tha l
hazard and the rooms are also inhabited
by kil le r snakes and other nasties. Yo u
must p lan your route carefully to  avoid
these dangers, bearing in  min d  that a ll
the c rys t a ls  h a v e  t o  b e  co lle cte d
eventually in order to complete the game.
You can exit a room at any time but you
gain an extra life  fo r clearing a room o f
it's quota of crystals, so it's worth the risk
particularly when you consider that there
are 50 extra lives there f o r the taking.
Th is gives you a maximum possible total
of 55 lives and Mastertron ic warn  that
even this may not be enough. From what
I've seen 550 lives may not be enough!!

CRY S TA L  RA I DE R doesn't have
the instant appeal of either NI NJA  or LA
S WA T b u t  i t ' s  g o t  f a r mo re  staying
power. You 'll still be playing it long after
you've tired of the other two. Mastertro-
nic have another winner on the ir hands
here. •



The program listings in PAGE 6 are prepared carefully to
ensure that they can be typed in as easily as possible. Before
typing any listings ensure that you are familiar with the use
of the Shift and CONTROL and I NVERSE keys as outl ined
in your  computer  manual .  The  l istings ar e pr epar ed to
match exactly what you see on screen. Every character that
you may see in a l isting is included in the chart below for
CTOSS reference. By using TYPO 3 you can ensure that you
type in the programs EXACTLY as they are printed. Remem-
ber a single typing mistake may mean a program will  not
run.

WHAT ARE THOSE CODES?

Each l ine of a program begins wi th a special  two letter
• code. THESE S HO ULD NOT BE TYPED IN. They are used
by the program TYPO to check that you have typed each
line correctly. I F YOU HAV E  NO T ALRE ADY  TYPED I N
THE TYPO 3 LI STI NG PLEASE DO SO NOW.  The program
can be used as you type in each line of a program or to check
an already typed program The code for each line will match
but i f you have pr obl ems check the l isting conventi ons
below carefully, you are most probably typing a CONTROL
character incorrectly_ TY P O  3 cannot check i f a l ine has
been missed so i f you have problems in running a l isting
count the lines in the program and ensure none are missing.
If the TYPO codes match and the program still does not run,
US T i t  t o  cassette or  di sk  usi ng LI S T "C: " o r  LI S T
"D:filename".  swi tch off the computer ,  r e-boot and then
ENTER t h e  pr ogr am us i ng E N T E R  " C "  o r  E N T F R
"D:filename".  Save this version in the normal  way.

HOW TO USE TYPO 3

1. Type i n the l isting careful ly for  al though you can use
TYPO 3 to check itself (see 6 below) it may not work if you
have made mistakes.

2. SAVE or CSAVE a copy of the program.
3. Each ti me you want to type in a program l isting RUN
TYPO 3  first. The  pr ogr am wi l l  instal l  a  machi ne code
routine in memory and then delete itself. Now type in a line -
as shown in the magazine excluding the first two letter code and
press RETURN.

4. A two letter code will appear at the top left of your screen.
If this code matches the one in the magazine carry on and
type the next line. Note,  the code will not match if you use
abbreviations. I f  you prefer  to use abbreviations LI ST the
line you have just typed, move the cursor to that l ine and
press RETURN.  The code should now match.
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 and get them right!
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6. To check a l ine you have already typed LI ST the line,
place the cursor on that l ine and press RETURN.

7. When you have finished a listing just SAVE or CSAVE it
in the normal  way.

You can type in a program wi thout using TYPO3 and then
check it by SAVEing or CSAVEi ng a copy of the program.
running TY P O  3 and then LOADi ng or  CLOADi ng your
program and proceeding as in step 6 above.

Always SAVE or CSAVE a program before running it and
always use TYPO before tel l ing us that a program will not
run.

E L 4  R E M
5G 1 6 8  G R A p n i c 5  e
MG 1 1 6  F O R  1 = 1 5 1 6  T O  1 7 5 1 : R E A D  A : C A : C i c o n :

P OKE  I , A : N E K T  I
CC 1 2 0  I F  C K ( > 3 8 7 6 6  T H E N  ,  "   i n  D A T A

s t a t e m e n t s  -  C h e t %  T v p i n g " : E N D
VW 1 1 0  6
,
0 5 1 1 1 1
5 3 6 )

UT 1 4 8  : ?  " T Y P O  I I I  . 6  u p  a n d  r u n n  n y
- N E N
MA 1 0 6 0  D A T A  1 0 4 . 1 6 0 . 8 . 1 8 5 , 2 6 . 3 . 2 8 1 . 6 1
TOG T A T A  D A T A  2 4 8 , 0 . 2 6 0 . 2 0 8 , 2 0 8 , 1 5 2 , 3 6 . 7 8 6
0 8  1 8 2 0  D A T A  2 4 2 , 8 6 , 2 6 • . 1 6 3 , 7 1 , 1 5 3 , 2 6 . 3
Re T e l e  0 0 1 0  2 8 1 1 . i 6 3 . 6 , 1 5 3 , 2 6 , 3 , 1 6 2 . 8
RA l e e s  D A T A  2 fl y . 8 . 2 2 5 . 1 6 7 . 7 1 . 6 . 2 3 2 . 2 2 4
TO 1 6 5 6  D A T A  1 5 . 7 0 8 , 2 4 6 . 1 6 3 . 6 2 . 1 4 1 . 6 3 . 6
KC  1 8 6 6  D A T A  1 6 , . 6 . 1 4 1 . 8 4 . 6 . 1 7 3 . 4 . 2 2 6
EU 1 8 7 8  D A T A  1 0 5 . 8 , 1 4 1 . 1
0
5 . 6 , 1 7 3 . 5 . 2 2 0
AK L o n e  D A T A  1 8 5 . • , 1 4 1 , 5 6 , 6 . 1 6 3 , 8 , 1 6 2
KS 1 0 8 8  D A T A  3 . 1 4 6 . 2 8 3 , 2 0 2 . 1 6 . 2 5 1 , 8 6 . 6
ER 1 1 8 6  D A T A  8 , 8 , 0 , 8 . 0 . 8 . 0 . 8
I D  1 1 1 8  D A T A  • . 8 . 8 . 8 , 4 8 , 8 , 3 2 , 8 4
JM  1 1 2 8  D A T A  • , 6 . 7 2 . 2 0 1 , 1 5 5 , 2 4 8 , 5 5 , 2 3 8
TO 1 1 3 8  D A T A  2 8 3 , 1 3 3 . 2 6 / . 1 3 8 , 7 2 . 1 6 1 , 8 . 1 1 3
TM 1 1 4 8  D A T A  2 8 4 1 , 1 6 2 . 8 . 1 8 , 1 6 , 2 8 8 , 6 , 2 6 1
Mr 1 1 5 0  D A T A  1 4 4 , 7 . 2 4 . 1 0 1 . 2 0 3 , 1 4 4 . 2 , 2 3 8
N I  1 1 6 6  D A T A  2 8 1 1 , 2 • 2 , 2 8 8 , 2 3 5 . 1 3 3 . 2 8 7 , 2 4 . 1

As
TM 1 1 7 6  D A T A  2 1 1 4 . 1 0 1 . 2 6 7 . 1 1 3 . 2 5 4 . 1 6 1 1 , 2 6 5 ,

1 • 1
AM 1 1 8 8  D A T A  2 8 6 . 1 3 3 , 2 0 5 , 1 6 5 , 2 8 6 . 1 0 5 , 8 . 1 3

NH 1 1 5 1 1  D A T A  2 0 6 . 1 0 4 . 1 7 • . 1 0 4 , 4 5 . 6 6 . 1 3 6 . 7 2
NA 1 2 6 6  D A T A  1 5 2 . 7 2 , 1 6 2 . 5 . 1 1 4 , 2 5 7 . 1 3 4 , 2 6 / 1
GF 1 2 1 0  D A T A  1 6 8 . 2 4 , 6 , 2 • 4 , 3 8 . 2 8 5 . 3 0 . 2 0 6
EA 1 2 2 6  D A T A  3 : 1 . 2 8 7 , 3 8 . 2 0 6 . 5 6 , 1 6 5 . 2 8 7 . 2 3 3
TM 1 2 3 0  D A T A  1 6 4 . 1 7 6 . 1 6 1 1 , 2 0 6 . 2 3 3 , 2 , 1 4 4 , 4
5K 1 . 2 * *  D A T A  1 3 4 . 2 6 7 . 1 2 3 , 2 6 8 . 1 3 6 . 2 0 0 . 2 2 7 ,

1 6 2
CO 1 2 5 e  D A T A  1 , 1 6 5 . 2 6 7 , 1 2 2 . 2 • 4 . 1 6 5 . 2 6 6 , 6
KA 1 2 6 6  D A T A  2 6 4 . 4 2 , 2 e 1 , 2 6 . 1 4 4 0 1 . 2 3 3 . 2 6
MA 1 2 7 0  D A T A  2 3 8 . 2 8 4 , 2 8 2 . 2 6 8 . 2 4 2 . 1 3 3 , 2 0 5 ,

1 6 1
SC 1 2 6 6  D A T A  1 2 0 , 1 4 S . A 8 , 2 0 0 . 1 5 2 , 4 6 , z 8 8 , 2 4

9
mv 1 2 9 0  D A T A  1 6 5 , 2 0 4 , 1 0 5 , 1 6 8 , 1 6 6 . 3 . 1 4 5 , 8 8
AA 1 3 • 6  D A T A  1 6 5 , 2 1 1 5 , 2 4 , 1 6 5 . 1 6 1 , 2 8 • . 1 4 5 , 0

6
m0 1 3 1 0  D A T A  3 2 . 0 5 . 6 . 1 6 4 . 1 6 8 . 7 0 . 1 1 1 2 . 0
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5 I f  the code does not match, use the editing keys to correct
the line and press RETURN again. Repeat if necessary until
the codes match.

E l
AL

A e o w. 6 6 8 6 . 1 . 6 8 - 6 6 * * * * M m A N A N N A N 6 8 6 . . . N e m e

•  T Y P O  I I I  b y  A l e c  D e n s o n
•  J u n e  1 5 1 3 5

SO 3  R E M  *  A  p r o o f r e a d e r  f o r  A N T I C  A n d  *
•  P A G E  6  b a s e d  ' o n  T Y P O  I I
*  p u b l I S h A d  b y  A N T I C  W 6 9 6 1 2 . 1 1 0  *
4 6 4 .4 6 4 6 • • • 4 6 0 .• • 0 6 6 .1 .6 6 6 6 0 .6 .4 6 6 6 4 6 6 FANINANNovv.
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( S C
( S C
E S C
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( 5 C
C T R L  -
C T R L  =
C T R L  +
C T R L  *
S H I F T  C L E A R
D E L E T E
TAB
S H I F T  D E L E T E
S H I F T  I N S E R T
C T R L  T A B
S H I F T  T A B
C T R L  2
C T R L  D E L E T E
C T R L  I N S E R T
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Utilities
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Programs to make labels abound but most only give a
straight forward printout of the data or directory. Designer
Labels changes all that, at least for those with Epson
printers, because it allows you to enclose the information in a
professional looking box that tells you clearly what is on each
side of the disk. I t also allows you the option of numbering
the label.

The information to be printed can be entered on the
screen or read from disk by the program. Designer Labels is
able to read DOS directories as well as Multi-boot
directories_ I t is not able to read any disk which is formatted
in true double density but it will read enhanced DOS 2.5
directories. I f  anyone has a simple basic routine to configure
the program to read a disk formatted in double density I
would appreciate a copy.

When information is entered from the screen you have
three label sizes, large, medium and small however when
reading a directory you are limited to two print sizes,
medium and small.

With Large, only available when in screen input mode,
the label has space for one line of fourteen letters and two
lines of fifteen letters on each side. In medium mode the label
has space for two lines of twenty nine letters and two lines of
thirty two letters on each side whilst in Small the limitations
of the screen size mean that you are limited to four lines of
thirty seven letters on each side when entering information
from the screen. When reading a directory however the
program has space for two lines of forty nine letters and two
lines of fifty four letters on each side.

As listed, the program prints A and B on the label to
differentiate between sides. I f  you prefer to put 1 and 2 or
indeed any single number letter in their place then in line
7050 change the sixty fifth character to the letter or number
of your choice for the first side and in line 7110 change the
thirty seventh letter to the letter of your choice for the
second side.

To make it easier to enter the various codes needed to
initialize the printer a second program, LABE LMAKE R is
given. I t uses the Atari Computer forced read mode to print
the Ascii codes and then list the lines created to disk under
the file name 'LABEL.LST'.  This can then be ENTERed
with the main program.
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Add some pazazz to your
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• che 1kt:source Vile is a new service provided

by

l'AGV t o  help Ntari owners (botb

..bit e n t r y "
anti 51.) tind

sources of information, help and supply. Pin n

this feature d e r s  w h c

does not necessarily imply  any endorse-

ment by 6  and readers arc advised to hea  14 it

t.

themselves t o  ensure that the informatio

n is  s t ill

current. Vie would asit arty r e a o  fi nd infor-
mation to be inaccurate or out of date to let us Itnow so
that an entry may be amended or deleted.

RETAILERS

S W O O T T O N  &  S ON
116_ Edlesion RoJd
Crewe
CW2 71411
Tel. 0270 214118

S IL IC ON  C E N TR E
7, Annewa Street
Edinburgh
Scotland
Eel. 031 557 4546

GA M E R
71 East Street
Br ighton
Sussex BN1 I I I Q
Tel  0275 728681

111-F1 WE S 1 E RN L T D .
52. Cambr ian Road
Newpor t
Gwent
Tel 063362700

TR ION 1 C
144, S tation Road
F l a t  N .
Middlesex
Tel 0 1  861 0036

C OM P U TE R  WOR I
212, Eltoad Street
Birmingham
B15 2A Y
Tel 021 643 0100

GUE RNS E Y  C OM P U TE R S  L TD .
33, Commerc ial Arcade
Sr. Peter  Por t
Giserrisey
Channel Is tends
Tel. 0181 27163

J E N N IN GS  S TORE S
244 -  218. Her tfor d Road
Enfi eld
M iddx
Tel. 01 1(011767

L I V I N G S T O N  C OM P U TE R
CE NTRE
17, The M al l
Craigshtil Shoppmg Centre
l a s
-
m i
m e
o

West Lor hon
Tel  0506 38078

comPUTER CENTRE
17e. High Street
Homchurch
E3SCIE
Tel 01021 7561 5

GA M E S  WORK S ILOP
Uni t 37, West Cour t,
Birmingham Shopping Centre
Birmingham 21
Tel 021 632 48134

Y ORK  C OM P U TE R  C E N TR E
7, Sionegate Arcade
York
Tel 0004 641862

R A D FOR D  H1-11 L T D .
52, Gloucester  Road
Bristol
Avon
Tel. 0272 128217

M IC R OB Y TE
71, Seavicm Rood
Ltacard
Wallasey
Merseyside 1_15 4 QWEel. 051 630 69 5 5

PEATS E L E C TR ON IC S
25, Parnell Street
Dublm  I
Ireland
Tel. 0001 740662

Th e  fo l l o w i n g  r eta i ler s , to  th e
best o f  our  k now ledge, s uppor t
A ta r i  8 - b i t o r  S T

CHIP S
55_ Rues!, Road
%Torching
Stoo,cx I IN  II 5NR

LA I3B ROK E  c o m p u T I N G  L T D .
I I ,  Onosk ir l i Road

Preston
Lanes P R I  2Q1'
Tel 1
5
7 7 2  
2 1
4 7
4

S OFTWA R E  EXPRESS
511-  516. A lum  Rock Road
Alum Rock
Birmingham BS
Tel 021 5211 1585

P F M U R P H Y  &  S ONS  L T D
Cross l
a n e ,Drogheda
Co L o u th
Ireland
Tel 041 17202

SEC .E CTA V IDE O
Road

Bolton
Lancs. B IA  7A E
•Eel 0204 521104

t s t
-
r o
-
r o

I ,  HEI I I I • CM I T  S t r e e t
H od tk y
Notts  N G /  3 A F
Tel. 0602 410087

ORDE N(
21, HarTr i A r end:
Reeding
Reeks R G I  I  DN
Tel . 0731 4 7 0 6 8

ONE  S TE P  B E Y OND L TD .
I . ,  Castle Meadow

Norwich
NR I I D G
Tel 0603 663701

GA M E S  WOR K S H OP
05, The M oor
Sheffi eld
Tel. 0742 7501 14

M IK E S  C OM P U TE R  S TORE
202, London Road
Wesectiff-on- Sea
Essex SSO 7111
'(el. 0702 332554

GA M E S  WOR K S H OP
162, Marsden Way
Arndale Centre
Manchester
Tel . 061 11326563

GA M E S  WOR K S H OP
41.a. Broitsimalk
Ilmacintarsh Centre
Nottingham
Tel 0602 585741

M IC R O- TR ON IC S
27a, Market Street
Tamwor tfi
Staffs
Tel. 0827 51480

FE E S
1514 High Street
Scunthorpe
Nor th Humbers ide
Tel. 11721 857652

A TA R I  W O R L D
15, Fennell Street
Manchester
M4 3DLI
Tel 061 834 4041

B R IGH TON  C OM P U TE R
E X CHA NGE
2, Ann Street
Br ighton
B N I 4(3P
Tel. 0271 ommAil

The only criterion for an entry in this column is that the retailer must
stock PAGE O. That  is the only measure we have that a retailer is
genuinely interested in supporting Atari, Phone us on 0785 213928 if
YOU wish to be included.

Do you run a Bullet in Board which caters mainly for Atari 8-bit
or ST? For an entry in this feature please send us details as follows
O NL Y  on a plain sheet of paper headed RE S O URCE  FI LE — BBS.

Name:  HI LL ' S 1
-
1 B S
Number :  012 345 9292
Hours :  24 hours
Baud Rate:  300
Features:  ST only (5 words max!)

Any background information included wil l  be filed for reference
but not published.

USER GROUPS
Do you a n t  Others t o  k now about  y our  group? Send t he

following details  O N L Y  o n  a  p l a i n  sheet  o f  paper headed
RE S O URCE  FI LE — USER GROUPS.

Name:  UPPER WAPPI NG AUG
Contac t :  Brian Brain

Wapping Towers
Eastwood
L O NDO N E82

Telephone:  001 345 2424
Members :  Local only (5 words max!)

That 's all you get! We will not publish any other details as meet-
ing times and places tend to change. Appoint  someone responsible to
handle any enquiries received.

Do you have any special experience or knowledge that you would
like to share with others? I f  you don't  mind setting aside a few hours
to answer t he phone y ou could other At ar i  owners  solve t heir
problems. We suggest that you set aside certain times during which
you are willing to receive calls otherwise you may well be woken up in
the middle of  the night !  Please restrict your help to one specialist
subject and note that we will only accept one or two entries for each
subject. Please supply the following details on a sheet of paper headed
RE S O URCE  FI LE — HELPLI NE.

Name:  Harry  Clever
Telephone:  001 262 25252
Subject :  ATARI  BASI C programming
Hours :  Mondays 7.30 p.m to 10 p.m. only

Be warned — you may still get the odd idiot phone at 6.30 a.m. on
Sunday morning but  y ou wi l l  certainly make more f riends than
enemies. Please do not put your name forward unless you are patient,
understanding and really do know your stuff. We wil l  emphasise in
the column that readers should only phone at the times indicated so if
you do get calls outside that time, feel free to tell them to go away!

IT'S UP TO YOU!
I f  you feel that your organisation should have an entry in this

feature, write to us. Whils t  we do have details of many User Groups
and Bullet in Boards we have not included these as we do not know if
the details are correct.

PAGE 6 reserves the right to delete any entrv from this feature for any reason.
Inclusion does not imply  any endorsement by PAGE 6 and PAGE 6 can accept
no responsibility for the accuracy or completeness of an entry. Please tell us if
y ou  fi n d  a n y  e n t r y  OUT o f  da te .

P a g e  6  — I s s u e  2 6  6 7



FIRST STEPS.... FIRST STEPS.... FIRST

G E T T I N G  TO GRIPS
W I T H  GRAPHICS

For this issue I thought that I  would look at graphics. I
have been putting this off for some time, not because it is hard
to write  about, but because it  would take up far more room
than I am allowed by the Editor. I  will tell you about the basic
modes but I may not go into as much detail as you would like.

Graphic modes are d ivided in to  t wo  types, text  and
graphics. The basic screens range from the three text modes
of G RA P HI CS  0 ,  1  and  2  and f ro m the  lo w resolution
(chunky graphics) o f  GRAPHICS  3 to  the high resolution
screen o f GRAPHICS 8. Believe it  o r not, all these screens
are the same. They are made up of tiny dots (pixels) and are
320 pixels wide by 192 pixels high. The  on ly difference is
how t h e  co mp u te r handles t h e  screen. F o r  instance,
GRAPHICS 0 uses characters that are 8 by 8 pixels square.
Thus 320 divided by 8 gives 40 characters per line and 192
divided by 8 gives 24 lines. You can work out mode 1 (16 by
8) and mode 2(16 by 161:'.

T H E  T E X T  M O DE S

G R A P H I C S  0

This, though you may not think it, is a specialised screen.
It is designed for the input of command lines and will display
the full character set. The default colour of blue is not manda-
tory. I t  can be changed, along with the border colour, but the
characters w i l l  on ly take a ligh te r o r darker shade o f  the
screen colour. You can make characters invisible by setting
their colour to that of the background. The characters can be
placed anywhere on the screen b y using the editing char-
acters. These characters, e.g. TA B ,  A RROWS ,  I NS E RT,
can on ly be utilised in  mode O. I  have included a  small
program (Listing I ) to illustrate their uses.

GRAPHICS I & 2.

These differ from mode 0, not only by the fact that the
characters arc bigger, but that they have a text window (the
four lines at the bottom of the screen) which is actually mode
a  Th e  ma in  part  is  termed the text screen. Th e  normal
P RI NT command wil l  place characters in  the window, but
you will needs to use a special device specifier to prin t to the
screen. Th is is done with P RI NT #6;. There are four types of
printable characters, n o rma l lo we r and  u p p e r case and
inverted lower and upper case but in  these two modes upper
case only appears on screen and the type of character defines
the colour of that character. Listing 2 should demonstrate this
clearly and show you how to change the colours of the text.

Now look closely a t  L ist ing  3, Yo u  w i l l  see that the
original screen is GRAPHICS 1 with  a text window but, for
the next example, I needed to extend the screen by getting rid
of the text window. To  do this I  set up a GRAPHICS 1 + 16,

63 P a g c  6 — Issur 26
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but to keep the text I added 3:' (making a total of 49). Using a
GRAPHICS 49 command I was able to get rid of the window
and keep my text For some reason this is very seldom, if  ever,
used.

P OK IN G A R OU N D .

In both modes, the cursor can be made to disappear by a
simple POKE (POKE 752, 1). Other POKEs o f interest are
82 and 83 which set the left and right hand margins respec-
tively_ The text screen can be extended by adding 16 to the
graphic mode, eg G RA P HI CS  I  + 16 o r G RA P HI CS  17,
again shown in the listings.

Probably b y now you wi l l  know that it '  you leave the
computer for several minutes without using the keyboard the
screen co lours w i l l  begin t o  change. T h i s  is  done auto-
matically to stop an image being burnt into the phosphor on
the screen. Th is  can be a nuisance when you use joysticks
only, but it can be stopped by POKE 77,0 during the running
of your program.

The two text modes can be used for graphics by redefin-
ing the character set. Th is  is done by making up your own
data and storing i t  in  a safe area o f  RA M then te lling the
computer where to  look f o r th is data each t ime  a  key is
pressed. Norma lly location 756 holds a number which, when
multip lied by 256 will point to the start o f  the character data.
Just pick a part o f  RA M evenly divisible by 256 then POKE
765, RA M 256. Just to see this in action, POKE 765 with  any
random number and list  one o f  the programs. The  garbage
you will see is because of any random bits of data stored in the
location you picked.

Next issue I will have a quick look at the graphic mode 3-
7, nothing spectacular, just the basics.

Before I go, I must pass on a good tip from Len Lawson.
I f  you need only DOSSYS on a disk (when you wish to only
boot up, not use the DUP.SYS) you can use the fo llowing
without going into DOS to use option H.

OPEN #1, 8, 0, " D:DOS S Y S " :CL OS E  #1

Recently, I  have been receiving several letters asking
questions about Atari computing. I  can only rep ly to those
that have enclosed a SAE, otherwise the answer will appear in
this co lumn s o m e t i m e !  So, i f  you are in  a hu rry fo r an
answer. Write  to me, as always, at P.O.BOX 123, BELFAST,
BTIO OT13.

I hope to  be going to the next A TA RI  show in  Ap ril,
mainly wandering around the exhibition stands, so perhaps I
will meet you there (large hint, Stan!),
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Listing 2

REPLAY

T K R E M  e e f f  S e l  u p  & & & & & &  a n d  c o l o u r s .
211 1 0  G R A P H I C S  O ; P O K E  7 1 2 , 1 2 , P O K F  7 1 • , / b
KG, 2 8  " T E S T  L I N T  1 . "
Me  T O  ,  " T E S T  L I N E  2 . "
1114 I S  R E M  w e *  U s e  e d i t i n g  c h a e a c l e r s .
UK 1 0  " 4 1 1 1 1
-
S T  
L I N E  
C M I
T H  
R I G
H T  
A R
R O
W ) .
"

tI )  5 0  .  ' C T E S T  L I N E  C M I T H  T A B ) . "
OM OS  " 4 T E 5 7  L I M E  ( K i l n  DOWN A R R OM M ."
EN  G O  R E M  o m m  P r e S s  E S C  t h r e e  t . m e s  t h e n
NO  G S  R E M  * * f t  p r e s s  C O N T R O L  a n d  A R R O W .
HP 7 0  ?  " T E S T  L I M E  %%%%% * S .  ( W I T H  ARROWS )

. "
RS  1 4 0 8  L I S T

us  l e g  R E M  N M I  5 . 1  U P  s c r e e n  a n d  s u p p r • S a
t h •  c u r s o r .

GM 1 1 6  GO0P OS ICS  CO:POKE 7 5 2 , 1
MR 1 2 0  " 6  G R A P H I C  I  h a s  a  c o l o u r e d  b a r

d • r  y o u  c a n  c h a n g e  ( u s i n g  S ( T C O L O •
, /  o r  by P OK E  7 1 7 . $ 0 , a n d  " l

cut 1 4 0  T  a l s o  a  c o l o u r e d  s  r r r r r  CSETCOLOR
2 , C , I  O r  P O K E  7 1 8 , 1 4 ) .  w h e r e  4 4 e C a s o l o

u r , I . i n t e n s i t y , a n d  4 = C m 2 1 5 6 • I . "
4 8  1 4 1  R E M  w e e  s e t  l o c a t i o n  f o r  ' L a s t  K e y

P r e s s e d
.  
1 7 6
4 )  
t
o  
z e
r o
.

T I  1 5 0  P O K E  7 6 4 . 2 0 S I P O S I T I O N  8 , 2 2 1 ?  " 1 ;1 2 3 0
▪  3 3 M  M O U E  3:1115111/Or

P H  I t '  R E M  N o e  W a i t  f o r  k e y  S O  b e  r r r r r r r
EG 1 0 8  I F  P E E K ( 7 6 4 ) . 2 5 5  ' , M E M  14141
ON 1 7 8  ?  " n o t a s  y o u  M OO ha w@  n o t i c e d .  t h e

r e  i l l  s p a c e  o n  t h e  l e f t  h a n d  S i d e .  T h
i s  i s " ;

AM i s o  " a  m a r g i n .  I S  i s  c o n t r o l l e d  b y  I
o c a t i o n 4 2 .  S i m i l a r l y ,  t h e  r i g h t  h a n d  n
a r 9 i n  i s  r
o n t r o l i l
d  
b y  
l o c
a t i o
n  
a l
. .
.

P I  I S O  ,  4 1 1 4 e  s h a l l  l o o k  a t  t h e s e  l o c a t i
ons w h e n  Y o u  a r e  r e a d y . "

SI  2 0 8  P O K E  7 6 4 . 2 5 6
,
P O S I T I O 0  
8 . 2 2 1 1  
" O M R

O M :0  3162 UM c o M M I O r
So I I I  I F  P E E N ( 7 6 4 ) . 2 2 1 1  TOWN  2 1 0
UT  2 2 •  ?  " R " ; P O K E  7 1 0 , 1 0 . 8 P O K E  7 1 2 , 1 1 4 1 : P O

RE 7 5 5 , e o .  - 4 0 n e  c a n  c h a n g e  t h e  l e t t  m
a r g i n  b y , t e r  • s a m p l e ,  P OK E  8 2 , 8 . -

I I  2 2 0  P OK E  8 2 , 0 o ?  " a e  t h i s  w i l l  m e a n  t h a
•  a l l  p r i n t i n g  w i l l  s t a r t  o n  T h e  t e r  I
O f t ,  N O  C O U l d  P O K E  1 1 2 , 1 8  a n d " ;

PO 2 4 8  ?  "  C h a n g e  t h e  r i g h t  h a n d  m a r g i n  w
othP ONE  8 3 , 3 8
-
, P O K E  
N 7 , 1 8 P
o l u t  
8 3 ,
3 8 3
?

-
1
.
4
f
R
o
w  
t
h
e  
p
r
i
n
t
i
n
g  
w
i
l
l  
r
r
r
r
r  
a
n
d
"
:

RP 2 5 8  "  e n d  a t  d i f - f e r e n t  p l a c e s  t o  t h
•  o r i g i o n a l s . w h i c h  w e r e 0 2 , 2  a n d  . 3 , 3 9 .

AV 7 6 8  ,  "  M O s h a l l  n o w  l e e k  a t t h e  r e s t  0
t t h e  T E N T  n o d e s  w i t h  l i s t i n g  I . "

I
2  
B
I
T 
S
Y
S
T
E
M
S
:  
M
U
S
I
C 
P
R
O
D
U
C
T
S 
F
O
R 
T
H
E 
4
8
K 
A
T
A
R
I  
I

Replay i s  a  c om ple te  s o u n d  s a m pl ing
syStem M a l  a l lows  y o u  t o  pr oduc e  r e a l
speeth2music on any 11-Bit ATARI
Illenturee:
• S a m ple  r a te  s e le c ta ble  i r on .  6 K hz  t o
21Khz
• S ampie playback through TV /M onitor
• A llows  samples to  be  us e d in  y our  own
Basic programs
• S upplied o n  car tr idge, n o  us e r  m e m or y
lost
• Records from HI-PI or external recorder
- N e w V 2  0 R e pla y  pr ogr a m  w i l h  bigge r
option
Also included in M e REPLAY PACKAGE

Oluidrume D ig i ta l  d r u m  s e que nc e r  I  no
harosare required) . a l lows  y ou to  c r e ole
your own D r um  rhythms us ing 8  sampled
drum sounds

Displands: S imple  s a m ple  sequencer  ( no
hardware requiredt allows you to play tunes
using sampled sounds ( dog barks, guitars
voices etc ) .
token A  real lirne E cho program to  create
special enects D e lay  variable behiegen 2mS
lo 1 sec
PRICES
REPLAY system icar indge . sortware. Dig- -
drum and Dig,synth)  only ( 39  95

MIDI MASTER

A full feature MICII inter lace tor your ATARI.
allows you to take lull control ot synths etc

Fa c tur e s :
• M IDI !Wont cables tar easy connection
• 8  Track Rea i tim e  sequencer with te m po
correction
• C a lm  CZ series voice editor  ( allows you to
edit and store voices un D is k a a pe i
• Y amaha 0*100121 series voice editor
• M usic player program 'a llows  you to  play
Music composer or AMS2 tiles. via M IDII
• Now includes DXT voice editor.
• CZ menu and split program

NB W e  will he producing other voice editors
tar ditferent synths, so it you own a ditterem
Synth,  get in louch

PUTURO R EI N AI I S
To e nha nc e  M ID I M AS TE R to  inc lude  a  1 6
l'ac i polyphonic sequencer

P RICE S
MIDI M AS TE R ( inter lace CABLE  plus  soil
,ware)  only E29 95.

O RDE R FORM
Please send me

Replay S ystemlit on DiS kJane
•Digidrum l ion D i s ti l l
-
a p e '
Midi M aster Interlace(s)  on Disk.'t ape'
Percussion M aster  S ystemist Disk ONLY

enclose a CnisqueiPostal Order '
or E ( P a y a b l e  to 2 Bit Systemst

• Delete as applicable

Listing 3

Send to  2  I l ls  S y s te m s , 4 4  folorrcom R oa d .
n „ , d ,  L U 5 4 2 G .

slY 3 0 1  R E P I  k i
-
w e  S e t  
u p  
N o d
e  
w i
t h  
n
o  
c u
r s
o r

a nd  n o  w i n d o w .
HIS 3 1 0  G R A P H I C S  1  :P O N E  7 5 2 , 1
E S  3 2 0  '  1 * 6 ; "  A L L  O F  T i l l  T E N T  I S I N  C A P I T

A L S  C O L O U R S C A N  IS IE  C H A N G E D  U S I N G " : P 0 5 /
T I M M  2 . 4 t ?  t 1 6 ; " C A P I T A 1 S "

OT 3 3 0  P O S I T I O N  7 , 6 : '  1 1 6 ; " l o w e r " : P O S I T I O N
2 , 0 : ?  1 8 6 • " E I 1 E U M  C A P I T A L S  ' ; P O S I T I O N

2 , 1 0 : ?  N 6 3  M M 2 2 3 n  E I M E R
L I  3 3 5  F O R  T = 1  T O  5 5 0 0 : N E X T  T
TL 1 4 1  R E M  m o w  G e t  r i d  o f  t h e  w i n d o w  b y
ON 3 4 2  R E M  w * *  u s i n g  G R AP H I C S  1  •  1 6 .
NN 1 4 1  R E M  w w *  K e e p  t h e  o r i g i n a l  t e x t  b y
GA 3 4 4  R E M  w o w  a d d i n g  3 2 ,  i e .  1 . 1 6 . 3 2 = 4 1
CG 3 4 5  G R A P H I C S  4 S
NM 3 5 0  P O S I T I O N  2 . 1 6 : ?  1 8 6 :"T H E  S C R E E N  C AN

BE E X T E N D E D  B Y  R EM O VI N G T H E W I N D O W . T M
I s  I S  D O N E ";

RE  3 5 5  "  N U : "  W e  A D D I N G  1 6  T O T H E  G R A P H I C S
M O D E .  E G . I N  T H I S  C A S E  1 4 1 6 0 R  G R A P H I C

•  1 7 " : F O R  1 = 1  T O  6 5 0 0 :N E X T  T r
,  1 1 6 : " N "UF 3 6 0  O b . : "  T H E  D E F AU L T  C OL OU R SOF  T H E  T
EMT C A N  O E  C H A N G E D  B Y  U S I N G  T H E S E T C O L
OR S T AT E M E N T  O R  B Y  U S I N G  P O K E . "

DO 3 7 0  P O S I T I O N  0 , 1 : "  N 6 ; " C A P I T A L S  P O K E
7 0 8  " : P O S I T I O N  0 , I 1 : ?  • 6 ; " E C I E

P OK E  7 0 1
LB 3 8 0  P O S I T I O N  0 , 1 3 1 7  1 1 6 ;
-
1 0 w e r  P O K

E 7 1 0  " : P O S I T I O N  0 , 1 5 : 7  1 1 6 ; " 9
.
1 1 3  n n E
POKE ' I A  oo

V k  3 5 0  F O R  T = 1  T O  6 0 0 0 1 N E X T  I : P O S I T I O N  8 ,
2 3 :
,  
N
I
S
: "  
N
O
W  
f
O
R  
g
r
a
p
h
i
c
S  
2
"
:
F
O
R  
T
=
I

TO 2 0 0 0 : N E X T  T

S C 3 S 5  R E M  w w *  N O W  s c r e o n .  S O  g e t  r i d  o f
c u r s o r  a g a i n !

HI  4 0 0  G R A P H I C S  2 : P O K E  7 5 2 , 1
UN 4 1 0  "  1 * 6 :"  g r a p h i c s  2 . : P O S / T I o N  0 ,

5 : '  M b : "  E V E R Y T H I N G  I S  T H E  S AM E  A S  n 3
9 3 3 1 M 2  n .  O U T  T W I C E  A S  D I G . "

U F 4 2 0  F O R  T = I  T O  1 6 0 0 : M E N T  T : P O K E  7 6 4 , 2 5
so? " R" : T  "M231016 M N  M N  UM WEEMPI I "

EA 4 3 0  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  4 3 0
r s  • T s  R E M  * m e  m a l  E d i t  c h a r a c t e r s  W i l l

n o t  w o r k  i n  n o d e s  1  &  2 .
SM 4 4 0  t i 6 ;
. .
n • 4 4 A L L  
0 3 2
3 "

PERCUSSION MASTER

A high qua lity  prolessoonal drumlut for  the
ATARI

Fe a tur e s :
• E x terna l D ;A  a n d  fi lte r  t o  e ns ur e  h igh
dustily s ound,  w h i c h  p l u g s  i n to  joys tick
ports I  &  2.

9 S ampled drum sounds
• P olyphonic Rhythm editor  using pull down
menus and windows
• Capability  to load ne w drum sounds trom
Disk
• inc lude s  e nha nc e d v e r s ion o f  RE P LAY
software a l l o w i n g  R E P LA Y  o w n e r s  t o
sample sounds with a far greater resolution
• Includes digital echo program tor use with
the REPLAY cartridge

• 3 Channel polyphonic
• 100 Song entr ies
• Audio Output via gi-to

PRSCO
PERCUSSION M AS TE R ha r dwa r e  &  s oli-
ware E29 95

Name

Address

Postcode

DIGIDRUM II

•

A digita l dr um  machine/sample  sequence
,that requires no extra hardware

Pic tu r e s :
• 9  sampled drum sounds
' S tep lime pattern entry
• Capability to load Replay samples into any
of the 9 sample positions
• K ITS  c a n be  loa de d or  saved to  disk or
cassette
• 2  Channel polyphonic ( any two drumsl
' 100 Song entries leo% complex looping'
• 32 P atterns l4-32 BeatvE tar i

PRICES
DISK E6 95
TAPE E3 95

Pagc 6 -  Issue 26 6 9



*  STAR CHOICE *

ACCE S S L E A D E R B O A R D

ca• • dash
• U S I L L B L J5 ST ARCRJAKIE 7 9 5 1 0 -0 5
D A T A B Y T E SPY V I  S P Y  1 0 .5 0 1 2 -7 5

8 . 5 0

SPY V S  S P Y  I I 8 .5 0 1 2 .7 E

C/ D

SPY V S  S P Y  I I I Leo 1 3 .7 5

SPI TFI RE 4 0

M O N T E Z U M A S  R E V E N GE CEO 1 2 ,7 5
DI GI T AL T O M A H A W K  6 4 K 8 .5 0 1 0 .9 5

F I GHT E R PIL O T 8 .5 0 1 0 .9 5
E NGL I S H S M A S H  HI T S  4 8 .5 0 1 2 .7 5

S M A S H  HI T S  5 8 .5 0 1 2 .7 5
S M A S H  HI T S  6 8 .5 0 12.15
CO L O S S US  C R E S S  2 .0 8 .5 0 10,90

GR E M L I N T RAI L BL AZ E R 8 .5 0 1 2 1
,
5

I NF O CO M M O O PIM IST 2 1 .9 5
1 4 0 0 11/A 2 6 .9 5

N O V A GE N M E R C E N A R Y

4 4 . 9 6

C O M P E N D I U M 18..711 1 4 _ 5 5
R A I N S I R D JE WE L S  O F  D A R K N E S S 1 2 .7 $ 1 2 .7 5

S I L I CO N CHI S AM S 1 2 .7 5 1 2 .7 5
RE D RAT D O M A I N  O F  T HE  U N D E A D 6 .9 5 L S O

L AS E R H A W K 11.911 8 .5 0
S P A C E  GU N N E R 2 .9 5 4 .7 5

S Y S T E M  3 IN 1 0 5 I A L  K A R A T E 5 .9 S 1 0 .9 1
US GO L D $ O L O  F L JO HT  I I 8 .0 0 1 2 .7 8

PS1011

AT ARI  A C E S 8 .5 0 11,A

R A I N E I R D

SHO O T  E N  U P S 8 .5 0 N I L
B E A C H  H E A D  I I N A 12•2E
R A I D  O V E R M O S CO W B•50 1 2 3

,
5

SUBLOGiC

S U P E R  H U E Y • 5 0 12.15
SIL ENT  S E R V I C E N A 12.1$

A M E R I C A N A F I DGE T 2,99 104.
D I M E N S I O N  X 2•55
AL L E Y  C A T 2•05 N/A
W H I R L I N U R D 2.93 H i S

M AS T E RT RO NI C D E S P A T C H  R I D E R L I S 11/A
CRY S T AL  R A I D E R 1 .9 5
LA S WA T 1 .9 5 NIA

M an y o tIvin . 1.111•• alwaslalsla

ACCE S S L E A D E R B O A R D 2 1 4 5
L E A D I R E O A R D -

E
l

8 .8 0
ACT I V I S I O N BASK AAAAA L 2 ON 2

LE ADE R BOARD

2 1 .9 5

8 . 5 0

HACKER II 2 1 .0 5

C/ D

L IT T L E C O M P U T E R  P E O P L E

1 8 . 9 5

2 9 .9 5

SPI TFI RE 4 0

S H A N GH A I

7 . 9 5

2 1 -0 5
mace S P ACE  P IL O T 12.7$

T HAI  B O X I N G 16.05
EPY X WO RL D GA M E S 21.115

WINTER GAMES 2 1 .9 5
S UP E R C Y C L E 2 1 .9 5
C H A M P I O N S H I P  WR E S T L I N G 2 1 .0 5

KL IM A 0 1 .0 RAPH I I 2 1 .9 5
K - R A M 4 4 . 9 5
K• SEPIA 4 4 . 0 $
K 4 4 . 9 6
K - S WI T C H 26.115

M I C R O D E A L T HE  A N I M A T O R 2 6 .9 5
E L E CT RO NI C P O O t 1 6 .9 5
P I NBAL L  F ACT O RY 21 8 5
T I M E  • A N D I T 2 6 -5 5
T RI V I A C H A L L E N GE 1 6 -1 5
M I C R O  T IM E  CL O CK C A R D 3 4 -9 5
R I D I I 2 1 -9 5

PS1011 PSION 3 0  CHESS 2 1 .9 5
R A I N E I R D S T ARO L IO E R 2 1 .9 5

T HE  P A W N 2 1 . 0 5
JE WE L S  O F  D A R K N E S S 1 8 .9 5

SUBLOGiC FLIGHT S I M U L A
T O R  I I

4 4 . 9 8

BO ULDE RDAS H
CO NS TRUCTI O N KI T C/ D 8 . 5 0 1 2 . 7 5 *LE ADE R BOARD C/ D 8 . 5 0 1 2 . 7 5
TRI V I AL P URS UI T C/ D 1 2 . 7 5 1 8 . 9 5 *
SPI TFI RE 4 0 C/ D 7 . 9 5 1 0 . 9 5 *

ATARI 8- BIT  SO FTWARE

TELEPHONE
( 0 6 2 5 )  2 5 2 2 8

Send cheques/POIAccess num ber  ten-
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ATARI ST SO FTWARE

Many other  titles avai lable
HARDWARE / P E RI P HE RALS /

J O Y S TI CKS  AV AI LABLE
NE W TI TLES  AV AI LABLE

I MME DI ATE LY  UP O N RE LE AS E

Orders over  £ 5 . 0 0  include postage other w i se  please add 5 0 p

SUNARO SOFTWARE (P6)
PO BOX 78,  MACCLESFIELD,

CHESHIRE, S K10 3PF

Access

[Books
SPEEDS CRIPT 3.0
Compute! Books
£9.95

I f  you want an easy to use Word Processor without the
complications of reading through large instructional manuals,
but st ill expect the flexib ility given by true commercial pack-
ages then Speedscript could be just what you are looking for.

The unusual aspect of Speedscript is that it comes in the
form of a book with the actual program having to be typed in.
At fi rst sight th is may well seem a daunting task as you dis-
cover that over ha lf  o f  the publication is dedicated to  the
machine code listing, but on the plus side there are two pro-
ofreader programs that ensure you type everything in  co r-
rectly. I  am definitely not the worlds fastest typist but it  only
took two evenings to get the program up and running and my
decision on seeing the final result was that it  was well worth
the trouble.

The fi rst  th ing  that you  notice is the cla rity o f  text.
Speedscript incorporates a lit t le  used Atari mode that allows
more definable and readable characters, which certainly helps
on the eyes after a long spell at the keyboard. A l l  the usual
features that you would expect f rom a Wo rd  Processor are
incorporated, includ ing  Screen Ed it ing ,  Erasing, Waste -
bucket, Search and Replace, Saving, Loading, Disk Menu,
Usable Memory, Screen Colour, Screen Overscanning, Word
Wrapping, Merge, Disk Commands, Printer, Screen Display,
Print FOrmatting etc. There are even four predefined p rin t-
keys including CHRS(27) to make usage of the program more
self-contained. In  fact you can predefine any key you want for
your own personalised-printer codes. Most of the features are
accessed w i t h  use o f  CTRL iS HI FT I O P TI O N/ S E L E CT
keys and are all well documented in the book.

The program includes a min i-dos wh ich  allows you to
inspect what files you have stored without leaving the main
program. Th is facility allows you to load, save, rename, lock,
unlock, delete, update directory and format disk and then by
pressing RE TURN you are back to where you left off.

Amongst the other features that I  liked was the fact that
when you erased a passage of text it was not lost automatically
but stored in the ' TE X T  B UFFE R'  which could be restored
at a later date if  you found out that you had erased by error.
Therefore it  was very easy to swap parts o f  the text around
without losing any of it when tidying up your letter or docu-
ment in this mode.

All no rma l formatt ing commands are adhered t o  like
changing margins, page lengths, marg in release, centering,
indentation etc. includ ing also an I N F O R M A T I O N  com-
mand, that works like RE M in BASIC. Although written in
your text it  does not p rin t  out, and is very handy when you
want to make some note about the file.

The program is so devised that you can enter your own
printer codes and save them, so that you don't have to enter
them every t ime you go to use Speedscript. Th is makes the
program compatible with  almost every printer.

I f  you are a cassette based user and are a litt le bit fed up
with all the 'd isk only' Word  Processing software then have
no fear as Speedscript works equally as we ll in  this media,
allowing you to save all your files to tape.

A ll in  a ll Speedscript is  a  b rillian t  Wo rd  Processing
package and is a joy to use. So i f  you can't afford the more
expensive software on the market, then you wi l l  not go far
wrong by purchasing SPEEDSCRIPT 3.01!. •

Reviewed by Eddie Gross



Contact 1
SM124 M O N O  MO NI TO R:  Fo r  sale,
NEW and in  box  unwant ed gif t ).  Only
1,90 o.n.o.  ( RRP  L149) .  A l s o  H E L P
WA NTE D!  Mercenary is a cunning game
but the Second City  is even more cunning.
I need help! Can also provide help on both.
Please phone or write to AB. Software Inc.,
30, Scylla Road,  Peckham Rye,  London,
SE15 3NY.  Tel.  01 639 8657 at weekends
or after 6 p.m. and ask for Andrew.

FOR SALE:  800XL £35. 1027 ‘80.  1029
L75_ 1020 £
4
5 .  
D u s t  
C o v
e r s  
£ 1
.
5 0  
e a
c h
.

Touch Tablet  £17,  Quic k  Shot  I I  £3 .
BASIC XL  £30. BASI C X L  Toolkit  LIO.
DOS X L  LI  2. LOGO £20. P I L O T L
Assem 'Editor £7.50. AtariWnter L5. Syn-
file — £25. B Graph 1,14. Paint L5. SAMS
Reference Guide ‘ 8 .  Machine Language
for Beginners 45 .  Mi c r o  Enquirer  X L
k2.50_ Analog No's 22, 26, 36, 37, 40 and
41 50p each. PAGE 6 No's  20 -  25 30p
each. At ar i  Us er  (al l)  20p each. Prices
negotiable o r  wi l l  sell t he lot  f o r  ‘399,
Phone Alva Gunnel l  on Norwic h 31122,
office hours please.

410 R E C O R D E R  F O R  S A L E :  Sti l l
boxed. N o  mains  l ead  b u t  s t i l l  h a s
computer recorder lead. Can use a Grand-
stand games plug. Offers to Marc Jones, 5,
Dovesmead Road, Heswall,  Wirral,  Mer -
seyside, L60 1XL

PENPALS W A N T E D :  Any  age,  any
country. I  have an XC 11 recorder and 1050
disk drive. I  also have a Touch Tablet  and
would like to swap pictures. I  would also
like to swap hints and tips on games. Con-
tact Marc Jones, 5, Dovesmead Road, Hes-
wall, Wirral,  Merseyside, L60 1XL

MERSEYSI DE C O N T A C T :  I  woul d
like to contact Atari owners liv ing in and
around Merseyside. I  am hoping to get a
520ST soon but  people wi t h  any  At ar i
computers are welcome to get in touch. I
have an 800XL and 1050 disk drive. I an
!fi ndley, 55, Poplar Grove, Prescot, Mer-
seyside, L35 5AY. Tel.  051 426 1475

•
PEN P A L  WA NTE D:  I  have an 800XL
with a  1010 cassette and i f  any  A t ar i
enthusiast wou ld  l ik e a  pen pal  1  wi l l
answer a l l  let ters.  Please wr i t e  t o  V i c
Terry,  116,  Dunlop Point ,  West  Silver-
town, London, E16 2AJ

ST P H O N E  H O M E :  T h e  viewdata
bulletin board wit h the added ingredient
:FUN! ) now has a section for ST enthusi-
asts. Det ai ls  c an b e  f ound o n  f rames
*1632# and "ST# L o g  on and let us know
you're there by leaving a message on the
babble board,  V23  (120015) 24  hours.
01 888 8894

FULL ATARI  P ACKAG E  FOR SALE:
800 computer 32k, 810 disk drive, 410 cas-
sette recorder and 2 Poinunaster joysticks.
All fully  boxed wit h manuals and guides.
10 disks of  software and 9 tapes. PAGE 6
Issues 1 -  13 complete, De Re Atari,  Your
Atari Comput er,  fi v e ot her  books  and
various magazines. Wi l l  deliver if  required
in North of England or Midlands. Wi l l  sell
complete t o fi rst  of fer over £150.  Te le-
phone R. W.  Mat tock  on Chorley ,  Lanes
02572 68612

BOOKS FOR SALE: The Visicalc Book,
Compute!,s Fi rs t  Book  o f  At ari ,  Corn-
pute!,s Second Book  o f  Atari,  Machine
Language for Beginners -  all at £5 each.
Computer Gamesmanship,  L O G O  Pro-
gramming at £3 each. Tel.  John Dimmer
on 0980 22991

P RI NTE R F O R  S ALE :  Alphacom 80
column thermal print er wit h Atari inter-
face, spare paper and manuals. 450 plus
postage. Tel.  D.  Healy on 0272 734779

MAG AZI NE S  FO R SALE:  Analog 17,
18, 22, 24, 29 - 41 and 43. f1_50 each. Also
Atari Assembler Editor ‘12.  M.  Hesketh.
Tel.  0706 351066

FOR SALE:  Atari Assembler Editor car-
tridge (no manual) £8. Atari Basic Manual
(as supplied wit h 400.'800, a boon to X L
owners) 1,5.  T w o  copies o f  t he A t a r i
Assembler manual 4 6  each. Postage L I
extra. T. C.  Mayers ,  241,  Avenue Road
Extension, Leicester, LE2 3ER. Tel.  Leic.
707206

FOR S A L E :  1029 print er,  dus t  cover,
Atanwriter,  printer ut ilit ies,  spare ribbon
and t wo types of  paper. £95 o.n.o. At ari
850 interface, dust cover and cornms soft-
ware £75 o.n.o. De  Re Atari,  Technical
Reference Not es  1, 10 each.  Te l .  0270
766462 and ask for Garry

ATARI  E AG LE  NE WS LE TTE R:  Pub-
lished by a small group in the North West
covering both ST and 8-bit. Published bi-
monthly at only  40p available f rom Atari
Eagle, 37 ,  Nor t hwood Road,  Prent on,
Wirral,  L43 OSR or f rom Mierobyte,  71,
Seaview Road, Liscard, 'Wallasey

PEN PALS WO RLDWI DE :  Seeking pen
pals all over the world concerning Atari 8-
bit. Please write to George van den Eijitel,
Diemerkade 13, 1111 A l l  Diemen, Holland

M O D E M  FO R SALE.  WS2000 modem
with Mult i -Viewt erm and Datatari inter-
face. A l l  you need to get started f or £60.
Call Steve on 01 851 5942

FOR SALE:  1020 printer:plot ter in excel-
lent condit ion £50.  W A N T E D  i n  good
condition. P A G E  6  issues 1  -  6  and
Monitor issues 1 -3.  Contact Adrian Bar-
ton. Welwyn Garden City 330393

P RI NTE R FO R SALE:  1027 printer in
first class condit ion including sparc ribbon
and cover. £85.  Phone Mar low,  Bucks
(06284) 4824

ME RS E Y S I DE  C O N T A C T :  I  woul d
like to contact Atari owners in the Mersey-
side area. I  have a 1040ST,  an SOO, a
I 30XE, printer and am short ly  gett ing a
laser printer. I would like to swap hints and
tips o n  games and  programming.  Ro y
Lynch, 24, Oakdene Road, Anfield, Liver-
pool, Merseyside, L4 2SR

MAG S  B O O K S  F O R  S ALE :  8 5
assorted back issues of  Analog and Ant ic
magazines. Computers  1st, 2nd Book  o f
Atari a n d  A t a r i  Graphic s  book .  W i l l
separate. Ring  J.  Bradbury  on Sheffi eld
461430 (evenings)

FO R SALE:  1027 printer, unused and still
in box,  Offers around ‘ 85 .  Contact  Phil
Arthur on Rickmansworth (0923) 770607,
e enings or weekends.

CONTACT really  does work! I f  you
need help or  want to get i n touch
send y our not ice to PAGE 6 on a
seperate s heet  o f  paper  beaded
CONTACT.  W e  wi l l  accept  a n y
notices f r o m pr iv at e ind iv iduals
except those of f ering sof tware o r
copying u t i l i t i e s  f o r  s a l e  o r
exchange. There is no charge.

ME G A C L E A R A N C E :  Ne w  8 0 0 X L,
600X1. wi t h  64k,  1029 printer,  new ink
cartridge and Atari Writer, 1050 drive with
U.S. Doubler,  protect switch and 7 DOS's.
MA C 65 cartridge. M M G  Basic Compiler.
Mapping the Atari (Old new). Tech.  Ref.
Manual. 1st  &  2nd books o f  M. L .  wi t h
LADS assembler and source code. 2nd and
3rd Books of  Atari, 2nd Book of  Graphics,
Computer A n i ma t i o n  P r i me r ,  A t a r i
Graphics a n d  Arc ade G a me  Des ign.
Assern. Language f o r  At ar i ,  6902 Ref .
Guide, Ant ic ,  Analog, PAGE 6, Monit or,
Atari User (too many to list). For more info
and bargain prices call Vi jay  on 01 570
3537, evenings, or write to V. Sisodiya, 6,
Nicholes Road, Houns low,  Middx .  TW3
3QH

NO  L I MI T:  There is no l imit  f or me in
corresponding wit h other Atari owners. I
would like to get in  touch wi t h users all
over t he world.  I  have 800XL,  130XE,
1050 drive and 1029 printer. Please write to
Marco D'Alessandro,  Verena Conz et t -
Strasse 20, CH-8804, Zurich,  Switzerland.

FO R S A L E :  1027 pr in t er  and  A t a r i -
Writer.  Almost  unused. £75 o.n.o. Phone
Jeff 01 500 0555

PEN P ALS  WANTE D:  I  would like to
swap ideas wi t h  people a l l  around t he
world about hardware and software. I  have
a 256k 800XL,  1050, 850 and TXP-8100
printer. Pleas e wr i t e  t o  Mi c h e l  v a n
Deventer, Postbus 214, 2350 AE Leider-
drop, Holland

WA NTE D:  ANY  Atari mags, books, soft
hardware work ing or not. Of fer GB-Euro-
USA Truck,  M.'Cycle, Photo mags, books,
items, C. B .  e t c .  D . C .  Shephard,  9 8 ,
Western Road,  Brentwood,  Essex, CM14
4SS

E X CHA NG E :  W i l l  s wa p  A t a r i  1027
printer and 1029 printer and original copy
of Elektraglide for Epson GX-80 and con-
necting interface. Offers please to Paul or
[an Hollins  at 114, Queens Road, Cheadle
Hulme,  Cheadle, Cheshire, SK8 5HS or
phone 061 4851126 and ask to speak to Paul
or Ian,

ST AND  X L P E N PALS  WANTE D:  I
have many friends around the world and
am looking for more to swap hints and tips
with.  A l l  letters wi l l  be answered. Please
write t o  Ma r t i n  Bradwell,  157,  Crosby
Road, G r i ms b y ,  S o u t h  Humbers ide,
DN33 I LY

FOR S A L E :  8 0 0 X L ,  s t i l l  b o x e d ,
complete. Brand new but  checked. ‘ 7 0
o.n.o. or will swap for 850 interface or 1027
or 1029  pr int er.  Cas h  ei t her  wa y  t o
balance. T.  Naish, 2, Polmear Road, Par,
Cornwall,  PL24 ZAN.  Tel.  072681 2069
(evenings)

PEN PALS WANTE D:  From Ireland or
all over the world.  I  own an 800XL and
1010 recorder. I  would like to swap tips on
games and programming.  I  a m look ing
forward to hearing f rom you. Please write
to Manus O'Reilly ,  Sky Farm,  Oldcastle,
Co. Meath, I reland

HE L P  PLEASE:  I  have a problem that
only a U.S.  Doubler can solve. To  anyone
that can help I  w i l l  supply  a  beaut iful
double density binary menu. Please write
to Ke i t h  Goodwin,  2 ,  Somerset Strcct ,
Taibach, Port  Talbot ,  W.  Glam.  SA13
I UA
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BACK
ISSUES

PAGE 6 back issues represent an excellent way of increas-
ing the enjoyment of your Atar i  wi th articles to enl ighten
you, programs to type in and reviews of software Co guide
you. Almost all of the content of past issues will be as fresh
and relevant today as when i t appear ed -  increase your
enjoyment now, before it's too late!

I SSUE 13: Last r emai ni ng copies to clear  at ha l f  price.
Only 60p each (inc.  postage) or  just 25p each i f  ordered
with other  back issues (UK only).

I SSUE 19 -  The first coverage of the ST but not to be outdone,
plenty f o r  t he 8-bits .  A  great  machine-language space game
SECTOR 10, a super ut ility, Magfi le, to keep track of your books
and magazines plus The Chase. The second part of  our series on
Display Lists, build your own Speech Synthesiser, a review of
1985, in-depth Adventure reviews and plenty more.
I SSUE 20 - GRAPHI CS SPECIAL.  A super special issue with a
graphics theme.  Dr a w some masterpieces wi t h  G RA P HI CS
WORKSHOP and explore your graphics potential wit h Colour
Palette, Picloada, Colour Attributes and CI O Slideshow. An in-
depth rev iew of  Printshop and Graphics Ar t  Department ,  the
final part  of  Display Lis t  a n d  the Adventure column. I I  pages
devoted to the ST plus A colour feature A TA RI  A R T  and ST
GALLERY.  And there's more! BLOCKBREAKER is one of the
best games to have been published in any magazine. Don' t  miss it
I SSUE 21 -  A  packed issue wi t h  games, T R A I N  CRA ZY ,
Revenger and Forklif t .  Ut ilit ies Scalemaster, Qui. *  Disassembler
and Measuring Tempert  ture. Programming hints  wi t h  Doing
The Impossible, Error 8 Solved and THE  G UI DE  TO ERROR
CODES.  Reviews of  Flight  Simulator 11, Hitchhiker's Guide to
the Galaxy, and the latest Adventures. For the ST a DEGAS to
NE 0  converter, Lattice C reviewed and reviews of a whole host of
software.
I SSUE 22 -  More serious users will enjoy S MARTS HE E T,  a
Visicalc like type-in spreadsheet, and our rev iew o f  Paperclip
whilst gamesters will puzzle over Tricky Cubes and try to survive
Hidden Depths. Th e  Guide t o Error Codes is  concluded and
there are articles on Fractals, Tape Problems and some less well
known Adventures. Loads of  reviews and some great new rou-
tines for Blockbreaker. S T users wi l l  fi nd out  how to program
Sprites and can read reviews on Time Bandit ,  Pro-Fort ran 77,
VIP Professional and more.
I SSUE 23 -  Another superb machine language game Water Ski
School wi l l  test your reflexes. Wordsearch wi l l  challenge those
who like puzzles and other listings include Superclovvn and the
utilit ies Xref  and Verify .  A  huge rev iew of  Ult ima I V heads a
comprehensive review section and Going Online Part 1 wi l l  let
you know if  telecommunications is for you. S T owners can dis-
cover how to get a bigger screen on their colour monitor and read
reviews of Zoomracks, Sierra On-Line adventures and Pro-Pascal
amongst others. Also, is it worth adding a 5 '4" drive to your ST?
I SSUE 24 - The biggest issue ever published! Great ST section
with info about ST disks and cartridges and loads of reviews. For
8-bit users, M U N C H ?  MA DNE S S  the best game we have ever
published plus a super cheque book ut ility  A UTO CHE CK .  Plus
all about checking your disk drive, another game, more utilit ies.
reviews of RAMBI T,  Adventure games and lots more. Too much
in this issue to list fully!
I SSUE 25: Another biggie! A must for 1029 printer owners with

great ut ilit ies including a screen dump. A super Japanese chess
game called SHOGI ,  a type in  REVI S I ON C  BASI C,  a f ul l
feature on disks and more. For ST,  type in O THE L L O ,  reviews
of LEADER BOARD and MEAN 18, Hints and Tips and several
other reviews and articles.

All  back issues are £1.20 each i n the U. K. ,  11.75 for
Europe or  surface mai l  elsewhere and ‘2.67 for  Ai r  Mai l
outside Europe.

Please make cheques postal  orders payable to PAGE
6. Send your  order  to PAGE 6, P.O. BOX 54, STAFFORD,
ST1.6 I DR,  ENGLAND.

ACCESS and VI SA accepted. Telephone 0785 213928.

LOTS MORE!
Subscribers to PAGE r, gels lots more special •,Ilers. Books.
incredible collection of  Public Domain soli ware for 8-bit  and S'
machines, exclusive software, binders and more. To  find out what
you are missing ask for a copy of  our P A G E  6 ACCESSORY'
SHOP LEAFLET.
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GET THEM
ON DISK

Al l  of  the mos t  recent  issues of  PAGE 6 are available
on disk i nc l udi ng those out of print issues!

A P AG E  6  Issue disk contains al l  o f  the pr ogr ams
(except ST)  fr om a par ti cular  issuc, ready to r un fr om a
custom Menu.  No more frustrating hours typing all those
long pr ogr ams.  See just how good they are wi thout the
effort.

I SSUE 14 -  Contains CO UNTE RACTI O N,  SUPPLY BLAS-
TER,  C R O S S W O R D  C R E A T O R .  D E P T H  C H A R G E ,
ACCESS I I I ,  RAI NBOW START,  BASI C A NI MA TI O N and
TYPO
I SSUE I S -  Contains T H E  WA NDE RE R,  K A NG A ,  T I C K
TOCK,  ALTTOCAR,  T H E  BOOSTER and P L A Y E R MI S -
SI LE GRAPHI CS
I SSUE 1 6  -  Contains  B L A C K  B O X ,  FRE E WA Y  ACE! ,
DRA UG HTS ,  T U R N  T H E  TABLES,  A UTO CA R GRAPH
and CHARACTER P L O TTI NG  programs.
I SSUE 17 -  Contains  RE NUM,  S HO O TI NG  G A L L E RY ,
X-Y-ZAP,  I N L A Y  C A R D S ,  C A S T L E  M O R G U E ,
MA ' TTHE WS  L A B E L  M A K E R  and  several programs  o n
A NTI C modes 4.5.
I SSUE 18 -  Contains BERTI E,  G RA ND PRI X  I I ,  B L I TZ,
LI STER.  STARS,  TYPO 3 and several programs on Display
Lists.
I SSUE 19 -  Contains S NO WFA L L ,  T H E  CHASE,  MA G -
FI LE,  SECTOR 10, S TA RK  IES UTI L I T I E S  plus programs
for t he Speech Synthesiser and several programs on Display
I .ists.
I SSUE 2 0  -  Cont ains  B L O CK B RE A K E R,  G RA P HI CS
WORKSHOP,  COLOUR PALETTE,  PI CLOADA,  COLOUR
A TTRI B UTE S ,  CI O S L I DE  S HO W plus more Display Lis t
programs and pictures for Graphics Workshop.
I SSUE 21 -  Contains REVENGER,  TRA I N CRAZY,  FORK-
L I FT,  S CA L E MA S TE R,  D O I N G  T H E  I MP O S S I B L E ,
Q UI CK  D I S A S S E M B L E R  a n d  M E A S U R I N G
TE MP E RA TURE .
I SSUE 22 - Contains SMARTSHEET,  TRI CKY  CUBES (two
versions), H I DDE N DE P THS  and new versions of  BLOCK-
BREAKER.  DO UB L E  SI DED DI SK.
I SSUE 23 -  Contains ut ilit ies  X RE F and VERI FY!  Games
SUPERCLOWN and W A T E R  S K I  S CHO O L  ( i n  machine
language). The  word puzzle game WO RDS E A RCH as well as
CO L O UR MA G I C demos and TWO  BONUS programs!!
I SSUE 24 -  Contains the complex check balancing program
A UTO CHE CK  and M U N C H Y  MADNESS,  the best game we
have ever published!. Plus another game FL Y I NG  HI G H and
two superb utilit ies, SPEED CHE CK  and ME NU.  A  very full
disk and not to bc missed.
I SSUE 25 -  Contains the chess program SHOGI ,  a page fl ipping
demo, B O UNCI NG  B E RT,  and three 1029 printer ut ilit ies .
1. IST 1029, SCREEN DUMP  and S MA L L  FONT.  A must for
all 1029 owners.
I SSUE 26 - Contains all of the 8-bit listings f rom this issue ready
to run.
PAGE 6 Issue disks will  run on any 8-bi t Atar i  wi th 48k or
64k memor y.  Each disk is Just £3. 9 .  Compar e  that  for
value!
Postage is FREE in U.K.  Overseas please add LI per  order
(for  any number  of disks).
Or der  your  disks f r om P AG E  6 by post f r om P AG E  6,
P. O. BOX 54,  S TAFFO RD.  S T I 6  I D R  or  by  tel ephone
using ACCESS or VISA on 0785 213928.

D U S T  COVERS
Vou've spent a lot of  money on y
o u r  e q u i p m e n t ,  
w h y

spend mor e on repairs fr om breakdowns caused by dust,
dir t a nd spi l t l i qui ds? Dust  covers f r om  P A G E  6  ar e
custom made for  each piece of  equi pment and come i n
smart natur al  P V C wi th a br own or  black t r i mmi ng as
appropr iate.

Avai lable f or  A L L  Ata r i  equi pment  i ncl udi ng ST.
Prices f r om £2.95, Please phone for  details or  ask for  our
Accessory Shop leaflet.

PAGE 6-Tel ephone 0785 213928



AUT O CHE CK 4.0 (ISSUE 24): Due to an Editorial
brainstorm towards the end of last year we printed the wrong
version of AUTO CHE CK 4.0 which contained a bug that
meant that the screen was not updated properly_ Apologies to
Peter Franey and to all readers who were confused. The
following lines should be added/substituted to the original
listing.

I P

MK
RC
TT
UT

KO

Kt.
D i

CM

HE 9 2 0  I F  P E E K C O 2 7 1 ) = 0 3 3  T H E N  G O S U B  0 2 7 : G
OSUB 9 8 0 : R R = R R
-
0 1 : G O S U B  
7 9 9 5 : R E
T U R N

9 3 0  I F  P E E K t 0 2 7 9 1 = 0 3 2  T H E N  P = V A L C A M S ( C
H * 0 9
-
0 8 , C
H K
-
0 9 ) )
: G 0
S U 0  
9 8
5 :
C
H =
9 9
.
1 1
: G
0 5

(10 9 5 0 : P O P  : G O T O  2 1 0 2
9 6 0  l i A t = B A L . F P : G O T O  9 6 7
9 6 5  B A L = B A L
—
P
9 6 7  I F  C H = 9 / . 9 9  T H E N  C H = 0 0
9 8 5  F O R  X = C H  T O  0 2 0 1 : I F  Z = 0 2 0 1  O R  D A T E
5 t 0 3 3 * I
-
0 3 2 , 0 3
3 * I 1 =
• •  
“  
T
H
E
N  
H
I
-
0

1 : G O TO  1 0 5 0
2 2 3 0  G O S UO  ( 1 2 7 : T R A P  2 2 3 0 : P O 5 I T I O N  0 3 1 ,
0 2 2 : '  ” A M O U N T  • • ; : P P = 0 3 1 : G O S U I S  9 5 0 0 : T R A
P 4 0 0 0 0 : P = V A L C C S )
2 2 3 5  I F  P < O 0  O R  P > 9 9 9 9 9 9 . 9 9  T H E N  2 2 3 0
4 0 0 3  I F  D 4 T E 5 ( I * 0 3 3
-
0 3 2 , I * 0 3 3 ) < = Z S  
T H E

M M M = R R : G O T O  4 0 7 0
9 8 1 5  I F  N < > 0 7 8  A N D  M < > 0 0 9  T H E N  9 8 0 0

1029 SCREEN D U M P  (ISSUE 25): The program as it
stands prints the screen in inverse (sometimes it doesn't!)
and Darren Clarke of Nottingham has sent in the following
fix. Substitute the following lines for those in the original
listing.

LS  1 0 1 0 0  R E S T O R E  1 0 1 1 0 : F O R  P = I  T O  6 3 : R E A D
B Y TE : P O K E  1 6 9 5 4
.
P , O V I E : P O K E  
7 1 2 , 1 1 V
I E : M

EMT P
ZS  1 0 1 1 0  D A T A  1 0 4 , 1 0 4 , 1 4 1 , 1 8 1 , 6 , 1 0 4 , 1 4 1 , 1

8 0
8t1 1 0 1 7 0  D A T A  6 , 1 0 4 , 1 4 1 , 1 8 9 , 6 , 1 0 4 , 1 4 1 , 1 8 8
RP 1 0 1 3 0  D A T A  6 , 1 6 0 , 1 1
1
3 . 1 7 3 , 4 0 , 1 2 1 , 1 3 6 , 2
4
UV 1 0 1 4 0  D A T A  3 7 , 7 3 , 2 5 5 , 1 4 1 , 2 3 5 , 5 2 , 2 3 8 , 1 0

8 , 6 , 2 4 0
1 0 1 5 0  D A T A
1 0 1 6 0  D A T A
1 0 1 7 0  D A T A
1 0 1 8 0  D A T A

TG
PO
FY
EJ

2 1 , 1 7 3 , 1 8 0 , 6 , 5 6 , 2 3 3 , 4 0 , 1 4 1
1 8 0 , 6 , 1 4 4 , 4 , 2 4 , 7 6 , 1 7 9 , 6
2 0 6 , 1 8 1 , 6 , 7 6 , 1 7 9 , 6 , 2 3 0 , 1 8 9
6 , 7 6 , 1 9 5 , 6 , 9 6

R A MB I T  RE V IE W (IS S UE  24): Derryck Croker has
advised that an upgraded version of the software mentioned

version V I I ) is now available which contains its own
Operating System making transfer of multi-stage cassettes
much easier. Only works on X L/X E  models though.

SHOGI (ISSUE 25): Line 14030 got chopped in half
somehow. The correct line is as follows.

VP 1 4 0 3 0  P RI NT "*RCEIY11134:111***e •  1 *  .014
-
\

•  I *  I  1 1 - 1 9  m  N u m  I  *
/  a g o  I *  •  1 •  ;

Also, in the rush to get issue 25 out before Christmas, a
couple of the columns in the listings got transposed (my long
standing paste-up nightmare!). Good job it doesn't matter
which order you type the lines in! Apologies for any
confusion.

CENTRONICS
INTERFACE

WO RLD CUP 1986 (48K)
Manage olw country and squad o f  your
,hoice right through the Mexico finaks (iam e
tediums include scouts reports, Le-arn sele,.-
uon, FUL L  tactses selection wha t  Jo we do
with our comers. should we play •  sweeper,
how do we defend agausst their e re ct
-
n it s
ete.i. bookings, sendawso
l i  
U S F a r o o l r a l a
.

Mill/ le l,  substitutes, extra time lin  the knoc-
kout roundsh penalty shoot outs.. Ft  I I .
.$i.k1 CH COM M ENTARY
An d  G O A L S !

Gos s e tt*  ( AT, S P , C 8 4  p C 7 .4 0
Colek ( A T, C 0 4 )  C 7 .0 9

•  Transparent to all s/w
- no driver programme necessary

•  Connect direct to 600 or 800/XL
or 130 XE -  or to disc drive if fitted

E59.99F C
C  
S Y
S T
E M
S  
L I
M I
T
E
D

TH E OL D  AR M o U R Y
C OU R T BAR T ON
C R EWKER N E
SOM ER SET
T AM  7111'

TEL CREWKERNE (0460) 73442
PRESTEL MAILBOX 046073442

DEALER ENQUIRIES MOST WELCOME

Includes V AT -  El P &P

LIVERPOOL (48K)
1
.
1
1
E 
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n
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o
l
l  
m
a
n
a
g
e
r  
p
o
n
e  
F
o
r  
t
h
e  
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featuring varm ig  skill and stamina levels.
scouts reports, M a lrIM  team ;and tactics
selecuon. lo ll league table. managenal rating
and save p m  e [actin% 42  game I.rague
season, plus I
- A ,  
M i l k ,  
a n
d  
F u e
o p e
a n  
(
u
p

Matti d isk and BOTH C64 versions have 4
divisions. income. expenditure transfer
market. promotion. re legation. U E F A
and Cup Winners Cups in addition to lbe
17.assollo ' ,M um s

c e s s i r r s t  ( AT, S P , C 8 4 )  C  8 .4 5
DIS K ( A T,C 6 4 )  C 1 0 . 9 5

P.M. Corbishley, 212, Old IV almerstry Ruud, Bury, B1.9 6SA

600X L CINIEG
2 5 6 K ME MO RY  EXPANSI ON

800X L

Plugs into e lan 600900XL Expansion Connector kto  modifications
required Com p le te  Ain-. 152K garndisk  S or twa
,
e  w h i r r ,  h o l d s  
a  f o r

double dens ity  disk

FULLY  COM P ATIBLE  WITH
ATARI 0 0 5  2 .5  R A N D IS S  S P ARTADO5 RAM DIS K
S Y NFILE  1 1 4 .5 1 c  x E
AND ALL OTHE R X E  S P E CIALITY  P III0ORANIS

C l .  P A O  ; t r o d  s c
.
l . a  r e  d  
n  d  
d o c u m e n t a t i
o n  
o n  
1 1 . 5
5

16K TO GAK UP G RADE
A n y  1 6 5  A l an  4 0 0 1 0 1
.
6 0 0 a L  
i n t e r n a l l y

n•Panded to 48.14K
C40 .nc luding "atom  pos tage of M ar ;

Meg ST EXPANSI ON
520STMTWSTFM ekpanoed to 1 Mno
ETS inctuding tekiin postage of Atari
Expansion kits evadable for EMI

isoidenso necnssefii

chrque,mosim or de m
,
s l a m pe d 
e  
e n g i t i r  
l e s  
t o

S. FI TZJ O HN,  4 6 ,  Lonsdal e  Roa d,  S tam for d,
Lincs. PE9 2RN
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Utilities

BB 3 2 6 1 4 DATA 0 , 1 7 0 , 1 2 9 , 2 0 3 , 2 3 0 , 2 0 3 , 1 6 5 ,
70 3

I E 3 2 6 1 5 DATA 2 0 1 , 7 5 5 , 7 0 6 , 2 4 3 , 2 3 0 , 2 0 4 , 1 6 4
2 0 4

VC 3 7 6 1 6 DATA 1 9 6 , 2 0 6 , 2 0 0 , 2 3 5 , 1 6 5 . 2 0 8 , 1 3 3
, 2 0 4

GR 3 2 6 1 7 DATA 1 6 5 , 2 0 7 , 1 3 3 , 2 0 3 , 2 4 , 1 6 5 , z 0 4 ,
1 0 5

ON 3 2 6 1 8 DATA 4 , 1 3 3 , 7 0 4 , 1 3 3 , 2 0 6 , 1 6 9 . 3 2 , 1 3
3

MY 3 2 6 1 5 DATA 2 0 3 , 1 3 3 , 2 0 5 , 1 6 0 , 0 , 1 7 2 , 2 0 7 , 1
4 5

EA 3 2 6 2 0 DATA 7 0 3 , 2 0 0 , 1 9 2 , 8 , 2 0 8 , 2 4 2 , 1 6 9 , 3
OY 3 2 6 2 1 DATA 1 4 1 , 2 1 , 2 0 0 , 1 6 9 , 1 , 1 4 1 , 2 4 0 , 2
RX 3 7 6 2 2 DATA 1 6 9 , 0 , 1 4 1 , 2 5 5 , 6 , 1 6 5 , 2 0 3 . 1 3 3
AX 3 2 6 2 3 DATA 2 0 5 , 1 6 5 , 2 0 4 , 1 3 3 , 2 0 6 , 1 6 0 , 0 , 1

6 2
BM 3 2 6 2 4 DATA 6 , 1 6 9 , 7 , 3 2 , 9 2 , 2 2 8 , 9 6 , 0
LN 3 2 6 2 7 REM PAGE 6  M A C H I N E  C O D E  D A T A
ON 3 2 6 3 0 DATA 1 7 3 , 2 5 5 , 6 , 4 1 , 0 , 2 0 8 , 3 3 , 1 6 9
oc 1 2 6 3 1 DATA 1 , 4 4 , 3 1 , 2 0 8 , 2 4 0 , 1 7 , 1 6 9 , 2
I B 3 2 6 3 2 DATA 4 4 , 3 1 , 2 0 8 , 2 4 0 , 1 3 , 1 6 9 , 4 , 4 4
BK 3 2 6 3 3 DATA 1 1 , 2 0 8 , 2 4 0 , 9 , 2 4 , 1 4 4 , 1 , 7 6
S I 3 2 6 3 4 DATA 1 9 2 , 6 , 2 6 , 2 1 5 , 6 , 7 6 , 1 4 2 , 6
PIS 3 2 6 3 5 DATA 1 6 9 , 0 , 1 3 3 , 2 2 , 1 7 3 , 7 5 5 , 6 , 4 1
ZB 3 2 6 3 6 DATA 4 . 2 4 0 , 1 0 , 1 6 5 , 2 0 , 2 0 0 , 1 4 , 1 7 3
NO 3 2 6 3 7 DATA 2 5 3 , 6 , 7 3 , 3 , 1 4 1 , 2 5 3 , 6 . 1 4 1
TF 3 2 6 3 8 DATA 2 9 , 2 0 0 , 7 6 , 2 0 8 , 6 , 1 6 5 , 0 5 , 1 0
UV 3 7 6 3 9 DATA 1 0 , 2 4 , 1 0 5 , 4 2 , 1 4 1 , 0 , 7 0 E 1 , 1 6 5
MU 3 2 6 4 0 DATA 8 4 , 1 0 , 1 0 , 1 0 , 2 4 , 1 0 5 , 3 2 , 1 3 3
VO 3 2 6 4 1 DATA 2 0 5 , 1 6 0 , 8 , 1 3 6 , 1 2 2 , 2 8 7 . 1 4 5 , 2

0 5
V T 3 7 6 4 2 DATA 1 9 2 , 0 , 2 0 8 , 2 4 2 , 1 6 5 , 2 0 5 , 1 9 7 , 2

0 3
CR 3 2 6 4 3 DATA 2 4 0 , 1 5 , 1 6 9 . 0 . 1 6 0 , 0 , 1 3 6 , 1 4 5
P T 3 2 6 4 4 DATA 2 0 3 , 1 1 2 , 0 , 2 0 8 , 2 4 9 , 1 6 5 , 2 0 5 , 1

3 3
GO 3 2 6 4 5 DATA 2 0 3 , 1 7 3 , 2 5 5 , 6 , 4 1 , 8 , 2 4 0 , 1 6
SU 3 2 6 4 6 DATA 2 0 6 , 2 5 4 , 6 , 1 7 3 , 2 5 4 . 6 , 2 0 8 , 5
OA 3 2 6 4 7 DATA 1 7 3 , 2 5 5 , 6 , 7 3 , 8 , 1 4 1 , 2 5 5 , 6
MG 3 2 6 4 8 DATA 7 6 , 9 0 , 2 2 8 , 3 2 , 2 2 1 , 6 , 1 7 3 , 2 5 5
CV 3 2 6 4 9 DATA 6 , 4 1 , 2 , 2 0 0 , 1 6 , 1 2 3 , 2 5 1 , 6
V L 3 2 6 5 0 DATA 1 3 3 , 2 0 7 , 1 2 3 , 2 5 5 , 6 , 2 3 , 2 , 1 4 1
RN 3 2 6 5 1 DATA 2 5 5 , 6 , 7 6 , 9 0 , 2 2 0 , 2 4 , 1 2 1 , 2 5 1
NV 3 2 6 5 7 DATA 6 , 1 0 5 , 8 , 1 3 3 , 2 0 7 , 1 2 3 , 2 5 5 , 6
NL 3 2 6 5 3 DATA 7 3 , 2 , 1 4 1 , 2 5 5 , 6 , 7 6 , 9 8 , 2 2 8
KY 3 2 6 5 4 DATA 3 2 , 2 2 9 , 6 , 1 2 3 , 2 5 5 , 6 , 2 3 , 4
I V 3 2 6 5 5 DATA 1 4 1 , 2 5 5 , 6 , 1 6 9 , 3 , 1 4 1 , 2 9 , 2 0 8
JN 3 2 6 5 6 DATA 1 6 9 , 2 5 0 , 1 3 3 , 2 0 , 7 6 , 9 8 , 2 2 8 , 1 2
J J 3 2 6 5 7 DATA 2 2 9 , 6 , 1 7 3 , 2 4 8 , 2 , 7 3 , 1 , 1 4 1
B I 3 2 6 5 8 DATA 2 4 0 , 2 , 7 6 , 9 0 , 2 2 0 , 1 7 3 , 7 5 5 , 6
TJ 3 2 6 5 5 DATA 9 , 0 , 1 4 1 , 2 5 5 , 6 , 1 6 9 , 1 0 , 1 4 1
ME 3 2 6 6 0 DATA 2 5 4 , 6 , / 6 , 0 , 8 3 , 5 8 , 1 5 5 , 0
MM 3 2 6 6 2 REM DATA F O R  C U R S O R  S H A P E
HO 3 2 6 6 4 DATA 4 8 , 0 , 0 , 7 7 , 7 7 , 0 . 0 , 4 8
GL 3 2 6 6 5 DATA 1 2 0 , 2 2 , 7 2 , 2 2 , 7 2 , 7 2 , 2 2 , 1 2 0  •

YOUR
OWN
CURSOR

Do you want to enhance your programs by providing an
alternative cursor? As well as a different shape, this program
can give you a flashing cursor if  you wish.

The effect is achieved by using Player I and the Vertical
Blank In terrupt and you should have no problems in  incor-
porating the routine into your own programs, providing they
do no t use simila r routines. No te  also that R A M T O P  is
moved down to provide a protected area, so be careful of this.

The shape of the cursor is determined by the DA T A  in
lines 32664 and 32665 and follows the normal binary make-
up of characters. You can alter this DA TA  to have any shape
you wish.

Using the routine is simple. Just run it  and use the con-
sole keys. S TA RT will change between the normal or special
cursor, O P TI O N wi l l  change the shape o f  the cursor and
SELECT will provide a flashing or steady cursor.

Have fun!

UM 3 2 3 1 0  R E M  - 1 1 -
1
4 -
N
-
N
-
1
4 -
1 4
-
N
-
N
-
N
-
N
-
s c o m
4 4 4
1 4
1 - 0 - 0 4 1 4 1 4
+
0
+ N
4
H
,
E * *

VY 3 2 3 2 0  R E M  *  P L A Y E R  M I S S I L E  C U R S O R  *
I N  3 2 3 3 0  R E M  *  b y  C l i v e  5 a v a g e
OP 3 2 3 4 0  R E M  *   •
HJ  3 7 3 5 0  R E M  *  P A G E  6  M A G A Z I N E
-
E N G L A N D  *
VR 3 2 3 6 0  R E M
EC 3 2 3 8 0  R E M O P TI O N  -  C H A N G E  S H A P E

S E L E C T / A N  K E Y  F O R  N O R M A L
CURSO R
S TART F O R  F L A S H I N G  C U R S O RSU 3 2 3 / 0  R E M

1G 3 2 4 0 0  D I M  B Y T E 5 C 1 2 0 / : I = 0
ET 3 7 4 1 0  Z = P E E K I 1 0 6 )
-
8 : P O K E  1 0 6 , Z
-
1 : G R A P H

I C S  0 : 7 1 = Z * 2 5 6
VD 3 2 4 2 0  P O K E  5 5 1 , 6 2 : P O K E  7 0 4 , 1 5
BK 3 2 4 3 0  7  :
7  
" S T R I N
G  
D A T
A

UT 3 2 4 4 0  F O R  I = 1  T O  1 2 0 : R E A D  0 :
7  1 1 ; " , " ;HO 3 2 4 5 0  B Y T E S ( I , 1
-
1 7 - C H R S C B ) : N E X T  
I

RZ 3 2 4 6 8  ?  : ?  " P A G E  6  D A T A
CK 3 2 4 8 0  F O R  I = 0  T O  2 4 7 : R E A D  111:7 B ; " , " :
CU 3 2 4 9 0  P O K E  1 5 3 6 + 1 , 8 : N E X T  I
BX 3 2 5 0 0  R E M
VF 3 2 5 1 0  x = o 5 R E A D R ( 0
,
( T E 5 3 1 , 2 1 )
5M 3 2 5 2 0  R E S T O R E  3 2 6 6 4
X i  3 2 5 3 0  7  :
7  
" P L A Y E
R  
D A T
A "

DL 3 2 5 4 0  F O R  1 = 0  T O  1 5 : R E A D  8
7  B ; " , " ;DF 3 7 5 5 0  P O K E  2 1 + 1 , 0 : N E X T  I : E N D
KV 3 2 6 0 0  R E M  L I A . M I L I C I E I M f f t h I M M I L M J , „ 1 „ ,
1 T 3 2 6 1 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 8 , 1 4 1 , 2 5 0 , 6 , 1

4 1
JX 3 2 6 1 1  D A T A  7 , 2 1 2 , 1 0 4 , 1 3 3 . 2 0 7 , 1 4 1 , 2 5 1 , 6
KH 3 2 6 1 2  D A T A  1 6 5 , 2 0 8 , 1 3 3 , 2 0 4 , 1 6 5 , 2 0 7 , 1 3 3

, 2 0 3
VO 3 2 6 1 3  D A T A  2 4 , 1 6 9 , 8 , 1 0 1 , 2 0 4 , 1 3 3 , 2 0 6 , 1 6

9
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Clive Savage brings you an
alternative if you are cursing
that cursor



TECHNOLOGY SO ADVANCED _Ns
11181108Y
• 6121Cby1ee R A M  (M O S T -M .  F M )
• 1 0 2 4 Kb yte e  RAM  4 1 0 4 0 5 7 .F l
• 1 9 2 Kb yte e  RO M
.  12111Kby1ea e sie rn al  p lu g -in  RO M  o p tio n

ARCHITECTURE
Mo to ro an  511000 O.efebed Pro o me in g
Un i t ( C P O  wan  •  ciao ,*  sp e e d  o f BMOW
tit•  b it ard e rn e r d am b u y
3 2 -b it e d e ma: d ata & a
2 4 -b it arl d re m b ie r
11..3.2 b it d e e  8  ad d re ss re g n we rs
7 We ak o r An to n
-
o p ts
56 inte ructoO ne
14 ad d rame n g  re dde e
5 d ate  W p m
D M A  (O rmu z ;M e mo ry Acce ss)
re al  time  diode  e e  stan d e rd

GRAPHICS
• KA b l -map p e d  d u p le ),
• p ale tte  o f 5
,
2  
c o l o u r
s

1
A
l
a
n  
M
e
w
l
l
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n
e  
(
o
n  
5
2
0  
A  
0
0
4
1
1
1

4 7 4 0 0  troglt re soe utoon •  ononocde rorna
• 6 4 0 .7 0 0  melo'nern ne sonMon - 4  co ke d ,
• 3 2 0 .2 0 0  lo w rowohrbon I f  co l o u r,
• 5 0  (madmen te st amp le , .  (4 0  co l  to w M e l
th i n g  °p o mme ls T V  to n  520.0.•
• 5 4 0 .2 0 0  ?podium ge adie rrian - 4  O p iate s
• 3 2 0 -2 0 0  f ag o t . . . d e an  I S  cc/Floors
•  40  co lu mn s 2 5  line  t art  d isp ie y

SOUND AND MUSIC
• 2  p ro d ram m ad e  * O P °  ce twe n e .
• fre q u e n cy p ro g rammab le  3 0 Hr • 1
,
2 5 1 0 M
• pe ngrame nabie  Ke to n e
• me se  ri d yn amo ,  * n o te d °.  Wirge re d
•
d
r
o
g
r
a
r
n
r
e
l
a
b
l
e  
•
A
R
A  
d
e
i
C
e
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w
l
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• MAPCO ( Me tro rn e n t DQ I I8 I  In te rre ce  (M I D I )
• WO O  ad o re s n o r...e ch o n  s y n t i n e ws e m  e tc

STANDARD SOFTWARE
•  O E M  de e ktrhe  T O S  ap an tan g  e ystain• ST aAsic me.nnyvtdflikngtiope =velem

MOUSE
•  high p re e wro n
•  2 b u tto n  co mb o
,• t ras with  1 2 0 S T - A W 1
,
0 4 0 S  T • 2
•  non sap  b ail  mo tto .? me mo
,•  re e nowahre  b ad  to r e asy neeenong ,

INPUT/OUTPUT
• M I D I  o u t . ( 5  p in  DINT  31 .251( b au d• M I D !  in  ( 5  p in  DINT  3 1 .2 5 K b au d
itautreho oda T O V  O C p e a*  to  p e ak FO K o h m
• t axa° in  t O V  DC p ale  TO pe e k 1 0 K onnt
• RO O  mo o d . .  ;  OV DC.  7 5  ohm
• mo n o  mo n ito r 1 . 0 V  DC. 7 5  oho,
• mo n o  honzonte l seen ro le  1 3  NO W
• mo n o  wr i a a t  wo o  re tte  7 1 . 2 1 1 1 1 r
• syn c 5 0 '  DC lacTiwe  low? .3 3 K onon
• mode rnqu idal R S 2 3 7 C  5 0  to 19,203 b ard
• tioPPY 001' 2 5 0  Kb tai l
• b ard  d isk T T  3 e tbda's
• mo u se  s t a n d a r d  AM P  conne cror
• lo yaliCk e t e r l d e l d  M ad  COnne tfOr
• Cartrid g e  Odd 1 2 8 1 1  ce o mity
• P r  ou tpu t (5 2 0 ST-1 4 0  t o r  TV o n

OPERATWO SYSTEM
• T O S  w4 th GE M  anvie ortne we  i n  R O M
• h i e rarch i cal  flay e tamtu n t with

p ab o tu acto rte e  an d  pe lt, n ame s
•  u se r mte h lacw wa GE M .  le tre l e on

e xp d avrafray COmme sott Arne bone
• mottoe s. ) c o n e
• wIn d o w rawbrog, re -pe e tbontog and  wag in g
• d ro p  down me mo  (e We cte d b y nate ste )
• O E M  lammed &e we .  in te rface

COMMUNICATIONS
•  1 1 5 -2 3 2 C menet mo d e m p o rt
•  le b il pe rate W p rin te r p o rt
•  M1130 p o rt o le o  toe  n e two re in g  IMO )
•  VT 52 We lle s.? Impute Pon

K E Y B O A R D
stan d ard  O WE R T Vtyp e wri te r fo rmat
9
,
5 
N
e
l  
•
r
o
.
,  
h
e
y
e

10 Function  * e ye
I f  ke y ne dne rte  ke yp ad  c o m a
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ke yb o ard  ( a v o w e r  re d u ce s C P U  Ornerrneed

1

ITS AFFORDABLE.
ONLY FROM SILICA
fru ity.  the re 's I  pe rsonal uompute r that not only MO M. p ro te an . like  othe r oomputers, but e lle  soive s
the One probeeon Mal tithe r compute rs have  e rase d  ASordebelety Sil ica Shop se  ple e nd to Ne sont the
5T ran g .  o l pe rle Nde lbe ire e s compute rs tram Atan  T h e  ST  wat  designed utilising the  mo st we e d
breakthrough. In  se miconductor te chnology. pe rdu:mg a  pe rsonal cornpulot th at pe rforms Me ss with
Weer pe rt. Wh ich  frowns tt co sts lees to  make  An d  darta to  buy T h e  Pe e t ST  e u rp u te rs now wi cke t
e e l  in p o w e r  l eADDI el e  a n d  b i de  in d i m  dri v e rs  h e  T O O  o p e ra t i n g  trictearn a n d  G E M  iwortrtne envi tessei teol
we non on RO M chips e n s* t e re  sigeedy installe d on Me  ST ke yboard  T h is aNb e s thie tintate  Wie ne r
booting M e n  you Nation on S i l l .  Shop sre  p e p e d  10 oder the  cornote le  Abeel ST we e .  O ur melt craw
department i s P i lo te d  i n  Sidcup  e nd  we  Do m 4  re te ll Otilie le  I t  S id tu a.  0 .p .note n . L io n  Ho u le
Froopitate  Co p t Rd! e nd Sedridges lO stord  Stre e t:. We  ne m might ye ars • spe ne niN of Atari poleuces.
Jorge  awn  i n  O i l .
,  U K  
c o e N t e n
y  
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a r
o  
w e
l l  
e s t a
b e r s
h e d  
a
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L I
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A
t
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W
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poop turnove r of oviee L5 million o n o .  P o sta ol 70 M atte s prow.de unbeelebee m i c e  Bort support W .
prone , Pe rn a Mobile s "Mon you we t lied invaluabe  d u mp  your M an  ownpunig  ido end meet of P ap
Noddlea Cr.  ayaile die  O NLY M O M  S IL ICA We  NUDISM th at you  re e d through an st we  h am to !e h ,
te e m you decide a t . . .  10 purchase  your Ale n ST

FREE S TARTE R KI T - Onl y  Fr om Sil ica
Weer you purchase  any Alan  ST ke yb o ard  you wi 1 n I  an y mo p e  the  be e  vaeua tor money c o m e , .
P M .  n e n e t tail you P I  We s race me  the  'allowing from Abut Corpore ron e s pert ol the  N O W / .

• BASIC Iie n9 IINP DO *  "  RAM C Manue l •  s r  O rm e ° M e w.
,  •  T O S , G E M  o n  
R O M

If you buy yam ST horn Silica 5nop yo u  will se m te pe e s
• NEOchersee  - colour e mo te .  program •  le t Wont Wo rd  Pcitereerie,

in .dUlrco , t e
a t  
& l e e  
e r 0 e
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pA luge de s •  Mime *  s t  STARTER KIT  wo rth  ove r E100, wh ich  we  an t Diving away FAKE OP CHARGE
issei e ve ry ST co mp u te  p ie cNime l at our nowise  re tail p rice s 7  his kit is n o tab le  ONLY M O M  SIL ICA
and El aimed al providing pe gs al i b i  valie b le  introduction to rho rme d  of compiling  We  we  conlicually
upgrading the  ST Starte r Kit which  contain . putte r domain and ogle r l i p p e d  s a  wal l a.  books.
"Marin e s and mcce morlas MI ealesent to ST commuting Ro tte n  I le  coupon be low her he  da1.11.

DE DI CATE D S E RV I CI NG  - Onl y  Fr om Sil ica
et Se ca Shop we  he m a ditelaNaed se rve .  de palme nd o f itve  MP Moe  M ad  traine d te chnical staff T h e
Nein t i  101.111 dad icalsd  to  . . . M i n  Atae i ( trap p e r p o d . *  The e  accurnotirlied knowe dge , shill and
experience make s Me m second In nona in the ir fie ld yo u  Can be  We l te d  an y work awn e d  out by the ta

ot the highest o lvid e d  A  Nan d ard  re  se rvicing which  ato believe yob will find ONLY m o s  siL icA
addition to  providing fu ll imarriong Medillee  fo r Ale rt ST  compute rm (both  in  and oul o f warran ty),  o u t
teem e a t .  able  IG offe r me mory we  p e u te lo r wo o d e n  to ST compute r,
I M O  R A M  U P G R A t I E ,  O u r upgrade  on the  we n d e d  Ale n 5 2 0 6 1 -M o r 5205T -
P M  k e i e b N i r d  e s e lNe e se  the  morramy fro m 51211 ID a i te mise  1024K I t  h a.  a h ill I  ye a
,  P e r e n t y  e n d  t a  
a v e r t a b l e  f r o n t
Se ca at an e ddironal re tail price  oe only De  DS '
,
V e t  M C I
T V  M O D U L A T O R  U P G R A D E :  Sil ica can  upgrade  M a 104051 F to  include  a TV ro p h ilo to
itsw you can  DWI uee .1 with  yo u r TV sae  Te lls ia an  inte rnal upgrade  and does not inneeve an y untidy
• rige mi b o o s A  co te  to  conne ct your ST ID ally clorne ste  TV is M o o te d  in the  since  ol lbq upgrade
winch me only ( P  linc Ve tt l b .  ucgde le  i t Moo etentable ICU Deny 5200T compute r, al the  saw:p ro m

THE FULL S T O C K  R A N G E  - Onl y  Fr om Si l ica
Na i r n ,  to Ittello r o c k e  of  al l  M e r l  r e u s e d  p e o d u c k t  o n e  w e  w • re • s e ue e  a l r t e e  e  s t o o t  o t  r e  N a m e  W e
mo o t Many klie wbot 011eti direct holt. the  USA end you will hind th at we  h aN ne w rek.111•1 in M A N .  of
many of our compe titors Un like  de ale r*  who  may on ly Mock me cte d  Nie s. we  have  the  fu ll range  i n
ad e tair, a .  catty a consplen. line  DI all te rCik. which n ap  been weaken *bout the  Me rl ST, A range  ao
wide as Ours Is soeneetung you e dt lino e  p e e wits ONLY M O E  U M &

AFTE R SALES S U P P O R T  - Onl y  Fr om Sil ica
Ne t Sawe d  We l when you buy your ST fro m Silica Shop, you will be lolly supporte d O u r Imre maimigs
erre re p  01 P o e m.  and I IM PO WNO N T h e  erill he lp to Pees you tu lly up to date  wilt, whe ts happening
in the Atari marke t An d  m e ddilian
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Atml mquimmOnege I I  you purchase  an  ST  fro n t Sitio , and  would  like  an y prOgrWnenorigtimleirChniCal
Mince, we P p  •  hill tie e  le Chnical outsmart teem to help you gat the  best horn your compute , S W A N .

Ne t  bolt tie  staff end the  me mo s spe cince e y dedscalod to providing e l le  We e  se m i .  on Atari ST
oseepolo. we  ale  cOntireent th e  o re  re lent e fe rry an  soce ptionally high mo w Cl au p p o rt T h e  ce n
reamed ONLY mo o s SIL ICA

FREE CATALO G UE S  - O nl y  Fr om Sil ica
Al Silk*  Shop we  re cogne e  Me l se rious p e e  re quire  an in-deplh infonnetion P r o . .  wh ich  w • MY
mai hos n e wsme n  and price  ase s to our ST owne rs. T h e m are  up so 4 •  pagre  kong and ale  e t
-
e m o t e d
min Nonne al d e tai l . . .  se e  as spe cial e ffe te  and product de to tp lions I I  you hare  alre ady Pwchme d
SI and wered te e  to he m your name  added to our mailing lie t p i n e  compe te  Ole cosie r.
, H t u r o  I l ous. The informetion banns* is ave lleent ONLY N O N  SIL ICA

FREE O V E RNI G HT DE LI V E RY  - Fr om Sil ica
Mn.! me tro  ore  proce sage  through o u r co mp d . .  we re  2 4  h o u r,  re  re ce iving Poe n M o st h ard ware
orders are  ward by tre  ove migN MET RO  courie r se rvice  I  REE OF CHARGE  !Co n d o n e d  within I N  .111
l ti s method heips to ensure  M i n e , .  de lay end memirturn pnaloction.

PRICE MATCH - On ly From Silica
ers hype th e  the  combination o f our low p o p e  FREE UK &Wormy " N o e .  FREE Starte r Kit end FREE

meim meePort will be  pcsigth to maks you buy your Atari  inquipmene Nom Seem M O P  It hoitrove t
Pere ti  tOrriethinD you with  to porch/me , nod you hen one of our compe titors offe re ig a l a  lowilf
Ihell p e a s e  CO NI SCI  o u r  W e s  d a p o r t m e n t  proni i i i e ng i re  w ri t
,  o u r  C O r e l p e I r l D e l  
r e p s  
P r i m e  
a n d

I P P O N  number fl o u r compe titor hes ths goods in slo p  we  will nonnalhg rive n  the  Pe e  ion a soma
Piesdiet - Meno Price ' balsa) and ste  provide  you we ll our normal lo w e feavery We  re alne  tie d we  are  not
the only company who will me l d , .  corte e rMor's p m *  Hamp e r,  ti you cone  lo i 0 1  a price  notch. you

also be .Nd le d  10 O W WNW P e p  p i v o t  including tre e  ope ale ite ra and  tach n o w support T h e
romp our puce match  p ro m .  r Moe  * NO al . licametNng you will re ce ive  ONLY FRO M SIL ICA. We  don't
reani yori io go onywne e  ye a tor your man  products 5 0  seep ea SAKS, the  UK N o l  Ad o  Spe cialist
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he Witordebelity 01 Atari  compute r, is ' O we d  in  the  p l o t ite
5200T-M ke yboard. which i  a  me re  E2511 lin c VAT) T h e  se rsion
the S I  come s P M  51211 eitAld. I s  we ll as a modulator mod Ne d km
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▪ d isk d am.  Wrth  I ts.  enonwous p o se r o f the  ST. you  can  e xpe ct
so me . . .M e e t titan  to  be produced. making  th i. I N  ultimate  g ame
neckline . II your requirement is lor a te rminal. de n  Me  5 2 0 5 1 AI can
nuttilt M i .  ro l l  too L e ad . are  p aile b a. ID conne d Me  ST to •  mu sty
ce monitors, and P M  the  lielwerrele introduction of tersninni e oftwore
on ROM cealodge . the  ST provide s a low I M P  te rminal her P AP P . *
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The 52051 F M with  51211 RAM .n d  h ip  mouse  re pome nts a fo rth * ,
bre akthrough b y Alan  CorpoNtion  in the  world  o f high p o o p , Sow
coot portioned computing T h e  model ie  Me  NNW se dition co rn s ST
W N W  • n o  is not one , powe rful. b u t oore pact IT  l  p rice d  at on ly
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new geenerotion o t compote . e n te p ise l.  Whe t'  purchereell horn p i ,
II Ne mo  o at) the  FREF S O N  ST  Stotle r Kit•  aaa peregirage on I N
NIS T o  mike  the  MOST FM re e dy fo r see  straight matey. Aldo he m
budi in to  th e  he yboord a  a  d e p e tlym tlial an n 5  lo t inhe re ...ion
storage  and re Me ve l, elbowing you army acce ss to the  mamb o  forge
ise d i l l  booed Pie twe re  o rrice  i s e ire ireble  fo r P P  ST  T h i s n e w
commuter comae  e th  all the  corre ct cable s and conne ctions you will
need to  pluo i t straigh t into  an y stan d ard  domeeetto te lime ign
You d o  not M e e k .  have  in  pure ne ss an  Atari  monitor
- I I  y o u  a oramie e  a e lDnilOr howe ve r I te m  ore  le viab le  wi t.  the  521381 in Me
Meowing money p e n  packagers
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BeCreuee the  MO ST-FM h as ite  own to we t Iranstorde e  built Into the
ke yboard, the re  we  no Melee, Pte rn e l  ad ap to rs to  clu tte r um yo u
,deek sp e c.  Yo u  are  Ian  with  only ono e mits le ad. p ro n g  both the
die t dove  and the  cole ckite r Yo u  ope dn't ask fo r I  mono sheikh and
demised unitE399
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• PLEASE SEND ME FREE LITERATURE ON THE ATARI ST •
1

Mr/Mrs/Ms.   S u r n a m e :
Address:

Postcode:
DO yo u  M o o d y O val a co mp u te
,If so , M i c h  a re  do  yo u  d e n ?
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For the  busine ssme n e nd the  mono ve lu re  he me  p e r.  Aberi to n s
Po d  roost powerrhe  model, the  104061 F wilt. KOOK RAM Thie l lo a
POW pomeehouss o w. ti .  unrodtros5  .nto e busme n e rmtroorte rd aa
• e mne  alone  zymase  o r can  support a main trame  commute  le  a
lowunal T h e  104061-P not only Mature s niece am much mammy e a
the 520ST-FM. but Woo mcluthe  a more  complud P re e n  de k doe .
The WI N  fe alure d gm rha 1 0 4 0 5 1 -r is •  one me ge Nte  datiO N * Me l
model I l e  ash e  me mory Arcade  o f I N  11141151•F onetime it ideal to r
e ppe calions o u ch  as  larg e  d e tain e e . o r ap ie me watte  L ike  th e
5i2057-Fu. I r .  1 0 .0 ST-1  h at  a  me tre  tre nae orme r b o b  iMis th e
ooneolo la Dive  •  . . . M e d  and style .  vi ta Mtn  Doe'
, o n o  M o m  t e e dI N  104051 n o  empane l From Se ca se e p men I  tre e  so ftistre
package  and 'ST STARTER KIT '  In  the  USA, I N  104051 F h as be e r
$OP with  a T V meduatelog like  th .  62051-IPA Ho we ve r Poe the  tse
mante l, Atari  are  manufactuoing the  1040ST-F sole ly with  busposs
te e  in mind and el d ap  not curre ntly include  an RF ereldwebtOr. th it
ae ons IMO you cannot use  I t wIth  d o m e sti c T Y ISibca Shop do
otte r a modu lato r upgrade  to f Only M e ) T h e  1040ST-F te e hohe
co sts o n l y  £ 5 9 5  l i n o  V A T )  a n d  u n l e s s  a  e itite lu ilitO r
upgrade  5  ' Ne d  me i re quire  en Atari  o r P ad  p arty Re n e w. T h e e
ar.  thre e  AM A mo n th s.  an ke ib e  and  the  p i ca*  toe tIn . 1040 pith
thee . monitors a re a  !Ne e se
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1040,5T-F Ke yb o ard  •  L o w mit co t monitor 1 7 1
,
0  ( t o t  W I T )
IMO'S T F Ke yb o ard  •  Me d  re  e co , monde ,. ( i n c  VAT,
The 101081AI co m p  eigh •  mouse  controlle r and include s listbde
of RAM  i t  t e a l  I le ttyle  double  se e d  M P  delve and le arns to n e
m o te t  both  built into the  iliwooe te  DO give  di co o p e d  end Wi e n
one. with only one main . lead£599.



presents

The THIRD GENERATION of Jeff Minter's unique LIGHT SYNTHESISERS
- MIND/MACHINE SYNERGY -

COLOURSPACE: allows the user to create dynamic, interactive light displays
using the Atari's 320 x 200 512-colour graphics. Do it to music... your ears won't
believe your eyes...
COLOURSPACE: mouse control, over 100 keyboard commands, compatible
with NEOchrome images (for foreground and background displays), 20 presets,
84 definable lightforms, record mode, load and save of performance data from
disk.

COLOURSPACE: raw 68000 power harnessed to create a completely new
artform... the first true light synthesiser... play light like music...

COLOURSPACE Discover why you bought your ST.

NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from
LIAMASOFT 49 Mount Pleasant Tadley Hants

Tel: 07356 4478
SEND S.A.E.FOR CATALOGUE & NEWSLETTER


