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THERE’S A RAT IN ATAAL...

..AND WITH TWO GREAT

'NEW GAMES FOR 1987!

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 of the Castle
Klang. For one or two gamers with simultaneous
two player action with or against each other!.

Disk 9.95 Tape £7.95

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.

: ok
Disk £9.95 Tape £7.95 o« Py

-

IN YOUR FAVOURITE SOFTWARE SHOP

DISC VERSIONS FROM JANUARY 10TH, TAPE

FROM JANUARY 17TH or direct from

RED RAT SOFTWARE (Dept. PCW), 11-15 Fennel St, Manchester M4 3DU
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editorial
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 fully. What comes out clearly is how subjective many
people are, with the expected comments of ‘less ST coverage’
or ‘more ST coverage’ and ‘less games listings’ or ‘more
games listings’. A number of readers went the whole way and
asked us to drop all ST or 8 bit 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 of those, but the ‘more /less’ comments proved how
very difficult it is to be objective. Everyone is coloured to
some extent by their own likes and dislikes, even if 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. [ have in past issues
included several programs that did not particularly interest
me personally, although judging from the votes in the readers
poll, getting a wide cross-section of articles and programs is
the right thing to do and [ hope that we have been objective in
the past and can remain so in the furure.

One comment made by several readers was that we
should drop all the long program listings because ‘nobody
bothers to type them in’ but I can assure you that they do!
Aside from the fact that we are the only magazine in this
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 listing 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 listing correctly and getting 1t to run 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 yourselt, 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 of the Readers Poll, so that
anyone itching to write an article for us might be inspired
with ideas. In the meantime [ will leave you with one
comment on the survey form which really had me puzzled.
“No B-bit items and less ST?!!! Now that would be really easy!

QUALITY 8 BII
PROGRAMS!!

ATARI 400,800/ XL XE DWHNERSs
AGAMEMNDN THKE PRIDE [N ANNOUNCING A HEW RANGE OF UALITY
SOF TWARE DESIBMED EXCLUBIVELY FOR THE ATARI B-BIT RANGE. A5
AM EXAMPLE OF THE PDWER OF DUR PROBRAMS, TAKE A LDOK AT THE
FEATURES OF OUR BASIC DISK FILE AUTOLDADER, BIEG CATs

- DISFLAYES
-OM ONE SCREEN 1M ALPHANUHERICM.
SORTE &4 FILES IN UNMDER | SECONDY

L TO &4 FILES
DRDER- USES MACHINE CODE-

s PRINT—OUT F&aCILITY

—FAPER SAVING DOUBLE COLUMN FORMAT; Al PHARNUMERICALLY LISTED
OEDER  WITH INDIVIDUGL  FILE BECTDR COUNMT AN STATUS
INFORMATION AS PER DDS 2.5 ICOMPATIBLE wWiTH B0 COLUMH, EPSOM
TYPE PRINTERS)

= ENTER, LOAD OR RLIM
—ANY SELECTED FILE BY A SINBLE KEYSTROKE

BIG CaT SFPFECIAL OFFER

Wl | BE AVAILABLE FROM JANUARY 1987 FOR £9.9%5 IMCLUDING WAT.
AVAILABLE DMLY FROM

AGAMEMRMON ERNTERFRISES L T,

119 Al E RDAaD, FORTSLLADE,
HBUSSEX B4 1EE

IFLEASE SEND A LARGE, 5.AE. FOR DUR FREE CATALDGUE!

FOR PROFESSIORNOGL GUIAL TTY

aT HOBBYIST FRICE S,
IT H&aES TDO BE_---

AGAMEMNONY

[ COMPUTE-A-WIN - MKII

- By Popular Demand - now also on DISK -
- now includes ‘Horses for Courses’ -
2 COMPLETE PROGRAMS FOR THE PRICE OF 1
Prog. A - FLAT RACING
Prog. B - N/JHUNT RACING
Each program covers all tracks in England & Scotland
Each self contained program allows choice of
1. QUICK 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 eic.
CASSETTE :- £6.95 ; 400/600/800 :
DISK:- £9.95 ) X1/130XE 32K Required
LOWMAC SOFTWARE
1, MOORE AVENUE - DUNST ON-GATESHEAD NE11 SUE
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prediction aid. 1t comes compbete with the largest database
avallable - 22000 matches aver 10 years. The database updates
aatomatically as resulis come in.

PREDICTS Mot just SCOREDRAWS, but AWAYS, HOMES

significanily betier than chance

ADAPTABLE Frobabilities are given on gvery fooare -

chooss as many selections as you need for your bet. The

prwhpmﬂmmlnrmﬂamb&iﬁfb‘rﬂum-mm
develop and test your own unique mathod,

@ SIMPLEDATAENTRY Al team names are in the program. Simply type in the reference
wmnhurthﬁmlhammﬂ:uﬂem[GENmpmdumﬁ:mliﬂtwcallﬂmbalmr].
DISC/MICRODRIVE COMPATIBLE Tapes supplied with comversion instructions.
PRINTER SUPPORT Full hard copy printout of data if you have a printer.

PRICE £15.00 (all inclusive)

AT LAST: No more straggling for hours to get the
FEGENBBH fixtare list into the computer, FIXGEN has bean

programmad with all English and Scottish lixnires
for 18867, Simply type in the date, and the full fixture e @ generated n
seconds. Fully compatible with Poolswinner. Vearly updates available.
POOLSWINNER with FIXGEN £16.50 (for both)

COURSEWINNERvs :=oéemn Covmomie
! 8
'-.ifl‘.I‘J‘FSE'mW-- ﬂ V3 can be used by axperts
SEEMNIEES  THE PUNTERS COMPUTER FROGRAM and ooc asional punters i
! YmmWMMwmunmmmmmhr:djmmume
analysis formula, or use the program in simple mode. Coursewinnar V3 uses
| satistical analysis of major factors including past form, speed ratings, course
statistics, prize money, weight, going, rainer and jockey form eic, stc. It
mmmmm.mmmm.m_mﬂ-mc.rm
database inclides vital course statistics for all British courses. You can update
the database — never goes out of date.

PRICE £15.00 (all inclusive) inciudes Flat AND National Hunt versions.
ALL FROGRAMS AVAILABLE FOR: PCWa (ADD £3.00). All BBCs, All SPECTRIIMS

AMETRAD CPCs, AMSTRAD
COMMODORE 64/1 20, ATARI (48K +), SINCLAIR QL
Supplisd o 1ap [smpls comversion to disc) - axcept PCW (on ¥ disc) and QL (on mucrodnve)

———
Send ChequesPOs for return of poat service te . ..

phone 24 hrs SOFTWARE phone 34 hrs
37 COUNCILLOR LANE, CHEADLE, CHESHIRE. = 061-428 T425

[ Sarsed for full sl of our soffeare
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DIRECT AMERICAN IMPORTS FROM OUR U.S.A. BRANCH
PLUS
BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE

All dedicated
magazines in stock
* Page 6

; gz : * Atari User
WHILE STOCKS LAST! # i il
When you purchase a 520 ST from us 48 * Analog

FREE accommodation for 2 for up to 17 nights

in a selection from 60 . hotels 3 HARDWARE

) T Full XL range
r 2T - R A \l\_\\ A \ 130 XE 15

All you have to do is pay for your meals 520 ST's_
; and ENJOY YOURSELVES Epson printers

TR =

. * Interfaces * Modems
Full supporting peripherals

Full service support etc

SOFTWARE

If it's available,
we have it!!!
* Arcade
» Adventures
* Educational
* Utilities

Ring us last & All latest titles

check our prices

Out of office hours,
check our bulletin board

for latest imports direct
from our USA branch

33, ORMSKIRK ROAD MAIL ORDER---------(0772) 27236 -:10:00am - 6:00pm
PRESTON BULLETIN BOARD:--(0772) 27236 - 6:00pm - 9:00am
LANCASHIRE

PR1 2QP

TEL: (0772) 21474 VISA & ACCESS WELCOME
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BECOME A
MILLIONAIRE!

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 if they had ‘IQ’s less than orang-utans’ and he wanted
higher standards for the Atari, based on Microprose’s own unequalled excel-
lence in developing simulation software. Now, Simon 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 ability can expect full co-operation and support
from Microprose who claim to spend in excess of §1 million in the States
developing its simulation blockbusters. If 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, GLB 8DA.

Apart from the chance of getting even more quality software, Microprose
setting up in the UK must be good news for all Atari owners with increased
availability of their existing titles, including F-15 Strike Eagle, Kennedy
Approach and Crusade in Europe among the eight Atari 8-bit titles currently

B A
USRI SRRSO ES E

INFOCOM
GOES TO
HOLLYWOOD

MNext in Infocom’s famous series of
adventures 1s Hollvwood Hijinx a
‘wacky tribute to ‘B’ movies’.

You have inherited the entire estate
of vour Hollywood mogul uncle Buddy
but with one stipulation — you can only
claim vour booty if you find ten trea-
sures hidden throughout the sprawling
mansion, and yvou must find them all in
one night! Infocom say that the game 15
loaded with puzzles that recall the pure
logic problems of Zork and contains one
of their zaniest puzzles yet. On Atari
XL XE at £24.99 and ST at £29.99.

available on both disk and cassette.

ANOTHER
ADVENTURE

NEWSLETTER

Sandra Sharkey is the Editor of a
nice little Adventurer’s newsletter
called Adventure Probe. It doesn't
feature much directly about the Atari
but that is probably because none of
you actually subscribe and write to her!
What it does have, which could be of
interest to anyone having problems with
an adventure is a whole series of maps
and solutions to over 130 adventures(!},
many of which appear on the Atari.

Plenty of hints, gossip, help and
adventure trivia in the newsletter
which, unusually, is available on a
subscription from as short as 1 month to
12 months. Send a s.a.e. o Adventure
Probe, 78, Merton Road, Highfield,
Wigan, WN3 6AT for more details.

WHO’S BRIAN CLOUGH?

Surely wou must know? He's
some sort of wizard computer program-
mer from Nottingham, isn’t he?
He must be because he has a new
game out from CDS Software called
BRIAN CLOUGH’S FOOTBALL

"FORTUNES.

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 of best selling board
games and was written with plenty of

advice from Brian Clough himself. I bet
those, programmers went through hell!
Between two and five players take on
the role of team managers and each
must steer his team through the season
in a ten strong league with other teams
managed by the computer or other
players.

Lot's of extras with the cassette or
disk, including a playing board, players
cards and money! Prices are £14.95 on
cassette and £17.95 on disk. Should be
in the shops now.

WAR GAMES
AND PRINT
SHOP?

In a very welcome move, providing they can actually get everything onto

=

the market in reasonable time, U.S. Gold have announced that 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. Virtually the whole range of SS1 products will now be mar-

MORE BUDGET
TITLES

Look out for more goodies but
cheapies from Mastertronic. Scheduled
for release at the beginning of the vear
were (Gunlaw, Masterchess, Back To
Reality, Despatch Rider and Xcel.

Keep ‘em coming, especially if they
are good!

3 Page 6 = Issue 26

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. Gold’s press release doesn’t actually say that there will be Atari
versions of all the titles but seeing as both companies made their names with
Atari in the States, we can but hope for a real bounty!

E:

>

48

keted by U.S. Gold at (hopefully) reasonable prices, certainly less than the £50 : %




Don’t miss this ldunchpad

for all that's new
in Atari computing

- l0am-bpm Friday, April 24
ATARI 10am-6pm Saturday, April 25
' l0am-4pm  Sunday, April 26

COMPUTER

® Champagne Suite, Novotel,
CINJYV Hammersmith, London

On display for the first ime 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 — the Mega ST workstations.
& Plus the remarkable Atari laser prin-
#8¢ the machine that has broken the
barrier in desktop publishing.

of these — along with break-
throughs for the ever-popular 8-bit
range and hundreds of new software
packages - will be on display at the
Bpril Atari Computer Show.

- i R :
POST TO: Atari Computer Show Tickets, Europa House, |
=# Advance ticket order —P.IIL'_’“MM- Hazel Grove, Stockport SK76NY |}
I . Flease supply =
[J Aduktticketsat£2(save £1) ............ £ ATARI Champagne Suite, Novotel,
Send for = [] Underl6sticketsat £1(save £11.... £ COMPUTER Hammersmith, London =
your advance 5 TOTALE SHOW April 24-26, 1987 B
t_ic_kets now . Cheque enclosed made payable to N =
Database Publications Lid ame : .
- and S.H VE = D oo <ol ok Address 8 '
Please debit iy credit card account
£1 a head! i
j a = s e 1T | =
r ™ PHONE ORDERS: Show Hotline: 061-480 0171
g LI CITTICITTICTTT]  pRESTEL ORDERS: KEY *89. THEN 614568383 e
[ Admission at door MICROLINK ORDERS: MAILBOX 72:MAG001 [
I £3 (odults), £2 (under 16s) Please gquote credit card number and full address + Ref SPEM i
W O e R T LT E T I T P E R L ]




Readers

POWER WITH
THE PRICE?

Dear Les,

I am somewhat disap-
pointed with the price of soft-
ware for the ST computers. I
believe that software suppliers
may well jeopardise the
growth and health of the ST
computers. In many cases the
prices charged are simply too
high. One of the main reasons
for people buying the ST
computers is their remarkable
price but you cannot have
‘Power without the Price’ if
the software is ridiculously
costly.

If things don’t change, 1
believe we could well witness
the slow strangling of the 8T
computers just as we Wwit-
nessed the same thing happen-
ing to the 8 bit computers.
That was a terrible shame. If
software suppliers were not so
greedy for immediate high
profit margins and went for a
slower and greater penetration
of the market, the Atari 8 bit
computers would be where
they have long deserved to be
— at the very top of the mass
market for quality home
computers. Everyone would
be happy then.

M. Jackson
London

I agree that the prices are high
for 8T software and would like
to see them come down fo more
sensible levels but the argument
is quite complex. The major
problem is that there are simply
not enough ST's around in the
U.K. to bring prices down to the
level of most & bit software.
Many 8 bit programs (not
necessarily Atari) sell in tens of
thousands but one major ST
publisher who spent over a year
developing a game has set a
target of 2000 wunits at maxi-
mum. The product sells at £35
so you might think that £ 70,000
is a lot of money but the
company will see less than half
of that, maybe £25,000 at most.
If they have four or five pro-
grammers and all the wusual
overheads there is not much
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profit left for future develop-
ment, and remember it might
take 18 months to reach that
2000 target. This is just one
example, although maybe not
typical. Other smaller, part
time, companies could produce
software more cheaply but they
are often the ones who fail 1o
advertise and distribute effec-
tively and so end up with even
less to live on. Like | said the
situation is complex and will not
change until there are a lot more
STs around.

DON’T MAKE US
BLUSH!

Dear PAGE 6,
Congratulations. I think
it has to be said once again.
PAGE 6 really is the best
magazine | have ever seen. I
started my subscription about
a vear ago and I am still very
happy with it. Since there are
no magazines for Atari pub-
lished in Switzerland I appre-
ciate the PAGE 6 magazine
very much. I've changed to a
disk subscription and although
it is great to receive the
programs on disk at the same
time as the magazine, I would
like to remark on something.
The title screen with the plane
is very well done but the

sound is a bit disturbing, at
least to my cars!. Maybe you
could have a look at it? Apart
from the noise, the disk is a
great pleasure ecach
Together with the magazine 1t
gives me the only chance to
take part in the world of Atari.
Thank vou, and don’t stop!

me.

Marco D'Alessandro
Zurich, Switzerland

Thanks for the kind remarks.
See elsewhere in this issue for a
contest to find a new title
program for the disk. Let’s hope
the winning title is a bit quieter!

PAGE 6 NOT UP
TO SCRATCH!
Dear Sir,

I am a 100°% Atari

enthusiast. 1 purchased my
800 at the premium price plus
all supporting hardware. Over
the last four years I have
slowly gained an insight into
the system mostly through the
American  magazines  and
publications. The English
publications just do not match
T PR |

Write to READERS
WRITE, P.0. BOX 54,

STAFFORD. ST16 1DR

T £ Bty S

standard and
seem to be more concerned
with boosting sales of soft-
ware. For instance DOS
PLUS from Analog is a
superb program and worth the
price of the magazine.

Mow the reason for this
letter is the subtle promoting
of the ST from all the UK
media and the total lack of
either the ST or the BDO seres
in the shops where we
originally purchased them,
also the price of 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 writing programs,
not buyving them, and to fully
explore the potential we
already have ‘cheaply’.

the technical

V. Wood
Burnham on Crouch

Is he talking about us? I think
that PAGE 6 has published
some af the very best programs
for the Atari 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 17 And I seem
to recall one or twoe articles on
programming, don’t you? I will
report on the flood of letters sup-
porting Mr. Wood 1n the next
155ne.

FOOTBALL
FANATIC

Dear PAGE 6,

I wonder if you could
help me. I own a 5208TM and
single sided disk drive and I
would like to put together a
system that will enable me 10
make a record of the games my
favourite football team have
taken part in. This would
involve all types of games and
should include such facts as
competition, 5eason,
opposition, score and scorers.

What type of database
software will I need? Will it be
possible to output the results
from the database into a graph
program like K-Graph? I
would also like to know if I

venue,

will need any further hard-
ware, given that the database
should have possibly 8,000
matches over all competitions.
So what would I need? More

RAM? Two double sided
drives? Hard disk? 1 would
consider any of these if it is
needed.

Peter Prendergast

Ibrox, Glasgow

They certainly take their foor-
ball seriously, these Scots, A
hard disk just to record your
reams results?? Seriously
though, you might just need a
hard disk if vou want 8000
records espectally if they contain
a lot of fields. Almost any data-
base will do what you want and
most can output files 1o be used

for graphing but you should
avoid those databases which are
fully memory resident as they
will not hold that amount of
information. Best get something
like Dbase 11, or a clone, which
is torally flexible although you
will need 1o learn how to
program it. I use H & D Base
{ sadly no longer available) and
purchased it because it was flex-
ible enough ro combine darabases
together over several disk. This
means that you can start oul
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

—
#




NOT IMPRESSED
WITH THE
XMMS01
Dear Les,

After reading the review
of the XMMB01 printer in

issue 25 I felt I just had to
write. [ purchased one of these
printers a while ago and at the
time I was assured that it was
totally Epson compatible. 1
got it home and quickly
booted up Print Shop using
the Epson driver and expected
to see a welcome message
printed. Instead the printer
just started printing a load of
rubbish and feeding a lot of
paper. We went through all of
the printer drivers and they all
produced the same result.
Many other programs that
work with Epson printers did
not work. The XMMB01 is
NOT fully Epson compatible.

In addition, and with
respect to Rob Anthony, the
printer does not support
NLQ. Just because a printer
supports double strike does
not mean it is NLQ. NLQ is
made up of the printhead first
printing part of the character
in outline and then returning
to overlay the dots to complete
the character.

I returned the printer and
got a refund and have since

database. Later, as vour data-
base (and your finance!) grows
you can go onto a hard disk and
combine everything
with very hirtle efforr.

It is difficult to give precise
advice withour discussing the
exact reguirements (don’r ask, [
don't have time!) but anyone
thinking abour a very large
database should check the soft-
ware carefully. If it is memory
resident or restricts the database
size to just one disk, it will not
do what vyou want. Think
ahead, mavbe hard disks will
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, it all into one
database?

Into  one

heard that the XMMBEO1 has
been withdrawn from sale.
Maybe it was not as good as

made out and was just
overpriced?

Andrew Banner

London

One  company's NLQ s

anothers double strike and the
same goes for Epson compari-
bility.  Although dozens of
manufacturers  claim  Epson
compatibility what thev often
miean 5 that they wse the samie
control characrers as Epson ro
achieve similar results. Many
manufacturers the
graphics side and rhis 15 where
the ‘Epson compatibles’ often

cverlook

fall down. Caurion wirth any

printer 1s the answer although [
still think thar the XMMB80!
was good value. Does anvone
know of another printer for
L£175 thart does not need an
mnterface  for the  Arari,
espectally ome rthar 1s totally
Epson comparible?

I understand rthar the
AMMEO!  has  indeed been
withdrawn but I heard a rumour
that it was because Atari had
discovered another cache of
1029s that the want to get rid

of!

THAT OLD
POUND SIGN
AGAIN

Dear Les,

In the First Steps column
of Issue 25 you printed a tip
from Mr ].E. Robinson about

printing the £ sign using
Artariwriter and the 1027
printer. The problem with

typing the five CONTROL-0O
codes as printed is that the
sign is automatically followed
by a space. It is, however,
possible to print a number
straight after the sign and it is
quite simple. All you need to
do is to type a zero before the
24 after the last CTRL-O and
follow it immediately (no
spaces) with the value. Thus
to get £50 you type:

CTRL-O 27 CTRL-O 23
CTRL-O 08 CTRL-O 27
CTRL-0 02450

Write

Don't forget that the
CTRL-O is the letter O and
the others are numbers.

There is still one problem
though. When wusing the [
sign in this way, Atariwriter
fails to count it as a character.
If you are justifyving or using
the full 80 column width this
leads to some odd effects.
Justifying with less than 80
characters gives a longer line
and if the line is already B0
characters long, the last char-
acter spills over 1o the
following line. Locally rede-
fining the line length solves
the problem but is tedious. Do
any readers know of a way
round this problem?

Chris Read
Milton Keynes

HACKER
PROBLEM
SOLVED

Dear Les, .

In reply to Paul Cole’s
letter in issue 25 concerning
Hacker, I believe that when
the game is completed the
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. It is
quite possible that when Paul
completed the game the
program was sending infor-
mation to a printer and
crashed because there wasn't
one.

John Fallon
Birmingham

Several other readers
with the same comment so it may
well be the answer. If so, what
an incredibly bad piece of
professional programming not to
trap for a non-existent printer!
Perhaps all these “big company’
programmers are making so
much money that they have lost
rowch with the emd user and
assume that everyome has a
printer. After all they are only
a couple of hundred pounds
aren’t they!!

wrore

THANKS
COMPUMART

Dear Sir,

I must write to express
thanks to one of your
regular advertisers, Compu-
mart. I purchased a disk drive
from them from them in
January 1986 and just before
the Xmas holiday, almost a
vear later, the drive failed. I
took it to my local computer
shop for preliminary examina-
tion to be told it was not worth
repairing. That was the morn-
ing of 22nd December so I
thought it was goodbye to
computing until well into the
New Year, however I phoned
Compumart to tell them and
check the procedure under
the, nearly elapsed, guarantee.

They were very helpful
and said if [ was prepared to
send a cheque for [£5 for
Securicor delivery and return
my old unit they would send
me & New One o arrive next
day before they closed down
for Christmas. The new unit
arrived at 11.00 am. on the
following day before they
could possibly have received
my chegque, let alone the old
unit!

I thought [ would let vou
know as it was through PAGE
6 that 1 knew about this firm
and maybe you could give
them a mention they certainly
deserve.

my

William Hadley
Studley, Warks

Alright we give in! Every other
magazine has printed a lerrer
saving how good Compumart
are 50 we maght as well join in!
Seriously though, that is what
you call good service. If the Post
Office were half as efficient
Compumart probably wwouldn’t
even have had to charge you for
the delivery!
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GRAPHIC SHOP
;:;Iﬂ;c Publications

After months of struggling with Print Shop’s
Graphic Editor, I viewed the prospect of an easier way
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

[.oad 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

If you wish to convert the whole screen, 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. If 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 vou 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 1s in
operation, it is worth remembering that you need a
separate disk for the icons. The program 1s 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. 1 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 £19-95 (a £ for
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.
If it were marketed at £9-95 then I am sure it would
have a wider appeal. s




SOFTWARE

EXPRESSWII//

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

PROGRAMMERS

DE RE ATARI 17.00
Required reading for serious
programmers.Supplies of this
book cannot be guaranteed.
can!

so buy while you still

DISKS'!, DISKS'!, DISKS!!
Verbatim or Xidex unbranded
disks.

5.25" for 810/1050 drives

10 disks (DS/DD) 7. 30
3.5" for ST's.

10 disks (DS/DD) 25.00
50 Labels(tractor-fed) 2.99

with

FREE
every

Atariwriter Plus
printer purchased.

4 00/ 800 OWNERS
A FEW oeLY YR 2
Atari Basic Programmers Pack

BASIC Cartridge
BASIC Self-Teaching Guide
BASIC Reference Manual

£14.95

GRAFPHIC ADVENTURE GAMES

The classic Scott Adams
graphic adventures are now
available at a special low
price -  but only f rom
Sof tware Express. When
available previously they
sold well at £17.95 - at
£9.95 they're a bargain!

Pirate Adventure (Yo Ho Ho)

Mission Impossible(Big Bang)
Voodoo Castle (Enchanting!)
The Count (Toothy frolics)

(Sci-F1i)
each £9.95

Strange Odyssey
Disk only

I S T e T

NEW MACHINES

As an Atari Business Centre
we will be stocking all of
the new range of computers

»>? watch this space! <(

400 and &600XL Owners!'
ROM Cartridges
Rally Speedway 7.95

Boulders & Bombs 9.95
Star Raiders 7.95
Joust 2.99
Millipede 7.95
Tennis 7.95
Track & Field(inc.conts)9.95
Final Legacy g.95
Microsoft Basic 11 29 .95
Atari Logo 19.95
(800, B800XL and 130XE too!!l)

Dealer and Overseas Enquiries Welcome

514-516 Alum Rock Road,
Alum Rock, Birmingham

HOTLINE

hg' 021-328 3585



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 golid 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 greatartistic ability. The program also
provides for the storage of the drawings on disk.

DRAWING WITH SOLID MODELLING

The whole screen is used for drawing and is in Graphics
8 Mode to provide the highest possible resolution
(320 % 192). Very few on gcreen prompts are given while a
drawing is being developed. This 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

The shapes available in SOLID MOD ELLING are
shown in the accompanying chart. By 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.

9. 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-YView 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.

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 exa mple drawings.

Issue 26 disk is also available sepa rately if
reguired at £3.95.
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SOLID

MODELLING

by Philip Robinson

31 This step is optional and allows the shape to be
‘clipped’ so that only a portion of it is drawn. It1s
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” will 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 rnight
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

“The ‘X’ and “¥" 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 theeursor will move halfway between its current
position and the last selected point. If 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 peint required to define the sphere by
positioning the cursor on the edge of the first cylinder. Move
the cursor tothe 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 ‘D7 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. "8’ to draw a
sphere). These keys will immediately take effect. A short
beep signals the pressing of a control key. If 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.

e LGSR




SHAPE CONTROL KEYS

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

T
5
C
0
E
M
I
H

- Top-View Toroid

- Sphere

- Cylinder (Vertical Axis)

- Cylinder (Horizontal Axis)

- Edge-View Toroid (Vertical Axis)

— Edge-View Toroid (Horizontal Axis)
= Inside-View Toroid (Vertical Axis)

— Inside-View Toroid (Horizontal Axis)

OTHER CONTROL KEYS

Lighting
1 = One light source.
2 — Two light sources i.e. shadows not so harsh.
3 — 3-D 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).
Texture
N - Mormal half-tone
R — Random

LISTINGS OVERLEAF ‘

Writing on the Drawing | Fast Cursor

“r

Saving

A

F

G

— 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. It will be noted that the
cursor moves a character at a time and is
therefore much faster. This key can therefore
be used as a fast cursor option provided the
fire button is not pressed prior to the next
required control key.

and loading

— Alters the current filename to be used for filing
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 file name vou 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).

Erasing

Q

— Quit the current drawing, i.e. erase the screen.
A prompt will appear to check that you are
sure! If you only require to erase part of the
drawing this can be done by drawing over the
unwanted part with a ‘black’ shape.

i

SHAPES CHART

T - Top-view Torod

E - Edge-view Toroid

1
1 w2 1
Sat
3

§ — Sphere

M - Edge-view Toroid

1
(
:{z
vl

> +2 X2
1!

-

1 {1

H - Inside-view Toroid

C = Cylinder
1 i
1 O - Cylinder
1 s |
x? x2

1% 1

1 1

; B oot 1 1
I - Inside-view Toroid
'R
Notes:

-

B ——=] A<B

Note: When the above rwo shapes are draum either vertically or
horizontally the above redaftonskips must hold. Jf not the error
buzz will sound eohen an attempr to drawy (D" key ) is made.

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

it} When several ¢

hoices are available for point I or 3 only one

of the choices should be selecred.
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EIX
EY
Fu
(4.}
Iy
EM
Fll

Fad

El

Lu

gL

HC

L]
HF
BE
aT
EK
HWI

ac

LB

GU

BI

B

H5

H5

GB

aM

LC

oL

sC

TS

BR

1 REM -
7 REM % SOLID MODELLING ASSERDBLY -
I REM ® LOADER »
4 REH ® -———=
s
=]
L ]

PAOGE & MAGAZIME -

i TRaP Z8:7 CHRS C125) :POKE 710,@:7 @7
wgpLID MODELLIMG ASSEHBLY LOADER™

18 DaAaTH n.1,2.!,4.5,5.?;5.1,5.6;0.&.3.
0,8,19,11,12,13,14,15

78 DIM BATHC(IL) HEXCZZ) :FOR H=@ TD 22:
READ MiHEHIMI=H:MEXT HILINE=3%9%8:RESTOR

F LO00: TRAP 78:7 CHECKING DATa"™
2% TOTAL=B:LIMEZLIME+18:? “LIME:";LINE
;READ DATS:IF LENCDATS) (390 THEM 180
a nnTLIH:PEtltLB:J+PEE[(13!]IZEE:IF -]

ATLIMC{*LIME THEW 88

Ie FOR W=1 TO B9 STEP Z:D1=ASCIDATSCH,
N33 -48:D2=ASCIDATS CH+L, H+13) —48 1 BYTE=H
EXR(DLI®IG+HEX CDZ)

4B IF PASS=Z THEM PUT Hi,BYTE:NEXRT H:iR
EaAD CHESUM:GOTO 25

58 TOTAL=TOTAL#BYTE:MEKT H:REaD CHKSUM
1IF TOTAL=CHESUM THEM 2Z5

60 GOTOD 189

78 IF PEEKCL9S5) {}6 THEN 188

75 IF A55=8 THEM 128

77 7 “ALL DOME™:END

B8 IF 4%%=2 aMp LINE=1118 THEM 120

85 IF LINE=L118 THEM LIME=19%98:RESTORE
Z@eP:GOTO 25

98 7 “LIME ";LINE;"™ HISSIMG!*":CLOSE H1
tEMD

iF8 CLOSE mil

1Z8 IF ASS=0 THEM OPEN Bi,8,8,"D:A3SSEM
1.ID":PASS=2:A55=2:LINE=998: RESTORE 18

aa: TRAP 78:60TO 158

148 IF a5%=2 THEN OPEN ni,0,8,"DIASSEM

2.3 W PASS=ZILINE=1998: RESTORE Zoae: TR
AP 70:1GOTD 15@

158 7 17 "HRITING FILE":GOTD X5

i@ 7 "BaAbd DATAa: LIME " ;LIME:END

iaad DaTo FrFFFCLEBELEFFEﬁBBIBﬂECEiBB?
EﬂnﬂnlEﬁcﬂﬂﬁctﬂﬁﬂnn’BHﬁZIB4EGn5ﬂEJLBBS
CCGABECECADAFIASCFABAT0E, 5037

1818 DaTha ﬂnf#!ﬂﬂbFD!lA2lﬂI!lﬂ!EIEBIIQ

2EFC2!!!FDZESB&DFEZHEbF!ZBnﬁnbeZBEDFF
Z89@@6A0CFCZEBDFDZBCADADE, STED

1820 DaTa ZEDBZITERLZYBEFCZOZEFDZBBAAF
TAADFEZBEDFC2ZBADFFZAEDFDZBBO0BEERDZ DO
AIEEALZ960AZABAYRDEDR22Y, 4634

1838 DATA BDRIZ?HASDAASDLIOEAZZIZEBIIIEE
uiiﬂbBIIEEiII!ﬂﬁBCZIEDZEDGEIDLBEBC2htb
2602601 IBASDAEDRZZIABAS , AT72T

ig48 DATA DLED@IZ299812085D0184DREER22IDA
n:EE|:zs¢ﬁb0c54cn:1nsunnazzse&n1;nuzz:
BOOICERIZCADOBLIGEATIZIGE, 5001

1858 DaTa 8Z72960ADFCACADFELCADFDLCZEFF
ICEAGEFFLICBDFCICADFELCADFDICEBADBE2IBS
55ADOGZP85S6IBAYBFEDOTES, 5172

ia68 DATH ASS46020F41DAYOL4ACIALEZOFALD
ﬂ!Illbill!ﬂ?biﬁ!iﬂ!ﬁlzllﬂ?ﬂﬁ?n4lilﬂbi!
AIAD04ZIZOSEEAGDADBSTEIZY, ITIT

1878 DATA A7EDACZYADBTIOZIBTRABADABDOC
29AABD7FLECDBAZI1ODIACOFLEACATLEZODALD
AGAACDABZYLOBTACOF LEACOT , 2433

1088 DATA 1EADBBEZYFALBACATZICEBACDAICT
BSCCZOBDIDBDATZFADEAZIFAEIACEDLEACAFLE
00R83ISIDOZ0AITIFIOLEB252D, 3418

1898 pATA 1214272FZiXI9%048C3I33BOGOE2L2Y
141E2115151EBEGBIBzEBlhﬂIiEELJIBIEEEL1
197242CI23AB7AFIOIH050D22, 1424

1180 DATA ZALFIFZAZOLSLDOOROaQDB000000
HGEANERREONEARAERABBRRRRRDBODDBRRBED
ap0aadeANRBA00BRRBRADBRE, 218

2888 DaTA FFFFRFLEB3ZIAT00BDFFZ204C211D
ztlEz!lﬂlinbIﬁi?biﬂ45DBEE?EDEH“?DEEDIH
2980102 9ADAD2YBSCCAILABS , AT 44

7810 DATA COZRODLIDBDOLZFASCESDBGZYALLE
Z!HDFEZBIDBT1Ehbiiz!lbltZSSOQEI?EBIE?b
AD1A294B48A401L4298D102968, 1537

R SR

14 Page 6 = Issue 26

LS

CE

L IN

IZH

TG

CK

H.J

av

A

CF

oY

]n]illqu(;:lfr'lbq

th
type RUI':: “Df];fn'rmputer
2. When the

;qﬂqu%{}(}
3.Ir o

#AzZe DpaTh Brl4ZFADLLZF4BABADLS2IBDLLZY
nnun15294n12294ndunb1521551223555&1529
Zuli2&n95130152915ﬂb2125,3225
Za3ze paTa CDIBZﬂﬁB?DJBnbﬂEZ?E911156013
2 SADBIZOEDLZZ9BDIAZIIBADGEZFERLAZIGLAS
ZBhDHFIEESBﬂHDHBZ?IlAQZE,E?Bb
zR48 DATA 29CD1479902X18AD192F6DL52B0D
1nz:n01n27501ﬁ293hllzazuc7ltinnnilz!5b
IIE1ubE72!EBhF1E3HﬁD242¥,JB&E
2058 DpATO COL4ZF3907ISBAGLIZIECLSZIOOLD
s9ADLAZIEDLGZFBDLEZFZBCTLEISADLIZIEDLA
Z9ADO72ITASF LEADZSZIFO3I4, 373D
ZRGEN DATAH CEZ529IRA02229COLAZ9AZ01BAD
22960112980 19294D0I296012298D1AZILBAD
GEZ9EL1GZI9ADASZIADAF 296F, T108
2870 paTh AOBDBEZF4CERLF2CE7ZILOLIEADLE
ZEﬂnlbzﬂﬁnﬁpliiinnll2?BDlEt$EBBDILI&ﬁb
102980 142968680 102960401, I07E
za08 DATA ¢S98SCC?AARMLDADZOZIASCEADIFED
nni1a-asn:zuan1nznnnxr:3E5cruuleannzu
Z9ESCFBRZOZ9AD152985CC20, 4315
Zo%a DATA aeipIBaDiF2Z9ESCEASCCADZAZIES
CFBASCDIROAZA7E1IDREAZZIZESIZIGOAYBOEDDT
29a8p@I29606RAYR0EDL12 Y00, 304D
Zi8@ DAaTA 1722960162 FADLBZYB0L429AD2ZD2ZT
&DLII?“#II2?BD152120021Fn!162!ln?!t£1]
Z91BE7GEAADIZZITIBEDIIZ40, 3825
118 DaThA 50!!13&b152Slﬂﬁblliiﬂﬂxlliﬁb
xlzanscctnnn1nn5cﬁnn1Ez:nsnFapzrtansnn
ADZAZIGB6EADLBZIBSCCZO0E, IS8
Ziz@ DATA ip@ECEZGECFASCESSCCASEFASCD 2O
?ﬁlDitllz!ElﬂtlinDBIZSBDJE!iﬁQlIID!ﬂﬂﬂ
BDLZZ9BDLGZADLB29ESCC20, 4717
21I8 DATA DBLDADZIZIASCEBDZGZIADZAZIGD
ZBEZIBSCCHDIAZIBDLIZIZAOSLDIBADZBZIESCE
BEGEﬁ‘l!IEIEEFBSEDZB?BLD,4!11
Zi48 DaTH nb.!!!lnZﬂiiﬁDIBEIIDIIIFQbLS
i!ﬁillﬂb:?!QZlIZLFﬁﬂnllnz?iiiilzI!ﬁnit
9Cp2CZI9FBAGEEZRZIACISEL, 3419
Z158 DATA ADZAZICOIGZIFOOGEETAZI4COCEL
usbuzan-ilasinun:zzaannui!nbiﬁzsablnzg

3L

E

FH

GF

oK

La

L]

P

JF

aR

CE

G

A01LZ9DSCCIZOOOLDIBADZELZD, I6BD
7168 DATA ESCEASCCARZFZYESCFASCLZATELID
HDB??,BDIDETl!bb!ii,ﬂﬂzc?1ﬁ,ﬂﬂﬂb2'2$ﬁb
ZBZ9ED14AZIOSCOADZDZIABCE, AGES
71786 DATA 2080L0SDOLZYASCEBDO8IIADEICIED
BBFEZBZOBFIEADOOZIBOLSZ9ZO8ZIFADZBZIICE
ZCZIFBOGEEZBZI4CAYZLADTA , 3BAG
7180 DATA ZFCDIDZIFDOGEEZAZPACTTIILGOED
70ADZDADIZ2Z9BSCCZONBLOAGCERGCFASCESSCC
ASCFASCDZATHIDAEAIZOGERZ , 4504
2199 DATA 29ADAZZ90DIGZIADTAZIBLIGZIES
CCZO@PIDODISZIASCEADIAZIADIZZFASCC 200D
LBIBASCEED 342985CCASCFED, 4S50
77080 DATA ISTIESCOZO76LDADO2ZBDIC2YIE
ADIIZOEDZAZI902IADIIZYASCCIAAALIDIBASCE
EBIAZ98SCCASCFEDISZ9B5CD, 4671
2718 DATA ZO76ELDADAZZIBDZBZILCTCZZADZA
ZQGDZ'I!ﬂﬂzﬂ2?'D142SBEEEIB‘HLBIBHEEEGH
Z4Z9BSCCASCFEDISZIAGCOIN, 4871
228 DATA 761DADBZZIBDZDZYBDFEZBADZAZY
ASCOADILIZIBSCCZABDIDADALZYASCESDADZ P2
BFLEIBADZAZPEDA@ZYBDLAIZY 4871
22I0 DATA AIOBEDGLZIBDAIZZIADZBZIBSCDAD
I1ZFESCCZOBDLOADBLZPASCESRBOZYADZDIIED
FEZBZ20BFLEISADZB2ZYEDOBZY, 4191
2248 DATA BDLSZIAIOBADZ7IFER@LZIADILIGEY
7@8ZLFATB0BDZ729200Z1FADZBZICDICIIFO0E
EEZBZPACTCZZADZAZICDOIE2D, I62EY
27%8 DATA FORGEEZAZI4CA7Z2606820A020AD
ZAZIBBLAZFASCCIBAYARNEDZAZIEDLLLIZFATRAEY
AOBDLZZ97000LDIBADTETIIES, 3867
7760 DATA CEASCCADZFZIPESCFOSCDIB7GIDID
ﬂh!IZTEDBIZT!D1¢23ﬁ90'ﬂb1325ﬁﬂit2!l514
Z985CDADILIZ9ASCCZABDLDAD , 450
2278 BATA BL2%ASCEADADZIADICZIBDFEZIOZO
BFIEADAAZIIBEDZBZIBOLISZTADGLZIFEINOBOLE
79700ZLFADZRZICOZIC2IIFONG , TBAS
2288 DATA EEZBZP4CA72IADZAZICDIOIFFABEL
EE2ﬂ2!4c!BZIG"BDGDIB!D'BIQB!!HBBQ!IGB
GOeRRERROOBDDDBRRDRBB0EEe, 1703
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1 R P S e e - B
Z REM * SO0LID MODELLING -
I REM = by *
4 REH = Philip Robinson "
5 REM = INTRODUCTORY LISTIMG *
B REMN B ——————mmm s s aaa— k]
7 REM = PAGE 6 MAGAZIME - ENGLAND =
B REM 503000000 -
18 PGHMSIZ=24:DIM SUBRS (PGMSIZ)

20 FOR I=1 TO PGMSIZ
I8 READ BYTE

48 SUBRS5(I)=CHRS(BYTE)

50 NEKT I

668 PROTECT=4096

780 HI-ZINT(PROTECT/256) :LOH=PROTECT-256
®HI

88 SUBRS$(B,BI=CHRS (LOMW)

780 SUBRSC14,14)=CHRS (HI)

1860 Z=USRC(ADRC(SUBRS))

11@ pATA Z24,173,231,2,105,0,141,231,2,
173,232,2,185,0,141,2%2,2,16%,08,133,.8,
76,808,168

1 REM b el e el e oo -
2 REM = SOLIP MODELLING *
I REM * by *
4 REM % Philip Robinson -
5 REM ¥ — - e e *
6 REM * PAGE 6 MAGAZIME - ENGLAND %
7 REM St oo -t - - - - oI

i8 REH

28 GOTD I0600

38 LSEL=9:REM SELECT POIMNTS HWITH JOYST
ICK

48 LOCATE CH,CY,CV:COLOR 1-CV:PLOT CH,
CY:FOR I=1 TO S:MEXT I:COLOR CV:PLOT C
H,CY

50 IF PEEK(764) <{>255 THEMW 168

68 IF STRIG(B)=90 THEN GOSUB 788:1GOTO 1
]

78 I=STICK(®):IF I=15 THEW 4@

88 IF I=7 THEN IF CH{XM THEM CH=CK+INC
iGDTO 40

98 IF I=11 THEWN IF CH}>B- THEN CH=CH-INC
(GOTD 48

188 IF I=14 THEN IF CY>8® THEN CY=CY-IM
C:GOTOD 48

1180 IF I=1X THEN IF CY<YM THEM CY¥=CY¥+I
HNC:GOTOD 48

11iS GOTO 48

128 LSEL=LSEL+1:HI(LSEL)Y=CH:Y(LSELY=VHM-
CYi1PSEL=PSEL-1

138 COLOR 1-CVIPLOT CX,CY:IF LSEL=Z2 TH
EM GOSUB I88

14@ IF PSEL=0® THEN SPF=0:RETURN

158 GOTO 48

168 I=PEEKC(7564):IF I<{>22 aND I{>43 THE
N SPF=1:GOTD 218

178 IF L3EL=28 THENW Z@®©

188 IF I=22 THEM CH=CH+IMTECHCLSEL)-CH
YF2)

198 IF I=43 THEN CY=CY#+INTCCCYM-YCLSEL
3I3-C¥3~-/2)

288 POKE 764,255:GO0T0 40

218 IF LSEL-2 THEM RETURM

Z2@ FOR I=1 TO LSEL:LOCATE KCI),YHM-YL(I
},CVY:COLOR 1-cCwW

230 PLOT HLID . YM-YC(I):NEHKT I

Z48 LSEL=90:RETURN

388 REM auTo CLIP

118 POKE CLIPU,YM-YIL[2)

328 POKE CLIPD,Y(2)

338 IF MCZ)>»2Z55 THEM XI8e

48 POKE CLIPL,HC2)

358 IF MM-X(Z))>255 THEN 3I%8

I68 POKE CLIPR,HM-K({2)

3786 RETURM

380 POKE CLIPL,255:G0TOD IS5@

398 POKE CLIPR,255:GOTO I70
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488 REM MAIN FLOH

418 REM LOOP TILL KEY PRESSED
415 TRAP 768

420 IF PEEK(764)=255 THEMN 428
438 REM STORE KEY AMD RESET
448 KY=PEEK(764) :POKE 764,255
450 REM CHECK FOR 5,I,C.H OR O
468 IF KY=62 OR KY=13 OR KY=18 OR K¥=5
7 DR KY=8 THEN GOSUB 7088:G05UB Z18:PS5E
L=Z:KYST=KY:GOSUB I8:GO0TO 488

478 REM CHECK FOR T,E OR M

488 IF KY=45 OR KY=4Z OR KY=3I7 THEN GO

SUB 780:G05UB Z218:PSEL=3:KYST=-KY:GOSUB
IB:GOTOD 408

498 REM CHECK FOR -,=,+%, OR *

508 IF KY=14 OR KY=15 OR KY=7 OR KY=6
THEN GOSUB 7@0:KYSTZ=KY:1GOTD 658

518 REM CHECK FOR Q@,3,M,R.1 OR 2

528 IF KY=47 THEM GOSUB 788:G0T0 4806
538 IF KY=26 THEN GOSUB 780:G05UB I00e
1GOSUB Z110:GOSUB I1SA:GOSUB I828:G0TO0
4808

548 IF KY=35 THEM POKE HTORRM, 1:GOSUB
788:GO0TD 408

558 IF K¥=48 THEM POKE HTORRM,®:GOSUB
788:GO0TOD 408

S66 IF KY=31 THEN POKE BAKLIT,®:GOSUB
780 :GO0SUB 3170:GO0T0 488

578 IF KY=XZ8 THEWM POKE BAKLIT,1:GOSUB
708 :GOSUB 3170:GOTO 488

571 REM CHECK FOR A.F OR &

572 IF KY=63 THEN GOSUB 700:G05UB Ieee
1?7 "ENMTER FILEMAME " ; :INPUT FHNS:GOSUB
I0Z0:POKE 764 ,255:G0TD 488

57X IF KY=56 THEN GOSUB 700:IN40B=8:G0
S5UB ZOMB:GOTD 408

574 IF KY=61 THEN GOSUB 780:IN408=4:G0
SUB Z888:G0T0 488

575 REM CHECK FOR W

576 IF KY=46 THEMN GOSUB 780:G0SUB 4588
tGOTD 4080

588 REM CHECK FOR D

598 IF KY=58 THEM 628

688 REM IGMORE ALL REST

618 GOTO 480

6Z8 REM CHECK ALL SELECTED FOR DRAWING

638 IF SPF=1 THEN GDSUB 7XI8:60T0 4908

6480 GOSUB 1000:GDTO 488

6580 REM CHECK SELECTED FOR CLIP

668 IF SPF=1 THEN GOSUB 73I0:G0TOD 400

678 GOSUB B08:GOTOD 488

788 REM BEEP DK

718 SOUNMD 1,30,10,8:FOR S=1 TO SO:MEKT
5

720 GOTO 758

730 REM BEEP ERROR

748 SOUND 1,58,6,8:FOR S=1 TO 158:MEKT
5

750 SOUND 1,0,0,08:RETURM

760 GOSUB ZOZO:GOSUE 7I0:CLOSE HI:GOTO
480

608 REM CLIP

818 PSEL=1:GOSUB 48

828 IF SPF=1 THEMW SPF=8:RETURM

BI8 CU-YM-CY-YCZ):CD=Y(2)-YM+CY:CL=X(2Z

I-CH:CR=CH-X{Z2)

B48 IF KYS5T2=14 THEM IF CU>=@ AND CU{Z
56 THEM POKE CLIPU,.CU:GODTO 898

858 IF KYST2=15 THEN IF CD>=8 AND CD{Z
56 THEM POKE CLIPD,CD:GOTO 898

860 IF KYST2Z=6 THEM IF CL»=® aND CL<{ZS
6 THEN POKE CLIPL,CL:GOTO 890

878 IF KYSTZ=7 THEM IF CR»>=8 AND CR<{25S
6 THEM POKE CLIPR,CR:GOTO @898

888 GOSUB 738:GO0T0D 908

8980 REM MO ERROR

208 LOCATE HILSELY,¥YM-Y(LSEL),CV:COLOR
1-CViPLOT MILSEL)Y,¥YM-Y I(LSEL)

918 LSEL=LSEL-1:RETURN

1888 REM DRAMING ROUTINMNE

1085 GOSUB 700:GOSUB Zi0:REM ASSUME 0K
1810 IF KYST=62 THEM PRD=INT(SORCCKCL)

“KOZIIAZHLY (LD -YC22)A2)):60TO 1855
1828 IF KYST=45 THEN PRI=INT(SORCIMCZ)

“HOZIIAZH LY LI -YCL2)3A2)) :PRO=INTCSORCC

HO1)-HCZIDAZHLYCLY-¥CZDDAZII1GOTOD 1055
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1838 IF KYST=4Z THEM PRO=ABSCHC1)-K(2)
} :PRI=(PRO-Z¥ABSCY(II-¥ (233D :GOTO 1855
1831 IF K¥YST=3I7 THEW PRO=ABS{Y(1)-¥(2)
1 :PRI=(PRO-Z#ABSCK(3)-H(Z2)) :GOTO 1855
1048 IF KYST=13 THEM PRO-ABSIK(1)-HLZ)
?*ﬁ!ii?ll)‘?(i}l!PlI:tPﬂﬂ-I*hBitTll]—Y
(2333:GO0TD 1855
1841 IF KYST=57 THEN PRO=ABSCY (13 -¥CZD
I+ﬁlﬁlﬂ111—ﬂlill:PlI:IPEﬂ-I*ﬂBSIH(l]—H
(2333 :G0T0 1855
1858 IF K¥S5T=18 THEM PHLEN=ABSC(YC(1}-¥(
213 :PRD=ABS(H (L) -HIZ)}D
iB51 TF KYST=8 THEM PHLEN-ABSC(HC(L)-H(Z
33 :PRD=-ABSCY (1D Y [2])
1855 POKE HUFLAG,128:IF KYST=57 OR K¥5
T=8 OR K¥ST=37 THEN POKE HUFLAG,®@
1868 REM NOW CHECK VaLUES
1878 IF PRI>=PRO THEW 1ZI@
1989 IF PRD>ZS5S5 THEM 1238
1898 IF PHLEN}255 THEN 12318
1189 IF PRIY2ZS5S OR PRI<G THEN 1230
1118 IF PRO}»25S OR PROC® THEW 1239
1126 REM PASS VALUES TO ASSEMBLER
1138 POKE MCENT+1,INTE(HEZ2) /256D
1148 POKE HCENT,H(2)-256%INT(H(2) 7256
:POKE YCENT,Y(Z)
1158 POKE RD,PRD:POKE HLEM,PHLEM
1168 POME RI,PRI:POKE RO,PRO
1178 REM CaALL ROUTIMNES
1188 IF KYST=6Z THEM A=USR {5PH) :RETURN
1198 IF KYST=45 THEM A=USRITOPTI :RETUR
|
17288 IF KY5T=42 OR KYST=37 THEN A=USRC
EDGT) :RETURM
17218 IF KYST=13 OR KYST=57 THEN A=USRL
SPL) i RETURM
1228 IF K¥YST=18 OR KYST=8 THEM A=USRIC
¥YL) : RETURMN
1230 REM INVALID VALUE
1748 GOSUB 7I0:PRI=\:PRO=1
1258 PRD=0:PHLEMN=0:GO3UB Z18:RETURN
Zp@8 REM FILE/GET SCREEM
2885 RESTORE
7@1@ FOR J=1S5S36 TO 1558:READ A4:POKE J,
AIMEXRT J
2828 OPEM HI,IN4DSB,8,FNS
20I0 TUAT=PEEK (560) +PEEK (S61) %256
2048 ROMTOP=PEEK (186) %256
2858 TUSIZ=RAMTOP-TUVAT
Z860 SIZHI-ZINTC(TVUSIZA256).
28780 SIZLO=INTC(TVUSIZ-Z56%SIZHI]
Ze88 TYAHI=INT (TVAT/Z56)
2898 TUALO=INT(TUAT-256%TUVAHID
2188 POKE 884,TVALOD
7118 POKE 885,TVAHI
2128 POKE 888,5IZLO
2138 POKE 889,53IIHI
7148 A=USR(1536, IN40B+3I) :CLOSE HI
2150 RETURMN
2168 DATA 154,2‘1.1,2.5,19,154;1!4,141
,114,1,152,lﬂ,II.HE,ZIS,IEI,ZLE,IESEﬁ,
133,212,96,9
3008 REM SETUP TEHT HWINDOW
ZI@i0 GRAPHICS 48:7 @7 7 17 iRETURM
I828 REM REMOVE TEXKT HINDOW
3038 GRAPHICS S56:SETCOLOR z,8,8:5ETCOL
OR 1,8,15:RETURN
31040 REM CLEaR SCREEM/SET CURSOR
3058 GRAPHICS Z4:SETCOLOR 2,8,08:5ETCOL
OR 1,8,15
I068 CH=INT XM/ 2) s CY=INT (YM/2) : RETURMN
IA70 REM ASK/CHECK ¥/M
ze8@ 7 37T 17 :7 17 0s5;:INPUT as
I@98 IF as5{3"yY" aND as{>N" THEM GOSUB
7I0:G0T0 X000
X109 POKE 764,255:RETURN
Z11® REM GET SHADE VALUE
X178 ? 17 :7? :7 17 “ENTER SHACDE, B-HWHI
TE TO 64-BLACK ";:INPUT PUALUE
Z13I8 IF PUALUE{® OR PVALUE)>G4 THEM GODS
us ¥I8:GOTO 3128
3148 POKE VALUE+1,8:POKE VALUE , PUALLUE :
POKE 764,255:RETURN
I158 REM SET UNIFORM SHADIMG (CURVESD
3168 POKE 7879%,96:RETURN
Z178 REM SET NORMAL SHADING (CURVES)
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I188 POKE 7879,44:RETURM

4008 REM @ PRESSED

46819 GOSUB I@G0:05="ARE YOU SURE (Y/M)
n:GDSUB IB7e

4028 IF AS="Y" THEW GOSUB 3848:GOTOD 48
48

4038 GOSUB IBZ0

4048 POME 764,255:60T0 408

4588 REM W PRESSED

4518 CH=INT(CK/8)%8:CY=INT(CY/8) %8

4520 HM=HM-8:YM=YM-8:INC=8&

4538 PSEL=1:GOSUB 38:GOSUB Z18:HM=HM+3
rYM=YHM+B:INC=1

4548 IF SPF=1 THEM RETURM

4558 GOSUB 308817 “TEXT(UPTO 28) na IM
PUT O5:GOSUB 3026

4560 SCRM=—PEEK (88) +2S6#PEEK (83) :DIS=(C

KAB) #CY®40

4570 LCHN=SCRN+DIS5:IF CIS+LENINS) > 7400
THEN GOSUB 7I8:RETURN

4580 FOR CHAR=1 TO LENIG3)

4598 as=05 (CHAR, CHAR) : V=ASC (AS)

4688 IF V3127 THEN V=VU-1Z8

4618 TF V)31 AND V(96 THEN U=V-32:GOTO
4638

4628 IF V{32 THEN U=V+54

4638 CL=S57344+Uxg

4648 FOR BYTE=@8 TO 7

4650 POKE LCHN+BYTE®48,PEEKICL+BYTED

4668 WERT BYTE

4678 LCHZLCH+1

4688 MEXT CHaAR

4698 RETURM

s@@ee REM LOAD OBJ FILES

s@8ie TRAP S8%8

SsazZe OPEM BI,4,0,FNS5:GET #3,V:GET a1,V

s8I0 GET #HI,V:GET #I, HIADSTART=2S56#H+Y

5048 GET #I,V:GET B3I, W:ADEND=Z256%H+V

58580 ADPCUR=ADSTART

5868 GET #I,V:POKE ADCUR,V: ADCUR=ADCUR

+1

5878 IF ADCUR{=ADEND THEN 5868

s@e88 GOTD S8Ie

5898 CLOSE BI:RETURM

Taaee REM SETUP PARAMETER ADDRESSES AN

0 DEFAULTS

Z0085 VALUE=18584

3100108 HTORRM=VALUE+Z:POKE HTORRN,1

1078 MOSCAL=HTORRMN+1:POKE NOSCAL,®

1AAIA HKCEMT=MNOSCAL+3:POKE HCENT,168:P0

KE HCENT#1,0

I0N48 YCEMT=HCEMT+5:POKE YCENT, 96

38858 RD=YCENT+8:POKE RD,50

IB868 CLIPL=-RD+6:POKE CLIPL,2ZS55

38878 CLIPR=CLIPL+1:POKE CLIPR,25S

0980 CLIPU=CLIPR+1:POKE CLIPU, 255

9698 CLIPD=CLIPU+L1:POKE CLIPD,25G

391008 BAKLIT=CLIPD+Z:POKE BAKLIT,®

0118 HVFLAG=BAKLIT#+1:POKE HVUFLAG, 128

T9128 HLEN=HVFLAG+6:POKE HLEN,G8

Z9130 RO-HLEN+5:POKE RO, 49

0148 RI=RO+1:POKE RI,Z8

I0168 RETURM

39500 REM SETUP ROUTINE ENTRY POINTS

IAS518 CYL=83I08

I8528 SPH=8337

Ies3Ie EDGT=8555

IpS48 TOPT=8680

30558 SPL=89%9%9

I0S60 RETURM

I06E08 REM SETUP

I9618 GOSUB IGQE0:GOSUB I8500

ie6ze DIM u:at,vt::,ruﬁ:t?:.nﬁtzn),nﬁt

13

Ie6In TM:t!l:HH:;l!:iPF:l:Pnﬂzi:tﬂczl:

POKE 764,255:G05UB 3648

IG700 REM DISPLAY TITLE

I87280 REM LOAD ASSEMBLER

IN7I0 FNS="D:ASSEML.ID":GOSUB 5000
T@748 FHS="D:ASSEMZ.ID":!GOSUB 5900

11888 REM DISPLAY LOADED M5G THEN ERAS

E IT

Ii0id GOSUB Z048:CH=104:CY=36

11828 O5="PROGRAM LOADED'":GOSUB 4568

1838 FOR I=1 TO 180:MEKT I

31940 GOSUB 3I840:FNS="ZZZZZ":GOTO 408

i




Microlink

in association with TE-LE{;.:OM GOLD

Juin Microlink - and use your micro to sénd and receive
eleitronic mail, telexes, telemessages, go teleshapping, book |
theatre and rail tickets, read the latest micro news, form youy
own exclusive closed user gi’uup .= EVEN via satellite to the
USA to chat in real time to other users with similar interests as
yoprself. And it's all as easy as making a-phone calll
Al you need to access MicroLink with your micre is a-modem,
appropriste software and a telephone.:
How much does it cost? :
® Standing charge of £3 a month. ® Connect chardes of 3.5p a
minute (between Tpm and Bam weekdays and all Saturday and
Sunday), or 11p a mnute dyring office hours. ® Cost of local
phone. call {I.undfm ana! or hi:ap riﬂe P“sb (extra 2.5p a
minute ) :
These are Basic charges, Mast MicroLink fur ”lﬁt"l are free,
© jacluding sepding me '.-.ug.r'a. ¥ 7] uﬂ‘u-‘r' people tm the system.
Extrus are:*®
Telex: 5.5p per 100 characters {UK), 1lp pﬂr 100 (Europe), 18p
per 100 AN. Anwnt_aj £1.25 per 400 (rest of the world), £2.75p
per 400 I'shlp-, at -,t-.u:l FII]"j a onc -|-—nr||l,l telex raglu'rmtiun fee of
£10.
Telemessages: £1.45 for up to 350 'l.l.'l'_lrd?;.. An illustrated
areetings card (for weddings, birthdays, etc) costs an extra T5p.
Delivered anywhere in Britain first post the following day,
Overseas mail: 20p (Germany, Denmark). 30p (USA, Canada.
Ausiralia, Singapore, Hong Kong, [srael) for first 2,048
characters. For additidgnal 1,024 characters, lﬂ‘p and 15p.

To juin Microl. inl{ simply fill in and return the f6rm_ below. Within days you will receive yaur
personal mailbox number and password, an easy-to-understand Quick Guide te MicroLink, and
the phone number of the Helplinewhere you can get additlonal assistance should you require it. \

Your personal passport to the wide world of communications

Application Form

_]_-[ A. Direct Debiting Instruction ( Enter full postal address r.-,fn.r:'f'( Bank Branch) to
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._[ ] I [ I]_I ] I [ [ [ l ] ] ] l 111 l.-"v.l'l.-'eauthr_.\risewf..l'urltilfurthernnl!icuin'.\rril'.ngic-a_'hargu1o-ltlgtiinura-:f.nun:‘:ﬁt:'l
5% F5 1 5 6 5 O 0 D Qoo e o s e sl o
_]L]_[ RE 2 T O Direct Debit, Bills are issued 10 days before debit is processed
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R e e L R e
c of § AccountNumber [ [ [ [T TTT] SotCode | | H | F
B i bdain of s L1 JwlT] B. Plenss debit myyiour
Date of first payment to be on |5th of month following commencement. Please mmﬁwh; ’_‘_]_l_l_T 1 1 l ]_ ]_ j_]_]:[:l
complete billing authorisation form A, B or C. *Owerseas subscribers only
* Telecom Gold is a tradermark of British Telecommunications plc |/ We authorise you until further notice in writing to charge to my/our account with

you an or immediately after 15th day of each month unspecified amounts which
may be debited thereto at the instance of Database Publications Ltd - Microlink

-' | 1o join Microlink
i/We hereby apply to join MicroLin Bills are issued 10 days before charge is applied to your account

(/)10 | enclose my chegque for £5 payable to
Database Publications as registration fee

o MicroLink Signature Date
{ /10 | also wish to use Telex | authorise vou C. Pl i ce the company/suthority.
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Adventure

Tales of Imagination

LEATHER GODDESSES OF
PHOBOS
TRINITY

MOONMIST

All from INFOCOM on diskette
Prices around £25 on 8-bit 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 Trinity (ST
only) in September, The Leather Goddesses of Phobos in
October, and Moonmist in November. All 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-I) 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. It also contains a
comprehensive instruction manual, which not only provides
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 are 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. It is very rare that you won't get a few
laughs out of every session. The other aspect of the funinan
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 vou, confronting vou with puzzles at every
turn. Any frustration you experience will normally be due to
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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 of 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 - if I'T doesn’t
understand vou then you are trying the wrong thing.

So to the individual games.

MOONMIST

Moonmist is an Introductory level Mystery, written by
Stu Galley and Jim Lawrence who wrote Witness and
Seastalker. This is Infocom’s third Introductory story
“written for everyone from age 9 up”. I believe it is their
best attempt vet 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 DRAWING 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, villain and ghost!
You determine which variation vou 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. All 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! It 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 b 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 caprured 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 vou
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 little
bit different in some way. This one is no exception. It
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 the main problem is the Martian

alligators that keep swallowing vou! 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 truly 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. This is vet another of those
marvellous adventures which have been known to finally
persuade Atari owners that they really do need a disk drive!

TRINITY

L.ast, but not least, is Trinity. The bad news, for those
of you who have only got eight bits, is that this is an
Interactive Fiction Plus. It 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 Moriarty of Wishbringer fame.

It locks 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.

Trinity was the code name for the first atomic
experiments. The game starts at the beginning of World War
ITI. 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
vou 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. | especially
enjoved 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. Infocom now have three
Introductory Level, nine Standard Level, six Advanced
Level, and four Expert Level Interactive Movels — 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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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 Grear 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 yvou 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. For 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
MILLION 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
flving 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
use in a real light aircraft — the aim is accuracy and realism,
to get you flying the simulator as yvou would the real thing.
This is no game, it’s deadly serious stuff for the true F52
aficionado. I found I had to practice for several hours before
[ 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
| 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 ‘mirror images” of the WW1 area which
seem to be scattered about that part of the FS2 world, flving
over (into, if you're not careful) the mountains from outside,
to enter the former war zone.

One of my favourite scenarios involves flving from
Bremerton National in Washington state, along a waterway
to the Hood Canal, then following this all the way to
Admiralty 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. This one is quite boring, in fact, as there’s
not much for you to do or see. It’s really an experiment to
probe the limits of the 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!

All 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 still haven’t
managed to get my hands on these extra disks yet. Sublogic
have begun advertising them in Antic Magazine, so [ assume
their release in Atari format is imminent.

This 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. If you’re an FS2 enthusiast,
you must have at least one of these books. If you're a fanatic
like me, you shouldn't be without either. They’ll multiply
your enjoyment of FS2 many times over, and give you many,
many hours of additional pleasure.

Postscript: I recently discovered a way to get even more
enjoyment out of FS2 and Charles Gulick’s books. This 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 FS2, When Charles Gulick tells you you’'re
flying over Lake Washington, just passing Sand Point, yvou
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 Pedler 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 VTOC, 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.

Type the program in and check it with TYPO 111, then
save a copy before running it. The program contains two
machine language subroutines and mistakes in 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. If
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. If 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 ATASCII form so you can read
the filename. If 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 Conrtrol-key
combinations (there is no need to press Return). These are:

CTRL-R - read another sector. It will send you back to the
beginning of the program so that you can view a different
Sector.

CTRL-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 ‘Y’ to confirm, any other key will simply
redisplay the same sector.
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CTRL-F - display file link data. For any sector other than a
directory, VTOC or boot sector (none of which have link
data) this eommand 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.
CTRL-C - change 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 with new value, but note that the
change is only in memory. Nothing will be written to the disk
until you specifically instruct it. 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 vou 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 D1:, the program will
do this automatically.

I hope you find this program useful. It is a very simple
editor, and there is ample scope for extension and improve-
ment. With a little work this could form the basis of a very
useful disk urtility.
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2 REM = Basic DisSk Sector Editor -
3 REM % by 5..0. Pedler July 1986 -
d REM B =====s=sscssssssssssc—sss———- k.
5 REM ® PAGE & HMAGAZIME - ENGLAWD =
B BEE oo
18 REH

38 GOSUB 17@:REM initialire

48 TRAP 2F8:7 K" :POSITIOM Z,2:7 "MWhiC
h Sector To read"™;:INPUT SECHNUM

S8 IF SECHUM{L THENW GOTOD 1808

60 DCOMM=BZ:GO05UB IAD:REM read a secto
r

70 IF PEEKC771)4}1 THEM T "“Error ";PEE
KEF7FLD ;™
BB IF SECHUM}IGE AMD

IREC=1:GOSUB Z60:GOTD 188:REM Director

oCcurred! ' :GOTOD 168
SECHNUM{I6T THEN D

¥ sector

70 DIREC=0:GOSUB 4%8:REM print sector
T0 SCreen

180 POSITION 2,.21:7 "Command?";:GET #©i
K

1i8 IF K=3 THEN GOSUB GL8:GOTO 180:REM
change the sector

128 IF K=2XI THEM GOSUB 698:60T0 188:RE
M write it back to disk

13I8 IF K=-18 THEM GOTOD 48:REM read anot
her sector

148 IF K=6 THEM GO3UD B888:G0T0D 108:REM
display file link data

158 GOTD 186

168 7 "Press Return to continue':IMPUT
ANSS:GOTD 40

178 REH Initialire

188 GRAPHICS @:PDKE 752,.1

1%8 SETCOLOR 2,1,1@8:5ETCOLOR 1,1.8

Z00 DIW SECSCL20) ,CLEARSC1Z8) ,aN55 (182
+MUMS (33 ,FSC408) ,FILS (482

210 SECSCid="" ":SECS(i128)=" ":SECSCZ)=
SECS

20 CLEARSCL,128)=5ECH

218 FOR J=8 TO 4:READP H:POKE 15Z6+., M:

MEKT .1

Z40 DATA 104,32.83,228,96

IS0 FOR J=@ TD ZZ:READ M:POKE 1608+.J,H
INEXT J

I60 DATA 104,104,104, ,141,84,6,41,3,141
+B5,6,173,84,6,74,74,141,06,6,.96,.8,0,8

278 BUFFER=ADR (SECS) :BUFHI=IMT (BUFFER~S
256) tBUFLO=BUFFER-(BUFHIMZSGD

88 OPEM HL.4,.8,"K:"

98 RETURM

100 REM Set up DCEB for sector read/wri
Te

118 POKE 76%,1:POKE 770,DCOMM:POKE 772
JBUFLD: POKE 773,BUFHI

I8 SECHI-INTI(SECHUMSZS6) i SECLO=SECNUM
=(SECHI%Z56)

138 POKE 778,SECLO:PDKE 779,SECHI

Td8 H-USRILSIGED

I58 RETURM

I6@ REM Print directory sector

IR T KU POSITION Z2,2:7

"Sector ';3EC

MUM;" Cdirectory sectorl)*™
80 POSITIOM B, 4:7 "Byte
1Z-1%5"

390 J-OIFOR ¥Y=6 TD 13 :POSITION B,¥:7 .

a i F
- : 4 512
1JSJ*16 :HEKT Y
408 Y=6:FOR BYTE=0 TOD 7:POSITION 4,Y¥+B
¥YTE:FOR J=1 T S
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418 HUMS=STRSCASCISECSIBYTEMLGE+), BY TER g4y

LG+ 42D
420 IF LEMCWUMS)=1 THEM 7 ' " HUME;" g
-3

430 IF LEMIMUMS) =2 THEW 7 ** *";WlIMS;* **

H uz
448 IF LEMIMUMSI =X THEM 7 MUMS ;'™ " HH
458 WEHT J P
468 ? SECSIBYTERIGHE BYTEWLGE41X) ;" ;5% KB
ECS(BYTEMLIGEH 14 BYTE®16+16)

470 MEXT BYTE C5
488 RETURN HF
478 REM Print other sector HE
S0 7 “SYIPOSITION Z,8:7 "Sector numbe pp
r oY SECHUM LD
518 POSITION @0,2:7 "Byte @ 1 4

3 4 5 [ ™ HB
528 J-8:FOR Y=4 TO 1%2:POSITIOM @,¥:7 J

1 = %8 : NEXT ¥ AC
5I0 ¥Y=4:FOR BYTE=8 TO0 15:POSITIOM 4.,¥%+ ¢
BYTE:FOR J=1 TO 8 LS
S48 HNUHS=STRS (ASCCSECS (BYTENE+J, BYTEWS
+4333 Hy
S50 IF LEMINUH3)=1 THEM 7 * “;MUMS:“ gp
"y ™
568 IF LEMCNUMSI=Z THEM 7 " “;MUM$;" “ c4
i EC
578 IF LEMCHUMSEI=3 THEWM ? WUMS;"™ *; uM
588 MEKT J NF
538 MEXT BYTE

EB00 RETURN co
618 REM Change sSector aM
628 POSITION 2,21:7 CLEaRS

630 POSITION 2,21:7 "Mumber of byte to gg

change [B-1271";:INPUT BYTEMUM:IF BYT gy
ENUH{® DR BYTENUM}1Z7 THEN &Z28

648 T “Present value of this byte is " LHZ
ASCCSECS CBY TENUMS L , BYTENUM+1) )
658 7 “"Input new value'™; :INPUT OURBYTE
tIF OURBYTE{® OR OURBYTE)}ZS5 THEM 658 gy

660 SECSCBYTENUMYL, BYTEMUM*L1) SCHRS COUR g

BYTE) oK
678 IF DIREC=1 THEN GOSUB I60:RETURMN (1]
688 GCOSUB 498:RETURN ER
690 REM Do disk write KR

7o 7 "KU:r?

“"HWrite this sector to disk
- "
7i0 ? "are you sure L[Y/MI";:INPUT AaNSS

728 IF AMSS(}*'¥'" THEM 788

KB
FIO DCOMM=B7:REM write with verify oc
748 GOIUBR I88 k1.
758 IF PEEK(?71){}1 THEN 7 "Error ";PE
EMCF?LY ™ occurred! 1":GOTO 778 BN
7GR ? "SeCctor writtem!™
FFf@ T "Press Return to continue™;:INPU
T aMs$ LE
780 IF DIREC=1 THEM GOSUB I&G0:RETURMN R
790 GOSUB 4%8:RETURM R

800 REM Display link file data oH

aie T K™

828 IF SECHNUH}IED AWMD SECMUM{IGE? THEM Ju

T "pirectory sector - noe link data'":6 WM

0T0 3z@ ’D

BI8 IF SECHUM=I60 OR SECMUM=18Z4 THEM [T
T "UWTOC - no link data!":GOTD 928

B840 IF SECHUM{4 THEM T "“Boot sector - JF
no link data required!'":GOTD 928 E.d
B58 H=USRILGAA,aS5CCSECS(L26,1263)) aa

8608 IF ASCECSECS(128,.128))=0 THEN ? “No p,
datas/program bytes
T 3@

in this sector*:Gd

878 POSITION 2,2:7 “"File number="";PEEK
CLGZZ)

888 WEMSEC-ASCOSECSCLZ27,127))+(PEEKCLG
213#2563 : IF MENSEC=@ THEN T :7 “Last s
in file" 1 GOTO 908

“Mext seCtor="";MNEXRSEC

ector

8% * :7

08 BYCOUMT=-ASCCSECSC128,128))

"Bytes this sector="";BYCOUMT

i@ T 7

“"Press Return o continue'™; I

*EE ¥ ¥

MPUT ANSS

238 IF DIREC=1 THEM GO5SUB JI68:RETURM

748 GOSUB 478:RETURM

7?58 REHM Error routine

268 TRAP 758

g g P “IPEEKLLYS) ;™ oCCur

7a 7 HErrar

r"_ LL]
988 7 "Press Return to continue®™;:INPU
T aMss

938 CLOSE H1:RUM

18898 REM DDS5 utilities

1818 7 "R":POSITION 2,2:7 "DO5 wtility

-
i8ze T :7?

1. Bisk directory"

1838 7 belete file'™

1a48 7

“y
3. Rename file"™
1858 7T

1868 7

"y,
II’ =

Lock File"

Unlock File"
i1a78 6., EXit this msenu'
ia88
i,%

10?78

T 17 “"Press a key [1-61":GET B
IF K{49 DR K}54 THEM 1888

1108 K=K-4B8:0M K GOTO 1118, 1168,1718,.1
268 ,13I88,13I38

1118 OPEN BZ,7,0,"DiW . %" TRAP 1148
1117 REM The OPEN statement in line 11
18 will only work with DOS Z.5.

1113 REM If you have another version o

f OS5, Change it to: "OPEN HZ.6,.8,'"D:%
o

1128 IWNPUT B2, ,FILS:7 FILS

1118 GOTD 11Z@

1148 IF PEEKEL9SI{}1I6 THEM 358

1158 CLOSE BZ:GOTO 1348

1168 7 “Enter filename";:IMPUT FILS
1178 7 "Delete This file - are Yyou sur

e [¥Y/WH1"; :IMPUT AMSS:IF AMSS (}"¥'" THEM
1348

FSCI,14)=FILS:FSC1,2)=""D:"

1199 KID 33.MZ,.0,0,.F5

1188

1788 COTOD 1348

118 T “Enter oldname, newname'; :IMPUT

FILS

1228 % "“Rename this Ffilée - are Yyou Sur
e [YSHI"; :INPUT ANSS:IF AMSS{3"Y" THENW
1148

L2X8 FSCE,E27)=FILS:F&il,23="D:"

148 HID IZ.HMZ.0,0.F5
1259 GODTO 1340

LEE@ T "Enter filename To 10Ch™ ) IINPUT
FILS

LZ78 FSC3,L4)=FILS:F&C1, 22="D:"

L7288 MID IS.®HZ.0,0,.F5

12%8 GOTO 1X4@

LI8@ 7 “Enter filename to unlock"; :INP
uT FILS
1310 FECI, AAX=FILS:1FECL,.2X=""D "

1X28 MIO I6,.82Z2,.0.8,F5:GOTO 1I4@
1XIXI0 GOTOD 48
L340 7 “Press Return to continue';;IMP

UT AMSEF:TRAP 230:G0TO 1080 L ]

Page 6 - Issue 26 23




e S R

THE GAME THAT SHOOK THE

WORLD

reviewed by John S Davison

I'm not usually a fan of computerised board games, as |
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 Trivial Pursut
could change all that, as it’s not just a straight copy of the
original. It actually uses the computer’s features to enhance
the game.

If 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. [ won't
attempt a detailed explanation of it here — let’s just say if you
can correctly answer a few trivial general knowledge
questions, you’ll probably enjoy Trivial 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 Trivial Pursuit as
well as how to operate the program. This 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 11 editions. The program runs on any 8-bit Atari with
48K or more, and there’s a cassette version available (if you
InS1ST).

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
Oor not.

Who the heck is TP, did you say? Well, he’s the cute
little chap who acts as the question master. No, wait....]
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 him when he’s not.
{No, ]SD is NOT 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 vou 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. It's worth keeping a note
of which sector you get to in each game, so you can restart
there next time vou 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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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 1 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 hi-fi set and turns 1t
on to play music to vou, and then asks you a question about
it. As the music plays, a row of LEDs flickers and flashes on
the front of the hi-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 gquestion 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.

CANDLE TIMER

The questions appear in a text window at the top of the
screen, with TP emitting strange babbling noises as each is
written out. Surprisingly again, I didn’t find this irritating,
but you CAN switch off the sound effects if you don’t like
them. The question stays on the sereen 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
vour 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 hart 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 vour 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
['ve played it with, from quite young children (who like it
because of T'P) to senior citizens (no, that doesn’t include
me!). It's one of the few computer games ['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

vour usual retailer. .
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SOURCKE

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 WRITER 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
assemnble as you please.

SOURCE WRITER 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— 11
A0600 PLA *68 “ followed by ASCII representation.

The address noted in the label field is essential for
tracing branch JMP 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 WRITER are
Synassembler compatible but this can easily be made
Assembler Editor compatible by making the following
changes:

Replace  .OR$’ in line 430 with ** = 8.
Replace * .\HS ’ in line 480 with * BYTE $.
Replace * * in line 880 with ;.

USING THE PROGRAM

After initialising, SOURCE WRITER will display the
options available ;

1 Object code from disk

2 Object code from cassette

3 Object code from memory

4 Object code from disk by sector

Option 1 will read a DOS object code file into F$§ for
disassembly. Option 2 will read a cassette based object code
file into F$. Option 3 will transfer a specified area of memory
(ROM or RAM) into F$. The start and end addresses are
required in hexadecimal. Option 4 will read a sequence of
sectors into F$ in two ways. The first prompt is for starting
sector, the second prompt asks if you are anticipating a 5ix
byte header. With a DOS disk in drive 1 SOURCE
WRITER will disassemble the first 3 boot sectors, however,
if you are not expecting a six byte header SOURCE
WRITER 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

to disk

After one of the four options has been completed the
next prompt is “Disassembly with Hex Y/N" 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/N"" 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. “D1 ** 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
“D1:TEST.1” followed by “D1: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 WRITER 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 ar¢
saving yourself hours of keyboard work and making a friend
of the au pair!

When SOURCE WRITER 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.

by T.J.P. Peart-Jackson

PROGRAM
BREAKDOWN

10 = 60 start display

70 =190 sets up and initialises strings and
arrays

200 = 280 displays options

290 =970 is the disassembler and source
file writer

980 = 1100 will read a DOS file into F5 for
disassemhbly

1100 = 1260 will read a cassette file into F$

1270 = 1430 will transfer a specified area of
memory into F§

1440 - 1610 will load specified sectors into F§

1620 = 1720 sequentially numbers the source
files and prevents disk overflow

1730 = 2000 is data for the disassembler

2010 is cassette loader data
is the DOS file loader data.

2020 = 2030

disassembly by writing direct

|
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K
SC
ALY
Iy
B.J
L
L1
au

CE

a%
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RU

IY

HH

HG

Y
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HH

RJ

aG
BT

JP

KE
op
Ji
L1
L1

Iv
NE
Id

Fa

L
L]
L1

Fi
BH
FP

BG

Td
Hu

HE
Lz

UL B
2 REM = SOURCE HRITER -

I REM % by T.J.P. Peart-Jackson #*

4 REM M — o -

5 REM % PAGE & MAGAZINE - EMGLAMD =

7 REM

18 GRAPHICS @:POKE 718,178:POKE 752,1:
POKE 755.8

I8 OPEM nOF . 4,8, K"

I8 POKE 85,13:7 “EIIdECTYEIA

48 POKE 85,3I:7 & 65082 SOURCE CODE FIL
E GEMERATOR
58 POKE 85,7:7

by T.J.P.Peart-Jackson

68 POKE BS,7:7

i
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78 DIM FIRSTEC?) ,A5CZ0) ,COC2SS, 20, MaME
$C168) ,PCSC2) ,ADDRS (43 ,B5CL) ,C5C2Y , D5 (
27 ,ESC2) ,FILESCL4) ,HS CBA) ,FNAMES [12)
B0 DIM LASTS(4) ,STARTS C4) , WS C92) ,HERS [
17, 4SCITSCL) , RAaMS (580 , CIOVS (61)
8 WS="hhm " hl W EE e - S < em H B
 SEFEH S i D < Bh i e D B PR
B NGETD “ MIELEDh sl
180 RAMS=""h TG R STDhTZe E W EGLI
AR LTI LT TR s
118 Z=PEEK(T4Z)MIBE+PEEN (741) -PEEK (145
INZSE4PEEK(L44) -8S501DIMN FS LX)
128 FOR I=@ TO 25S:CDCI,1)=@:COD(I,Z2)=@
IHEXT I
13I8 FOR I=1 TD 159:REaD A,B,C:CDCA,1)=
BiChia,2)=CIMENXT I
L4@ NAMES (1, 84) ="ADCAMDASLBCCBCSBEQBIT
BMIBNEBPLBERKBUCBVSCLCCLDCLICLYCHPCPROP
YOECDENDEYEDORINC INKINY JMP
150 WAMES (05, 168) =" JSALDALDNLE YL SRMOPD
RAPHAPHPPLAPLPROLRORRTIRTSSBCSECSEDSET
ATASTHSTYTAKTAYTSHTHATHSTYA
1686 ? CHR$CL25) i POKE 755,08
178 FOR I=183I6 TO LAS65:READ A:POKE I,a
!NENT I
is8 FOR I=1 TD GL:READ A:CIOVUSC(I)=CHRS
(Aa) |MEXT I
198 FSCLI =V FE(ZI=""":FS5C2)=F5
@8 T “Ki=0b ject code from disc™
Zie T “I-Ob ject code from cassette™ -
228 T “I=0bject code From memory’
I8 T “4=0b ject code from disc by Sect
or"
Z4® GET ®I, X
288 IF K{42 DR K}SZ THEM 248
Z68 OM K-48 GOSUB 88 ,1118,1278,1440
278 7 "Abisassembly with Hex Y W) :Iup
UT HEMS
88 T "Abisassembly with AscCii
MPUT ASCIIS
%8 T "KENTER SOURCE CODE FILE MAME

MO ";CHRSC(I4) ;"DL:"";CHRSCI4D "
REQUIRED .CRIVE D1 ASSUMED"
Ia@ 7 DD WOT USE AM EXTENDER™
I18 INPUT FHaMES
328 FILES=" o
I30 FILES="DL:":FILESC(4)=FMAMES:FILESC
LEMCFILES) #43=" 1"
3148 OPEM H2Z.8,8,.FILES
158 7 "WMRITING "“;FILES
I68 PASSS1ILINE=L10:RY-408
i78 IF T)F THEM POKE 82,2:CLOSE #2:7 @
T "PRESS aMY KEY":GET HI,K:GOTOD 198
I88 IF THHY THEWM CLOSE HZ:GOSUB 1678:G
OSUB L7228 :MY=-HY+408:0PEN B2,8,.08,FILES:
PASS=PASS+L:7 "HRITING “;FILES
I CH= "gpf=h mgEg=m n
488 CODE-ASCIFSIT,.T)) :FL=@!HEX=CODE : GO
suBs F7a
418 ADPDRESS=PC
A28 HEX=-INTCPC/256):G05UB 778:aDDRSCL,
2I=PCEIHEM=PC-HEK®256: GOSUB 778;:ADBPRSC
I, 4)=PCS

b B S 8

al

Gk

BH

L1

LH

BT

5F

IN

Té

II

TR

b

Iz

PH

B@

LT

KF

TH

33

Zy
RE

4I8 IF PASS=1 THEM 7T HZ;LINE;" DR 5§
JADDRS :PASSSPASS+LILIMECLINE+L

44D TYPECCDCCODE,Z) :PCSPCH+1:T=T+#1

459 IF TYPE=-4 OR TYPE=S OR CDICODE,13):=
@ THEWM HEH=ASC(FSC(T-1,T7-1)):GOSUB 77@:
CE=PCE

468 IF TYPE=1 OR TYPE=X OR TYPE=G OR T
YPE=7 OR TYPE=S OR TYPE=11 OR TYPE=LZX
THEHM GOSUB BSS

470 IF TYPE=Z OR TYPE=% OR
TYPE=12 THEM GOSUB 868

488 IF COCCODE,L12=0 THEM 7 HZ;LINE:"™ @&
"rapDRE ;" .HS YACE; 1GOSUBE 988:LINE=LI
NE#+1:LODTD X7@

A4%8 PY=(CDICODE 1) ~-13WI+]
588 T HZ;LINE;"™ A";aRDRS;"
P3+Z) ]

B18 LINESLINE+®]1

S5280 DBS-MAMES (PSS, P3)

SI8 IF TYPE=4 THEN 7T HZ;:1G0%UB B80:GOT
0 Ira

Sd@8 IF TYPE=S THEW 7 BZ;:GO05UB ABB:GOT
o xIrFae

558 IF TYPFE=1 THEN HEM-ASCOFSCT, T3)):GO
SUB FFO:T ®I;" @F";PCS5;:G05UB G6868:PC=P
CHL:T=T#1:GO0TD X7

S68 IF TYPE=3 THEM HEM=-ASC(FSCT,T3¥®:GO
SUB 77O:T BHZ;" SY;PCH;:GOSUB BAR:PC=PC
+#1:T=T+1:GO0TOD I7@

578 IF TYPE-Z THEN 7 ®2;" §; 1HEM=ASCI
FHECT+1,T#1)) :GOSUB 778

568 IF TYPE=Z THEN 7 BZ;PC5; :HEK=ASCIF
SET,TID:GOSUB 77@:7 HZ;PCS5; :GOSUB G60:
PC=PC+Z:T=T+2:G0TOD I78

5%8 IF TYPE=6 THEMN 7 #Z;" (5§';:HEN=AS%C
CFSET,THIV1GOSUE 77@:7 ®MZ;PCS;",HI"; 160
SUB S8@:PC=PC*L:T=T+1L1GOTOD I7@

E88 IF TYPE=8 THEMN 7 HZ;" $"; iHEH=ASC(
FSET,TID 1GOSUB 77@:7 HZ;PCS;", H"; G055
B BBO:PC=PCH+L:T=T+1:GOTD I78

Gi@ IF TYPE=7 THEN 7 BZ;™ [5";:HEN=AaSC
CFSCT.TID 1GOSUB 778:7 HZ;PCSH:") ,¥"; GO
SUS BB@:PC=PCH*L:T=T+1:GO0TD I78

6Z8 IF TYPE=9 THEN 7 HZ:™ S5"; :HENz-ASCIL
FHEIT+1,T+11) :GOSUB 778

638 IF TYPE=2 THEM ? HBZ;PC§; 1 MEX=aASCIF
FIT,TID1GOSUB 778:7 HZ;PCS;", K" 1GOSUB
889 :PC=PCH+2:T=T+2:60T0 I7@

E48 IF TYPE=18 THEN T ®HZ;" $Y; :HEN=ASC
CFSCT#L,T+1)) :GOSUB 778

658 IF TYPE=18 THEN T HZ;PCH 1 HEM=ASCT
FECT,TID:GOSUE 770:7T BHZ;PCH;", ¥ 1605U
B BEBOIPC=PCH+2:T=T+2

688 IF TYPE=L1Z THEM 7 ®B2Z;*
CEFSCT#+L,T+1)) :GOSUB 77a

678 IF TYPE=L1Z THEN ? B2;PCS$; iHEX=ASCC
FSELT,TX):GOSUB 778:7 B2 ;PCE*")" 1OSUB
BB :PC=PC*2 1 T=T+Z2:0T0 X780

G088 IF TYPE=L13 THEWN T ®Z;™ 5";:HEX=ASC
CFEET,TI) :GOSUB 770:7T HZ;PCSH;".¥Y"; 1605
UB BB8:PC=PCH+L:IT=T+L:GOTO I7é

6978 IF TYPE=11 THEM HWEM=ASCIFSCT,T)):G
03uUB 77e:T BI;
a8 IF BS="p"
718 GOTO I7@
FI0 BRAMCH=ASCIFSCT, T2

7I8 IF BRAMCH{=128 THEW BRAMCH=ADDORESS

+2+BRAMNCH I GOTOD 758

748 IF BRAMCH} =179 THEN BRANCH=ADDRESS

= [(ZSS-BRANCH=1)

758 HEK=INT(BRAWNCH-ZS56) IGOSUB 77@8:7 @F
i S PCH; HEXN-BRANMCH-HEK®ZSE 1 GOSUB 77
8:7 HZ;PCH; 1GOSUB 888

760 PC=PCH+L:T=T+1L:GOTD I7@

770 HEHZ=INTCHEX-16) :HEHI=HEMZ* (HENZ {1

B)RABF (HEHZ) )RS5 : PCE-CHRS (HEXZI)

788 HEKZ-WEX-~WEXZ®16:HEXKI-HEXZ+* (HEMZ {1

B ®4BF (HEHZ) 3)®55: PCSIZ)-CHRS CHEXI)
798 RETURM

G008 HEM=ASCIAS (L, 1))-48:IF HEX})? THEN

TYPE=18 OR

"INAMES (PS,

(5" tHEN=AS

THEM 7218

H

on
In
TE

TH

EC

RL

ou
s

TH
LE
MHa

up
v
ZT
5F
PI
an
KB
L]

um
P
KX
50
HH

.06

as
FN

Ra
J0

M
HS
Lu

L&
KR
FJ
EK
FZ
EL
ap
av
PL

TG
EY
EG
TV

oM
ER
[ 5-1

ue
FT
cP
BI

HEH=HER -7

B1® HEX-HEH®1&

B0 HEXZ-ASCIASCZ,2))-48:IF HEXZ}? THE
M HEHZ=-HEHWZ-7

838 HEH-HEX+HEHXZ

848 RETURM

B850 HEM=ASCI(FSCT-1,T-12) :GOSUB 77@:C5=
PCSIHEM=ASC(FSIT, T)) :GOSUR 7F7F@:DS=PCH:
RETURMN

668 HEX-ASCOFSCT-L,T-1)) :GOSUB 770:C5=
PCS:HEN=ASCOFSIT,TI) :GOSUB 770:D05=PCS

B78 HEM=ASCCFSCT+1,T+L)) :GOSUB 77O :ES=
PCS:RETURM

BA0 IF HEMS="¥* THEM ¥* #2;'" #';C5;D%;
ES;

890 IF ASCIIS=""W" THEM ? H2:RETURN

900 AS=CS:GOSUB BAD:T MZ[" “jCHRSCI4);

CHRS CHEM) ;

910 AS=D5:IF ASCCASI=3Z THEW HEM=37:GO
TD I8

P8 LOSUBR S8a

I8 7 HE;CHRS CHEM) ;

748 AS=ES:1IF ASCCASI=I2 THEM HEM=IZ:G0D
TD P68

58 GODSUB &88a

P60 T HZ;CHRS (HEX)

78 RETURNW

F88 7 YKENTER FILE MAME":IMPUT FMAMES
%8 FILES="D:":FILES{I)=-FNAMES

1888 CLOSE H1:0PEN #1,.4,.8,FILES

1818 GET B1.8:GET n1.B

1828 IF a{)»255 OR BC(}2855 THEN 7 "RWNOT
BIMARY FILE':? "“Press any key" GET #3I
JEIGODTD Z8a

1838 GET B1,.C:GET Bi.D

1848 PC=D™IS6+C

1888 GET H1.E:GET ®i1.F

1868 FIN-FHEZSE+E

1878 F=-FIN-PC+6

1888 CLOSE =1

1890 H:uﬁn:anntc:nut:,npn:rzL:s:,nnn:F
§1.F)

1188 T=7:RETURMN

1118 POKE Z0I,aDRIFS) - (IMTCADRIFS) 7256
IMES6) POKE 204, IMTCADRIFS) /2562

i1iz@8 T “"KREAPY CASSETTE."

11%@8 T “PRESS RETURM,."™

1148 TRaPFr 1Za8

1158 CLOSE ®i:0PEN #1,4,2585,%€z%

1168 FOR T=1 TD I STEP 18

1178 GET Hi,.BYTE

1188 K-USRILSIED

1198 MEMT T

1788 TRaAP 40888 :CLOSE m1

1218 F=T

1228 C=ASCIF$(I,31)

1238 D=aASCIFSC(4,43)

1248 PC-DWNZISGHCH+E

1258 T=7

1268 RETURN

178 TRAP 1Z78:FIRSTS=""";7 “RSTART abDD

RESS IN HEHADECIMAL™; :INMPUT FIRSTS:IF

LEMCFIRSTS) {}4 THEWN 1270

1288 FL=@:FOR I=1 TO 4:A5=FIRSTSC(I,I)

12%@ IF Cask="0" aWb as${="9") OR (as)>:=
&' aMp asS${="F") THEM 1X1@

1Xa8 FL=1

1318 MEMT I

1328 IF FL=1 THEW 1270

1338 TRAP LIXIB:LASTE="":7 “END ADDRESS
IM HEXRADECIMAL; : INPUT LASTS:IF LEMIL

ASTSH) (}4 THEM 133D

1Z48 TRaAPF 40080

1358 FL-B:FOR I=1 TO 4:a5=-LASTSC(I,I)

1368 IF CAS)="0" aWD as{="9") OR C(aAS)=
gt AMD aS{="F*3 THEM 1XI88

1XI78 FL=1

1388 MEKT I

1398 IF FL=1 THEN 13IX8@

1408 AS=FIRSTSCL,2) :GOSUB BOO:PC=HEN®Z
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5E:AS=FIRSTS L3, 47 :GOSUB B0 :PC=PCYHEN:
T=1

1418 AS-LASTSEL,2) :60OSUB aad:LAST-HEH®
2HE6:AS-LASTS (S, 40 1 GOSUB BRD: LAST=LASTH
HEH:F=LAST-PC+1 5
1478 H-USR[ADRCRAMS) ,PC, ADRCFS) F)
L4ZD RETURMN

1448 7 "KENMTER SECTOR aT HWHICH TO STakr
T PISSASEMBLY™; : INPUT STAGRTSECT
oR

1458 7 "KDISSASEMBLE WITH HEADER Y/W';
tIMPUT &%

1460 IF as="W"
1d47@ IF AasS="y*
1480 GOTO 1450
1498 7 "KEMTER DRIGIN IM HEH"; :IMPUT &
DR 1 PASSSPASSHL

1588 7 “KEMTER LAST SECTOR TO READ™;:T
NPUT EMSECTOR

1510 aS=abDR5C1,2):GDSUB BOB:PC=HNEH®IS
6:A5-ADDRS (I, 4) (GOSUB BOD:PC=PC+HEH
1578 SECTORS-EMSECTOR-STARTSECTOR®1
1530 GOSUB 1S580:T-1:RETURMN

1548 SECTORS=1:GOSUB LS6@

1550 SECTORS=ASCI(FS$L2,23)

iS68 CoASCIFSCI, 333 :D-ASCCFS (4,433 :PC=
DEZSE+CTE

1578 GOSUB 1S80:T=7:RETURM

LSA0 POKE zus,nbﬂtral—[IuTcnnn:F$1:255
P %Z56E) 1 POKE 2084, INTI(ADRIFS) A256)

1590 H-USRCADRIWS) , STARTSECTOR,SECTORS
3
1686
1618
1620
I
160
1648

THEM 1478
THEN 1540

F=SECTORS®12Z8
RETURMN
FOR T=1 TO LEMCFILE$) :AS=FILES (L,

IF a%="."
MEET I

THEN 1658
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1658
1668
1670
1688
1678

a=vaL (FILESII+13)

FOR IT=1 7O 17

IF A=18%IT THEW 1780

HEHT IT

RETURM

1780 7 "RINSERT HMEH BLAMK FORMATTED DI
sev:? “PRESS aMY KEY HHEM REGDY":GET
I,K

i7i8 RETURM

1720 A4=A+L:FILESCI+11=STRS(A) IPOKE 77,
a1 RETURN

17380 DATA lﬂﬁ.l,l,:ﬂ?,i.!.iﬂl;i.!,1?.1
.&,113.1,?.11?,1.;,125,1,!,121,1.1e
1748 DaTA 41,2.1,45.2.2.3?.2,3,11,2,5.
43,2}?,53,2,5,51,2,!.57,2,1'

1758 DATA 14.5,2,5,1.E,LB,I,‘.EI,I,D,E
9,3,9

1768 DAaTA 1d44,48,11,176,5,11,248,6,11,4
&, 7,2,36,7,3

A7T70D DATAH 48,8,11,266,%,11,16,10,11,0,
11,5,80,1%2,11

1788 DavTa 111.11.11,14,11,5,216.15,5.ﬂ
B,16,5,184,17,5

179%0 DATA 781,18,1,205,108,2,197,16,3,1
!!,LB,E,!B&.lﬂ,?.ZII.IB.B,:ZI,I!;ﬂ,!I?
18,18
13898 DATA
1818 DpaTA
1828 DATA
22.2L.%
1838 DATAH 782 ,22,5,136,23,8

1648 DATA ?3.24.1,77.:4.2,59,r4.:,55.z
l.ﬁ.ll,Zl.?.55;24.8,!3,24.3.51,24.1B
1858 DaTha 23:,15,2,:!!.25,3,245,25.!,1
54,25,3.232.25.5,250,2?.5

1868 DATA 75.za,z.:nn.zﬂ.12,32,21,z
ia7e DATA 1&5,30.1.1?5,10,!,165,3#,3.1
El.sﬂ,ﬁ.1??,!0.?,1ﬂl,3!.!;1!3.3¢,!,1&5

724,1%,1,236,19,2,278,19%,3
192,28,1,204,20,2,196,20,.1
235.21.2,158,21;1.214.21.5.2

viL

LY

oL

GU

¥I

MC
FP

T8
uu

EM

HJ

HH

(1.}

BR

30,18

1ABG DATA Lbz,11,1,1?4,31.2,1&&,:1.!.1
99 ,31,10,182, 31,13

1890 DATA 160,32,1,17%2,32,2,164,32,3.1
s@,X2,8,188,32,9

19808 pATA 78,33,2,70,X3,3,74,33,4,86,3
I.8,.9%4,33,9

1910 CATA %,35,1,13,35,2,5,35,3,1,35,6
,17,35,7,21,35,8,29,35,9,25,35, 18,234,
I4,5

1928 DATA 7%,36,5,.8,37,5,104,36,5,40,3
3.5

19370 DATE 46, 40,2,3I0,40,%,42,408,4,54,4
a,8,62,408,79

1940 DATA 110,41,2,102 ,41,3,106,41,4,1
18,41,8,126,41,9

1950 DATA 64,42,5,9%6,43,5

1968 DATA 23X, 44,1 ,237 . 44,2,229,44,3,12
25, 44,.6,741,44,7,255, 44,8, 747, 44,3
1970 DATH 56,45,5,246,46,%5,120,47,5
1960 DATA 141,48,2,133,48,3,12%,48,6.1
45,48,7,149 48,060,157, 48,%,153,48,18
199 DATA 14%2,49%,2,1%4,49,3,150,49,13,
148,50,2,132,5%0,3,148,50,8

zB00 DATA 170,.51,5,1668,52,5,186,53,%,1
I8,54,5,154,55,5,152,56,5

2016 DATA 104,174,1%38,2,134,61,160,0,1
62,.0,185,0,4,129,703,200,230,703,2088,2
,230,704,196,61,240,3,76,108,6,%6

2828 DATA 104,162, 64,169, 3,.157,66,3,10
4,187,69,%,104,157,668,3,169,4,157,74,3
,12,86,228,162,64,169,7,157,66,3,104
29108 DATA 157,69,3,104,157.68,3,1084,15
?,?J,I,LBI,LE?;?Z,I.S?,IE,ZZ&,152,54.1
69,12,157,66,3,32,86,228,%6 [
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SUPERTEC ATARI USER OFFERS

SUPERTEC software for the ATARI ST

Title Type Inc VAT Title Type Inc VAT

Deadline Entertainment £22.95 Habaview Database £74.95

The Pawn Entertainment £24.95 Kdata Database £49.95

Red Alert Entertainment £24.95 T-R-I-M Database £89.95

Winter Games Entertainment £24.95 H & D Base Database £99.95

Golf Entertainment £29.95 dBman Database £149.00

Bridge Entertainment £29.95 Habadex Database £49.95

Time Bandit Entertainment £29.95 Print Master Gallery 1 Print Utility £29.95 |

Sundog Entertainment £29.95 Print Master Print Utility £39.95

Major Motion Entertainment £19.95 Music Studio Music £29.95

Deep Space Entertainment £34.95 Paintworks Graphics £34.95

Star Glider Entertainment £24.95 Degas Graphics £39.95 }

St Karate Entertainment £19.95 Degas Elite Graphics £69.95 |

Temple of Apshai Easy Draw Graphics £149.95 |
Trilogy Entertainment £24.95 Colourspace Graphics £19.95 I

Enchanter Entertainment £39.95  Cashlink Accounts Accounts £295.00

Cut Throats Entertainment £39.95  Habawriter Word Processor £59.00

Bally Hoo Entertainment £39.95 KWord Word Processor £49.95

Essex Entertainment £44 .95 Boffin Word Processor £113.85

Brimstone Entertainment £44.95 Hippopixel Font Editor £39.95 I

A Mind Forever Habamerge Mail Merge £39.95
Voyaging Entertainment £44.95 Kseka Assembler £49.95

Mind Shadow Entertainment £49.95 Kspread Spreadsheet £49 95

Borrowed Time Entertainment £49.95 PC Intercom Comms £129.95

World Games Entertainment £24.95 K Graph Bus. Graphics £39.95 |

Strike Force Harrier Entertainment £24.95 K Comm Comms £49.95

Flight Simulator II Entertainment £49.95 V.I.P Lite Spreadsheet £99.95

Q-Ball Entertainment £19.95 Cornerman Desk Accessory £29.95

Mercenary Entertainment £24.95

AL e il ""‘-.___ B E P&
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Pleasae send me (lems requested |
anclosed Chegue/Postal order for e full amount

including VAT £ |

SUPERTECLTD. |
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HOWARD CHASE,
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Microdeal have released a clock card which they claim leaves
all the others behind. The Micro-Time Clock Card 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 £34.95. What makes the card
special is that it fits inside the machine with no soldering and
with the minimum of disassembly. It comes with NiCad bat-
teries that recharge each time the computer is switched on
and can be adjusted depending on how often you use your
machine. Software is provided for setting up but from there
on all you need is the Control Panel on your boot disk.

Also from Microdeal is Shuttle II, a game come simulation,
putting vou 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, vou 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 £24.95!

Eidersoft, mentioned a couple of issues ago as bringing out
several arcade style games at PCW, are rapidly expanding
their horizons with some top quality professional applications
and add-ons. Top of the line is Publishing Partner, a
complete page layout system from the States which caused
quite a stir when shown at Comdex last vear. Minicomm isa
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 Sprite 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,
Pro-Draw which works with all programs that use the
mouse and a 20Mb hard disk that is claimed to be faster and
cheaper than Atari’s own. Keep an eye on Eidersoft,

Mastertronic have two titles coming for the ST ata ‘budget’
price of £9.95 (well how much do most programs cost?). Both
are games and are titled Renegade and Ninja Mission.

Infocom’s latest for the ST only (i.e. not 8-bit Atari) is Por-
tal: A Computer Novel with the promise of a new experi-
ence of computer literature. This is not an adventure in the
conventional sense and will allow a great deal of interaction
between the player and the program. The start of new con-
cept or clever use of advertising blurb? Either way, it sounds
interesting.

Rumours from, or rather about, Atari are that they will
introduce later this year a full Desktop Publishing system
including laser printer for around £2000 and hard disks at a
fraction of their present cost by using ‘reject’ 20Mb drives
and remapping them to get 15 or 16Mb without problems.
Will these come before or after the CD-Roms?

At the CES Show in Las Vegas in January Atari actually
showed a prototype of their laser printer which uses the
DMA port of the ST and therefore the ST’s CPU to save on
the cost of an on-board processor. This makes it useable only
with the 8T but also makes it cheap. Also on show were
‘Mega ST's with detachable keyboards and radically rede-
signed internals with room for enhancements such as add-in
cards and new circuit boards. Atari say they will be 1009
compatible with existing models, -

PROGRAMMERS GUIDE

TO GEM

published by SYBEX
£19.95

reviewed by Matthew Jones.

GEM is not a system that you can learn overnight.
Indeed if you are new to programming a graphics oriented
system, then you will find that there are a large number of
new concepts which you have to grasp in order to fully under-
stand, and thus get the best out of, GEM. The first books
published which gave information about GEM programming
were very much repeats of the Digital Research *GEM Pro-
grammers Guide’, giving a function by function description
of the facilities of GEM. They told vou, for instance, that to
set the font alignment to baseline mode, then vou use such-
and-such a call. What they did not do was tell you why you
would want to set the alignment at all. This is where the
SYBEX *Programmers guide to GEM® comes in.

This book, aimed at both IBM and Atari 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 of illustrations to
support the text (in the given alignment case, an example of
each effect is shown).

The book has six chapters, covering: Introduction to
GEM.,; the Application Environment Services (AES), includ-
ing an overview and then complete function descriptions;
The Virtual Device Interface (VDI), including a short primer
on graphics and then the VDI functions; GEM SAMPLE
PROGRAM: HELLO, a complete GEM application, with
listing and full explanation; GEM DEMO (DOODLE), a
more complex example (see below); ADVANCED GEM
TOPICS, including design, Metafiles, debugging, the bind-
ings, and a tool survey. The 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 think that the general descriptions of the AES
and VDI functions of this book make it the best yet, what
really makes it a must for the new programmer is the two
sample programs. When [ first started GEM programming,
all I had to learn from was a single relatively un-commented
listing (ahh!). This book provides two complete programs
(header files as well) as examples, and thoroughly explains
why each command is being done. Thus instead of telling vou
that at the start of your program you should have these seven
lines, it actually explains why you should have them, and
what they are doing. By providing this sort of information
vou will become a much more proficient programmer because
you will understand what you are doing. The second example
used is DRI's DR DOODLE program, and includes listings
of all of the standard GEM header files.

While this book is very good, it does have its omissions. [
cannot find any reference to the vgmouse or 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 framework’ tutorial, not a reference
manual. But although you will still 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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TYPESETTER ELITE
XLENT Software (UK)

The king is dead, long live the king! That’s one way of
looking at Typesetter Elite, the upgrade from Typesetter
S$T. 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, [ 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. If 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 fully understand the
program and Typesetter Elite is no different, below isa
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 ‘FILE’ you can load a
page (80K ), screen (32K), font, NLQ 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
screens/pages on top of each other WHICH 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 fill index for interior
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patterns with surprisingly only five choices and four colours
(colour version only), a fill 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. All-in-all, 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), [talics; 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 HOME position for the top
left hand corner. The final menu is Pot Pourri. Four printer
drivers are included on the disk, Epson 960/compatibles,
Epson 1920 /compatibles, Prowriter/ NEC 1023 and Gemini
10X. Your drawing lavout can be positioned on the paper
either at the margin or the actual position it takes on the
screen. If 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 1 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 = 125mm Index card,
100mm = 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 Form 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 Full Page, Screen and Icon
selections although using the Full Page option returns you to




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 vourtext from 1st Word SONrC RS
I = == Screen Protect g

files and save it as a T'ypesetter 80 Page. (TSE80) This page R '_ Label Haker
can be loaded into Typesetter Elite using the ‘Load 80 Page’ S et
command. The TSES80 is compatible with Thunder (spelling R e e
checker) from Batteries Included. Commands within TSER0Q g ]

are fairly simple and sparse. P Laver maner

Wit
Typesetter Elite is a huge improvement from the

original Typesetter 8T. It’s priced ar £34.95 from Xlent
Software (UK} or from most advertsers in Page 6. It's not
copy protected (well 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!

Q. Read
l’PEI

(n a personal note, whilst [ thoroughly enjoved using * FASTER is a new DISK MAGAZINE from Canada
Typesetter Elite (it gets much easier the more vou use it) [ * Fully GEM based - mono or colour

don’t like the forty percent windowing technique. Slider bars
would have made this a much more enjoyable package. The

* Each issue has articles/ tutorials/
reviews to view or print

lack of Zoom facilities, the annoying ‘blob’ that gets left on * Programs with Source code and documentation
the screen every time you click on something from one of the *  Desk top accessories with documentation

Drop down menus if you're in the drawing mode, the all 1 sl

important 3.5 inch disk label function {what size of disks do ﬁﬁaélﬁ:pl.onox 54, STAFFORD,

Xlent use?) and the small size of the printed page (B = 9" 5T16 1DR

were frustrating. T'o be fair to Xlent Software, Typesetter ONLY £6.95 fully inclusive
Elite is not meant to be a full featured page layout program

: £u : ACCESS/VISA WELCOME -
but by using vour own pictures, Icons or Rubber Stamp TELEPHONE 0785 213928

(Xlent Software) you can create a page layout with a host
attributes that should please the majority of ST users, me
included! .

- from your local dealer shortly -

* teatures will vary from issue 10 ISSud
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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 3} inch disks used on the Atari
ST, is a thin disk of plastic, covered with a thin film 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 1 megabyte (as
on the Atari double sided drives). Some of the storage
limitations of the floppy are caused because they are
removable, i.e. if you want to do word-processing, you
normally put in the 15tWord 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. This
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 of 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 5} and 3} 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? Mot 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 15
invaluable in order to save time.

HOW IS A HARD DISK USED?

Very easily. If you can use the floppy based system, you
will find a hard disk easier. The SH204 comes packed ina

34 Page 6 — Issue 16

thick foam padded box, complete with the mains cable,
DMA 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-formarted, 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 1Mb
or $Mb 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. It 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: (if 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 15 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 GEM based
program) allows you to ‘psuedo-format’ the logical drives
with a ‘zero’ drive option. This 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). If 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. This 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
vou 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 1 buy a new program, 1
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
maost 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 THERE ANY SPECIAL
PRECAUTIONS OR MEASURES TO
TAKE?

As [ 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 destroving 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. This is done with a (supplied) 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.

SHOULD I WAIT FOR THE BETTER
VERSION?

If you hear of a better or cheaper tersion, vou have to
weigh up the factors. At present, the SH204 is reliable, fast
and available. [ 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). While that is obviously a nice facility, to wait
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 vou buy your second
DMA device, buy the 'Y’ adaptor that they will have to sell
for those of us with only one connector.

HOW DO I BACK UP A HARD 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 vou
have twenty megabytes of files, then you are going to need
twenty 1 Mb disks, or 40 ! Mb disks. Also vou have the
trouble of copying the directory, getting ‘disk full’ messages,
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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 vet 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 think 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, yvou 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 file onto the floppy, it
clears the flag. If 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'll bring you a review of
Microdeal’s BACKUP program for more detail on what
backup programs can do.

DO HARD DISKS DETERIORATE?

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 15 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 Qperating Systems, e.g. Acorn’s DFS (sic) on the BBC,
overcome this problem by not using the gaps caused by
deletion. It just continuously allocates from the
so-far-unused section. This means that while there may be
50k free on the disk, you cannot access it until you have done
a ‘squeeze’ to move-all the files into the gaps. Such a method
may secm the answer, but practice shows it is *problemaric’.

There is no neat solution, but if you find that the
response time is very slow, there is a way of fixing it. All you
have to do is delete everything. This clears the disk so that it
all starts consecutively again. To clear it quickly use the zero
partition option of HDX. If yvou actually wanted the files you
had on the disk, then either make a full 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. | have only one worry when I do that sort of
thing, and thar is thart a file may become corrupted in the
copy process and [ thus lose it, but it hasn’t happened yet.

The Atari SH204 Hard Disk Drive costs £599 plus VAT
and is avatlable from all Atari dealers. -
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DEGA
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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. It was
certainly better than most other 8 bit drawing programs that
anyone had seen, but we all knew that the 5T 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. [t has taken over a year to arrive, but Degas
Elite has now become available and it's got almost every
feature that vou'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 GEM GDOS-VDI
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 create an initial load
up instruction file which tells the Degas Elite program which
fonts you want to load (vou 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 GDOS-VDI 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 files 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 vou 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, s0 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!l. 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

yOour own programs.
['m sure you'll have gathered by now that I'm
impressed with Degas Elite. To balance the situation a little I




‘every feature you’d imagine’

must report that my copy crashed several umes after around
one and a half hours use — although knowing the
idiosyncrasies of the ST, and the non-legitimate mods [’ve
made to mine, it could be the fault of my machine but
somehow [ don’t think so. It 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 whaoleheartedely
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 vou 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, ['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
vou buy Degas Elite. "

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.

520 STFM ONLY £335!!

10405TF MONO 2780
1040STF COLOUR £930
5205TM +SF3540D/D £440
520STM +SF 314 D/D £485
130XE + XC12 Etc £155
130XE+ 1050 Etc £230
MP 165 PRINTER £259
FULL RANGE OF
SOFTWARE AVAILABLE
16 Bit Software
Leadar Board £27.50
Starglider £22.50
Psion chess £23.00
World Gamas £23.50
8 Bit Software
Track &Field (R) Includes
Special Controller £9.95
Screaming Wings (D) £9.95
Star Raidarsll (D) £13.95

PYR@ MID

Video & Software
(Inside Osprey Business Computers)
5 The Bridge, Wealdstone
Middlesex, HA3 SAB
01- 861 2407

ALL PRICES INCLUDE VAT
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MARTIAL ARTS, SPORT,
PINBALL OR POOL?

take your pick, it’s all here

KARATE KID II

Microdeal
£24.95

Reviewed by John Davison
jnr

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

The game is based on the film of
the same name, and although I have not
seen the film, [ would imagine the plot
iz 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 vour 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. This picture, 1
would imagine, is digitized as I seem to
recall seeing the same picture on a film
poster somewhere.

The first two scenes have you
fighting 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 him 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. This 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.

If 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. If 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’. This test has you
karate chopping sheets of ice! To do
this you must build up Daniels
concentration by ‘waggling’ the
jovstick, 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 vou 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 fighter, you
have a choice of sixteen moves. | hese
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 [ would imagine
is — yes, you guessed it — digitized.

The title screen and high score
table have the music from the film
playing in the background - “The
Glory of Love’. It is quite a good tune
and it doesn’t sound too bad
considering the ST’s mediocre sound
chip. However if you are lucky enough
to own a MIDI 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 Kid 11
is that after playing it many times, and
each time reaching the final encounter,
it annoved me intensely when [ kept
getting nobbled whilst trying to
discover the ‘secret of the drum’. On
the whole this is an excellent beat ‘em
up game and in my opinion is far
superior to Paradox's ‘5T Karate’
(reviewed Jan/Feb).

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

FACTORY

Microdeal
Colour only
£24.95

Reviewed by Mark
Hutchinson

[ 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 ATARI,
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 vou 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. If so, good thinking! [ saved
the demo to a file to give me something
to work with but take note — if you are
saving a file and the disk is write
protected, the program will not trap the
error! This 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. This
is done in a way I find preferable to the
normal GEM 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 yvou have
come to accept as standard from a
graphics package. Edit board is just as
good, giving vou the usual 16 colours,
brushes, fills etc. It 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. If 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 kevs that will cycle
through the parts on the board. I much
prefer the way Bill Budge used PMG
(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 (for 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
‘tilt” option and this could be beneficial
with such areas (conversely, with “tilt’,
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. Normally when
multiple balls are in play a program
runs slow and can become
exasperating, however I found no
difference between single and multiple
ball play with this program. Better
programming techniques or just the
power of the 680007

I am pleased that I was able to try
this program out. It 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 — but that is true of

mMost CoNstruction programs.

One option missing from this
version is some sort of stand alone
package. This was included with PCS
and meant that pinball games could be
placed in the 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. It 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 1
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 [
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
£1000 each!

ARENA

Psygnosis
£29.95

Reviewed by John Davison
jnr

If you shelled out nearly thirty
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. It 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? It is
one of the most unplayable games
around! For a start, you have to pound
away at the keyboard to move vour
athlete!!! If 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 full game (which is a painful
experience, especially for your
kevboard!) you must complete each
event, however, it is possible to have a
g0 at just one or two events.
Incidentally, in the Pole Vault, the pole
appears to have shrunk in the wash
somehow, and your athlete 1s 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
pixel=1 inch™ are believable as your
character is very large and is quite
impressive graphically. But “Average
screen speed of character = 64
pixels/second™ is a little bit of a weird
claim, this means that your character
moves the equivalent of five feet every
second! This would be fine if the
animation was smooth, but it isn't! The
animation 1s some of the jerkiest [ have
vet 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 yvour
athlete, or something you have thrown
moves off the right hand side of the
screen, there 1s 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, burt 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
yvour athletic skills! These comments
appear in speech bubbles and are quite
anovel 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 little 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 Page 6 - Issue 26

British ST games there are not enough
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
plavability rating, so the attraction
wears off after the first two events.

This 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. All I can
say is, save your thirty pounds and
wait. Maybe Psygnosis will bring out
something better!

COLOURSPACE
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
Minter, to create fantastic graphical
effects in time to loud rock music.

It 15 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. It 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 sterco, reduce the amount
of ambient photons in your vicinity
{turn off the light), grasp the mouse
firmly and waggle it about a bit.” It
then goes on to tell vou 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 f1 on the ST
keyboard. The disk drive started to
whirr and two golden coloured shapes
appeared at the bottom of the screen.
Hmm, strange, I wonder what they
could be? [ 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 (vou 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 5T's
low-resolution mode had beauriful
colours flowing through them. |
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 [
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
5T7s 320x200 mode, and is controlled
*by the mouse and keyboard. It is
possible to load in NEOchrome files as
either foregrounds or backgrounds for
vour light show. There are six different
forms of symmetry including X, Y,
XY, 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 of the screen. This then
moves in the same way as the lightform
vou 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 symmertry
mode is enabled etc.
This program is spectacular! I
haven’t met anyone yet who doesn't
like it! It 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 vour
use for this program, it will bring yvou
hours of enjoyment. But watch out,
Colourspace 11 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
jnr

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, vou
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 cliff in Acapulco, Mexico,
hurtle down a snow covered mountain
through a slalom course in Chamonix,
France, lift 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 Il
take you through them one by one.

The Sumo wrestling loads with an
excellent oriental tune playing in the
background. You the find vourself 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 (whart the heck is
an Urchani?).

The caber tossing is also quite
impressive, if a little difficult. Whilst
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 dol!?) If 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 cliff diving has vou leaping off
the ‘La Quebrada’ cliff 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 little flickery.

Bull riding, the most dangerous
event in rodeo, has vou riding 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 little difficult
to master, but once you get used to
them you’'ll be riding the mighty
‘Earthquake’ within 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 [ have ever seen on an ST,

The weight lifting 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 timing and skill.
The graphics vet again (['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 lifting the weight. These sounds
add greatly to the realism of the event.

Finally the Log Rolling, in
Canada. This 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
yvou. However, there is a slight problem
when playing against the computer. It
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. This
feature tells you all about the event
before it loads. It 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’ vou 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. This is yet another
classic game from Epyx, and I can
confidently recommend it to anvone.

ELECTRONIC

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 playved 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 animartion 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 vour brain too
much! L]
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MAKE YOUR DEGAS
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SHOWS EVEN BETTER”DE
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LET’S MAKE ....
LOTS OF PRINTED THINGS!

Owners of 8-bit systems who also have access to a printer must surely know about Print Shop and its accessories |
(reviewed in issue 20) which must be one of the most useful applications programs for the ordinary home user. If you have |‘.
not seen that program before, what it briefly enables you to do is print out your own custom stationery, greetings cards, I
posters, banners and calendars. Shortly after the ST came out a Print Shop clone appeared called Printmaster which was
basically Print Shop only a little more sophisticated. A must for any ex-8 bit 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 hke
ST owners would have to forego the joys of home printing.

Then, suddenly, along came a series of budget price software (only £9.95!) called Let’s Make .. Greeting Cards,
Calendars and Stationery and Signs & Banners. Three separate programs with two additional Art Library disks also at
£9.95 each. You've guessed it, clones of 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. Now you can choose just what vou 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).

If you have a printer, or intend getting one, these programs come highly recommended at £9.95 each and will put your
printer to excellent use. Buy them now before Broderbund find out!

. W\ - AL i
CALENDARS & STATIONERY ™ January 1987 Javuany 1967
Print out three types of calendar, either a full month, a S WON T WED THU PR SAT e !
weekly day to a line calendar or a weekly open format to T T i
enter your own dates. Your own choice of graphics go at the S s ceeichi e
top and you choose the font style for the month and year. Vodn e TREET WF
Short reminder notes can be entered on any day. o T h e i m_:‘;,-ﬂ
Letterheadings can be created in a variety of ways with L s tata
different graphics at the top and, optionally, bottom. Fonts o - L R i
can be selected for the main heading, though not the address e e Frs Py 0Av
lines, and for the bottom if required. Il i - ] e LT o
el 1 :

10

| A & Suse SIGNS & BANNERS

. GooD LL"'h %

m;;mﬁ]_._ﬂﬁ; Signs come as A4 size posters which you create to your
FAMILY own design using graphics in small, medium or large size.
g The size of graphic determines the number available on each
y } poster. Text is overlaid in a font of your choosing with
ﬁ o 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. How
long depends on what you want to say!

GREETINGS CARDS

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 little more
complex but are really quite easy as are all of the modules.
Every program in the series gives you a preview before
rEUiEWEd by Les E“iﬂgham 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 vou get just what you

ART LIBRARIES want. When you get a good design vou can save it to disk.
Two additional disks are available each containing 73

new graphics elements for use with any of the main programs The Let's Make series is available from Softwware Express

50 you need never be stuck for inspiration! in Birmingham who kindly supplhed the review copies. ™
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STBASIC

THE BEST OF BASIC

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 ANTIC, ANALOG and COMPUTE!
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 in 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 junk my B-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! 5o 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. | 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. Jim Luczak, writing in ANALOG
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, ST BASIC
will erase any previous copy with the same filename and then
promptly lock up. If 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.,s0 ST BASIC is awful. At least the screen editor is
awful. Now what? '

As 1 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.

If you choose the latter option, as [ 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 O:fullw O

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 POKEY PRESS, the netws-
letter of the Atari Computer Club of the Palm Beaches, 15545
S.W. 151th Srreet, Indiantoun, FI 33456, U.5_A.

by David Wrenn

allow you to see more of your listing in the EDIT window.
After booting BASIC, run SETUP. This will clear the EDIT
window and open it to a full screen. It 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 SYSTAB+2 with any number between 0 and 32.
You'll be surprised at the results you get.

Also, when programming, always use the EDIT window.
There are a few things that cannot be done from the EDIT
window but, for the most part the EDIT window may be
used in much the same way as the full screen in ATARI
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 IT
IN BASIC! Until then I leave you with this little program
which will produce mailing labels on any printer. I hope you
find it useful.

1@ OPENM 2:FULLW 2:CLEARH 2

28 gotoxy 1@,1:print "LABEL MAKER by
Pavid R. Hrenn"

kg gotoxy 10.,.2:print Y"=c-==============

48 F 1?7 1?7 17 1print "HOMW MANY LIMNES F
OR LABEL"; :INPUT LINMN

45 CLEARM Z:GOTOHY B;,;5:FOR L=1 TO LIN

S50 PRINT "TYPE LIMNE I ;L;:INPUT THETSCL
b}

68 NEXT L

78 CLEARH 2

8o GOTOXY @,1:7 "YOU TYPED:":?:FOR L=1

TO LIN:? THTSCL) :NEHRT L:7?
280 INPUT "IS THAT CORRECT (Y M)';aAaSs

188 IF as<>"y" AND aS<>"y'" THEN 45
118 ? :? :INPUT ""HOM MANY LABELS' ;M
113 ? 17 :PRIMT "ENTER 1 FOR I INCH LAB
ELS
115 INPUT "ENTER 2 FOR OME AND ONE HA4LF
INCH LABELS";SIZE
IF S5IZE » 2 OR SIZE <1 THEN 113
CLEARMW Z:GOTOHY O0,5:PRINT "POSITION
LABELS,
INPUT “PUT PRINTER ONM LIME AND PRES
S RETURMN"; &5

117
ize

118

143 IF SIZE=2 THEN 5SPACE=8 ELSE SPACE=6

145 FOR NOLAB=1 TO W

i5e FOR L=1 TO LIN :LPRINT THTS(L) :NEXT
L

168 FOR SPAC =1 TO 1+({(SPACE-LIMN) :LPRIM

TI:NEXRT SPaC

170 HEHKT NOLAB

180 CLEARW Z2:GOTOXY ©,1:INPUT "MORE (Y~
H3}*™;aSs

190 IF as{>vy" AND a${}'"y'" THEN STOP
700 INPUT "SAME LABEL C(Y/N)":aSs

210 IF asS<{>"y" aND aAS{>'"y'" THEN 40

z20 GOTO 118 .
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LANGUAGES

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 1its
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 B bit version. Unfortunately,
although there is an increase in speed over B bit Basic, this
doesn’t seem to reflect the superiority of the hardware.

[ won't dwell on the faults of ST Basic, but I think it is
sufficient to say that it 15 just not as good as it could (should?)
be

AN IDEAL BASIC?

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

- It should make full use of the hardware and be very
fast.

- It should have a better screen editor than the
cumbersome ST Basic editor, [ find all those windows
just get in the way.

- It should give easy access to GEM funcrions.

- It 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 think comes pretty close to being my ideal Basic for
the ST. It comes on a cartridge which plugs into the 5T'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. All very comprehensive. Let’s take a look at
what you can expect.

THE SCREEN EDITOR

The screen editor makes sensible use of windows. It 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
iterm.

There are four font sizes available for use while
programming. There is also a pretty full set of word
processing facilities such as search & replace and cut & paste,
all of which make editing a program a much simpler task. It
is possible to load 8T Basic programs into Fast Basic. Some
of course won't work without almost re-writing them but
some of the simpler ST Basic programs only need minor
changes. Using the search & replace function greatly
simplifies this operation. [ have done this with several ST
Basic programs and found that the programs ran about six
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AN IDEAL BASIC?

Allan Knopp takes a look at =
Computer Concepts’ FAST
BASIC L

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

STRUCTURE

Fast Basic seems quite close to BRC 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. It is still possible to GOSUB or GOTO a line
number, but it is preferable to write around named
subroutines or procedures. Having used 8 bit Atari Basic for
some time [ was surprised to find how easy it is to program
in this way. It makes a program much more readable and
easier to change and develop.

KEYWORDS -

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.
It is rather strange though that with approximately two
hundred and fifty keywords, plus more than sixty GEM
commands, there are only three sound commands. One of
these is BEEP which gives a bell sound. The others are
DOSOUND and SNDREG which both seem difficult to
understand and there is not sufficient information in the
manual about them nor any examples on the demo disk. [ 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.

GRAPHICS

Fast Basic is packed with graphics functions. All the
normal graphics commands — LINE, CIRCLE, FILL 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, PUT and BLIT commands.
Page flipping is easily implemented using the PHYSBASE
and LOGBASE pseudo variables. GEM is also
comprehensively supported.

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




[H[EE MIKES COMPUTER STORE

SHOP
292 London Road Westcliff-on-Sea,

Essex S50 7JJ. Tel: 0702 332554

Product Name RRPInc. VAT MCSInc VAT SAVE £20 -
520STFM1 Atari 520STFM Computer £399.95 £369.95 Buy
520STFM2 520 STFM+ SM125 B/W Mon. £499.95 £462.95 FAST ST BASIC
520STFM3 520STFM+ Philips 8533 Col. Mon. £714.90 £652.95 with any Atari ST
1040STF1 Atari 1040STF Computer £599.95 £554.95 pack for
1040STF2 1040STF+SM125 Hi-Res. B/W Monitor £699.95 £646.95 ONLY £69
1040STF3 1040STF+ Philips 8533 Colour Monitor £914.90 £838.41
SF354 Atari 500K Disk Drive £149.50 £134.55 e, :
SF314 Atari 1Meg Disk Drive £200.10 £180.09  Securicor 'Next Day
SH204 Atari 20 Meg hard Disk £699.95 £647.95 delivery +Insurance £10
SM125 Atari High Res. Monitor B/W £149.50 £134.55 SHOP OPEN
CUM1IMEG Cumana 1 Meg Disk Drive £159.00 £143.10 Monday—Saturday
CUM1TWIN Cumana Twin 1 Meg Disk Drive £269.00 £242.10 0. 9085 00
P8533MON Philips 8533 Med. Res. Mon. £314.95 £283.46 ; it
PB501MON Philips 8501 Low Res. Mon. £243.95 £219.55 .

LX86PRIN Epson LX-86 120 cps Printer £316.25 £284.63 ;2':.—5{,"?32 i s
LX86+TR Epson LX-86 + Tractor Feed £339.25 £299.95 right to change prices and
EPSSHEET Epson LX-86 Sheet Feeder £63.25 £56.93  spedifications without notice.
LQ800 Epson LQ-800 24 pin Printer £684.25 £599.95 i
LQ800TR Epson LQ-800 Tractor Feed £46.00 £41.40 [ k
BRO1109 Brother 1109 NLQ Printer £253.00 £227.70 E
WS4000 Miracle WS4000 Modem £172.44 £154.95 : :

MAIL ORDER
P.O. Box 31, Westclitf-on-Sea, Essex S50 3LQ
Tel: 0702 335374

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

[t 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. It is possible for a program to call and run a
program in another segment using the PERFORM
command. The END statement will cause a program to
return to the original program.

THE MANUAL

Packaged with Fast Basic is a comprehensive manual. It
15 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 are 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. It 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.

SUMMING UP

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

If you have an 8T and want to program in Basic then
vou 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, L

Page & — Issue 26 47




FAST

FAST BASIC

Atarl ST cartridge

A new and very fast BASIC
interpreter ROM cartridge for the
Atari ST computers. This 128K
program has been written
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. It is the
ideal environment for those who
want to experiment with the ST
and to find out about GEM and
68000 assembly ete.

SPEED

With an average PCW benchmark
specd 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 Compag 80386 super micro.
See table for other comparisons.

EDITOR

A full GEM based scrolling editor is
included. Supports search and
replace, cut, copy, paste and very
fast scrolling speeds. Multiple
programs may be held in memory at
once, and each program can have
its own editing window and
associated icon. A special
immediate window allows
commands to be used immediately
without forming part of the BASIC
program.

PROGRAM SIZE

There is no limit to program size,
other than available memaory, and
there is no speed degradation for
running large programs as there is
on many other interpreters. Sirings
may be up to 64K long, arrays may
be over 64K,

FAST BASIC INCLUDES:—

sROM 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.

sManual. Comprehensive 400 page
spiral bound manual detailing all
commands.

*Quick reference card

COMPARISONS

ASSEMBLER

Similar in concept to BBC BASIC,
this allows mixing of assembly
language and BASIC together. The
assembler can assemble at over
50,000 lines per minute making it
the fastest available. Macro and
conditional assembly [acilities
combined with one of the best
editors around makes this a
superior alternative to many
dedicated assemblers.

VARIABLES

FAST BASIC supports a full range of
variables. 8, 16 and 32 bit integers
for speed. Single and double
precision floating point. Strings up
to 64K and arrays of any size. The
floating point maths routines are

Price £89.90 inc. VAT and postage.
Available from all-good Atari dealers
or directly from Computer
Concepts.

T LT oy e e

= A ) T T
The BASIC Intergroter For the Ater ST
ROM cartridge

;' //

E FAFC Interpredor Foy the Aaon BT

ROM nariridge



STRUCTURED

Programs are normally written
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. It
also supports REPEAT.. UNTIL,
WHILE. WEND and multi line
F.THEN..ELSE consiructs, and in
addition a powerful
SWITCH...CASE... ENDSWITCH
structure eliminates the use ol
multiple IF.. THEN statements.
FAST BASIC supports many of the
best features of languages like
PASCAL or C, but without the
drawbacks.

"...it positively flies."
"Students of structured
programming will be well
pleased..”

"Perhaps the most staggering
advantage of Fast BASIC over
the official lingo concerns
using the various facilities
offered by GEM."

"...it's a vast improvement on
Atari BASIC."

" Popular Computing Weekly

ol
2 'The Fast BASIC package

provides a complete system
for the home programmer; the
language is beautifully
structured.”

"The cartridge spans the gap
between high level and low
level programming languages
and combines some excellent
high level structures...It seems
to have the advantages of
languages like C and Pascal,
without the restrictions.”
"Bear in mind the fact that the
cheapest assembler for the ST
costs £39.95, this can only
leave you to conclude that Fast
BASIC really is phenomenal
value for money."

"If you need a good
programming language for
home, business, or
educational use, buy FAST
BASIC. If you would like to
program GEM applications but
do not feel competent enough
to tackle C, buy FAST BASIC.
If you need a macro assembler
with a good editor and
enviroment, buy FAST BASIC."

ST User magazine - Oct 86

Dealer enquiries welcomed.

¢ Desk File Edit List Run Special

~ FRACTAL.BSC

“Fractal graphics _
from Scientific American.
Adapted by Phil Martin

Runs in any mode.

%0%=GRAFHIDTH/Z:yo%= &RRFHEIEHU
HIDEMOUSE

=8

=8

4REM (Try 3,2,1 for starters)

INPUT"Type in any three numbers
|

REM Plot dots, try with other

A MARKTYPE 1

HOME:CLG B:PRINT"Press ESCAPE t

GEM

Direct and full access is given to the
ST graphics such as circle, arc, pie,
arca filling etc. In addition there is
a range of keywords for contolling
the menus, icons and windows, 1t
is possible to write programs that
present the user with a perfectly
standard GEM type interface. An
example of a complete GEM
program is supplied on the example
disc.

ETAND AL ‘-I'\ZE DI‘E(_

Compatible with all 520 and
1040ST computers

Dutput ===

Fress ESCAPE fo gquit

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 every command
you could ever ask for is
supplied, plus a good many
others beside.”

“-the execution speed has to
be seen to be believed.”

"..if you own an ST - even if you
are a C or machine code
programmer - you should own
a copy of FAST ST BASIC.”

"l don't know of a BASIC on
any other machine which is so
feature packed and yet still”
easy to use.”

Atari User -Nov 86

Computer Concepts

Goddesden Place. Hemel Hempsteod, Herts, HP2 8EX, England. Telephone(0442) 63937

despatched within 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 (ACTION and BASIC XL 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 *ACTION!" and
Assembler (namely MAC/65). The program diskerte
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 AUTORUN 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 DOCUMENTATION

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. [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 DVC
system with the ACTION! cartridge, and the third with the
use of the MAC/65 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 [ would have liked to have seen a few examples at
least.

USING THE SYSTEM

DVC has some annoying anomalies, for example you
cannot assign a value within a declaration, e.g. the expression
int val=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. If 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 DVC/65

As an example, the expression
float number;

would have to be replaced by
char number([6];

This 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. This 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. All 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
[CONTROL)/[KEY] combination, for example pressing
[CONTROL] and [P] will display printf(”’. 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:

DI1:CC PROG LINK RUN
will load the compiler (CC.COM) which will then compile
the program PROG.C, LINK.COM will create the relevant
LNK and .COM files and finally the program PROG.COM,
created by LINK.COM, will be run.

All program names are normalised, that is to say that
only the name need be specified, the DVC 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
DVC system DOS being present. The DVC 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 o
find five forms of file name extender. These being .C to
specify a text file, .CCC to specify a compiled text file, LNK
to specify a link file, .OB] 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. For most of the utilities and games provided the




source code is readily available, allowing the utilities to be
studied, altered and re-compiled. This 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.

HOW FAST IS DVC-C’

A series of short benchmark routines were used, to
compare DVC with Basic and GO-FORTH from SECS. In
all cases the internal clock registers of the 800X L were used
to produce the times shown.

BENCHMARK BASIC DVC-C FORTH
TIME/ /seconds
1 25 8 5
2 56 14 6
3 60 14 7
4 103 19 13
] 128 21 38
t 14 13 -

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 illustrates how these functions
have been implemented in the DVC system.

DIFFERENCES AND UNSUPPORTED
FEATURES

DV 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 are not
supported.

3) Full Floating-point arithmetic is not supported.

4) Variable types int, char, extern only are supported.
5) Macro expansions in £defines 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 within a statement
block.

B} All functions return a two byte word.

9) The braces, due to the lack of the graphic on the
keyboard, are replaced with $( and §).

These are probably the more evident differences.

However for the most part they may be programmed around.
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Figure 2 - C equivalents

The DVC-*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 LIFE.COM file,
which will not load or run, however this may be corrected by
copying the relevant (LIFE.CCC, LIFE.OB]J and
LIFE.LNK) 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. It poses the
question, “If 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
1s 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,

Owerall this package should be wholly recommended.
Buy it you and you won’t be disappointed.

DV C/635 1s available from Mikes Computer Store, 292
London Road, Westcliff-on-sea, Essex S50 775. -
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Learning

“EIUGERS ...

The ability to type quickly and accurately will save you
imum~muuMynnwmﬂpnmnﬂnghmahnhuymngm:mmu
long listings. A couple of commercial programs have been

Gt b e ey which havé taught typing in th - CU 200 POSITION ©,4:7 LS:POSITION &, 8+INT
svailable in the pait WIMCH HEVE TRESS S FIEIS i CLEMCAS) 748) :7 LS:MW=0:POSITION ©,15:7
tional way but Typing Test will enable you to brush up on i sTART TYPIWNG WHEM YOU ARE READYHE
speed and accuracy even if you use just two fingers! et

The program will simply present you with a random CE EEU FEN =08 NERTSYER =X EIONIE. WS P, |
18,I:MEXT I:POKE 764,255

IR E -G START IMPUT |
MY 198 POSITION @,7:7 as

sentence to copy (not easy mind you!) and will then check as 226 IF PEEK(764)=255 THENM 220 |
vour typing for accuracy and speed. Not only will your typing BF 238 7 '{J";:POKE 18,0:POKE 19,0:POKE 20
improve but you will also have great fun with some really .8
difficult words! THW 240 GOSUB 628
EY 250 TIME=PEEK(C(Z8)+256%PEEK(19) +65516%P
EEKCL8) :CS=CI(LENIBS) -1} /(TIME/S8)1)  HM=
ET 1 REM SEREHRNIE 000 HE S NI D CS%68/5
AE 7 REM * FLEXIBLE FIMNGERS' » YR 251 REM HM=C5%60/ (HOMEVER LONG aN AVER
RO I REM ™ by - AGE KWDRD IS5)
KH 4 REM * Peter Gibbs » GI 268 7 "Ridd;
FEC § REM % ————————=———————=—======o== o - L 1a,l CHECE FOR aMY ERRORS
IZ 6 REM % PAGE 6 MAGAZIME - ENGLAND ¥ EK 278 a=1
EOD 7 REM - - LG Zae —a+1:IF AY-LEMCA%) THENWN 118
NN 8 REM SsH 298 IF ASfa,a) =" " AND ASCA-1,A-12=" "
NG 18 DIM AS(500) ,B5(500),C3$ (508) ,KS5C1):P THEN CS$=aSC1,A-1):CSCAY=AS(A+L1,LENLAS
OKE 82,8 3] :n$:cs=n_:n—.1.
EK 28 BS=" ":B$(580)=" ":B5(2)=B5:0PEN H1 PC I88 GOTO 280
2,8, "KL pr 318 a=1
PC 38 DIM LSC4T) :LS="_":1LSC40)=""_":LS(2)= QK 328 a=a+1:IF A>=LENCBS) THEN 350
LS: LS cald =" pP II8 IF BSCa,a)=" " AND BSCa-1,Aa-13="" "
E5 48 GRAPHICS @:POSITION &,18:POKE 712,4 THEN CS$=BS(1,0-13:CSCAI=BS(A+1,LENCBS
:POKE 718,8:POKE 708,603POKE 711,38 1) :BS$=CS5:A=A—1
IP 58 DL-PEEK(S568)+256%PEEK{561) :POKE 88, HG 348 GOTO 32Z@
104 :POKE 568,3I8:P0OKE 186,104 pc 358 7 AS:POSITION @, 3:6%5(588)="":ERROR
TE 68 FOR I=-2 TO 2:READ A:POKE DL+I,A!NE =@:A4=8:FOR I=1 TO LEMCAS)
T I:DATA 70,194,188,6,6 YN I60 A-A+1:IF BSCa,Ad=""}" THEWN 438
5 78 POKE 69,100:POSITION 8,8:7% Typ £S5 I78 FOR 5=15 TO @ STEP -5:50UND 0,5,10
ing tutor CH'TERS/SEC. .. HWORDS -PLUS/3Z,5:MEKT 5
FMIM. . ... w: pOKE 89,156 UF 3I86 PLUS=@:IF aSCI, Id){»B5(Aa,ad THEM PL
EB 88 7 “K":POKE 257368,2088:POKE 25758,208 US=1268:ERROR-ERROR+1
GY 98 REM STarRT WP 90 POSITION I-1-48%IMTC(I/48) , I+INTII/
pP 188 AS="THE ":LIME=48 48) 17 CHRS CASCCBS CA,A)) +PLUS)Y ; :POSITIO
UFE 189 REM M I-1-40%INTC(I/40) ,6+4INTC(I 403 :7 A5(I,
75 118 RESTORE 7S50:FOR I=8 TO RND(OI*IZ:R I3;
EaD B5:MERT I:GOSUB 598 EF 488 IF ASCI,I)=" ' AND BSCa,Ad {ym o TH
ZF 119 rREM BEEENLITTGEETSETH NI EN I60
MK 126 IF RMDCB)>8.7 THEM RESTORE 7808:FOR BM 418 IF aS$cI,Id) <> " aNMD BSCa,ad=" " TH
I=8 TO RMD(B)*10:READ BS5:NEHT I:GOSUB EM A=A-1:GOTD 428
598 UH 47280 TRAP 4Z0:MEHT I
GY 179 REM MK 438 TRAP 430
AP 138 RESTORE 790:FOR I=0 TO RNDC(B)®40:R 0G 448 IF ERROR=8 THEN 520
Eap BS:MEXT I:GOSUB 590 HT 458 C5=S5TRS (ERROR) :POSITION 11-LENICS)
5U 1I9% REM F2,14:7 “I'UE FOUND *;C%;* ERROR™;:IF
DP 148 RESTORE G83I0:FOR I=9 TO RND(BI¥17:R ERRORY1 THEM 7 "5
EAD BS:MEMT I:GOSUB 5986 BM 468 7 :7 :IF ERROR=1 THEWN 7?7 "
HS 149% REMH PRETTY GOOD":GOTOD 49%89
pJ 158 RESTORE 8S0:FO0R I=9 TO RHMD(B)®16:R IE 478 IF ERRORCL® THEN 7 "} 0.K.":G0OT
EAD BS:MEXT I:GOSUB 5270 0o 498
Ko 168 BS="THE":GOSUB 598 EU 488 7 * MNOT TOO GOOD YET ARE WE? TRY
T 1,0 FPLACE DESCRIPTIONS aGATMI"
KT 178 IF RND(@)>@8.7 THEN RESTORE 748:FOR PH 498 CS=STRSCCS):CSCLENCCS) #+13=" AN
I=8 TO RNDC@)%11:READ BS:MEXT I:G0SUB t:FOR I=1 TO G:POKE I+25737,AS5C(C%(I, I}
598 14168 :NEXT I
IL 179 REMW AU S88 C5=STRS (MM :C5(LENICS)+13=" L
FM 180 RESTORE 878:FOR I=0 TO RMD(8)%6:RE sFOR I=1 TO G:POKE I+25757,45C(CS(I,I)

52

a0 BS:MEXT I:GOSUB 598
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mEE Mike’s Computer Store

DVC/65

Editor & Compiler,

3 different ‘Run-Time’

DOS packs to suit

your needs.

‘Action” ‘Run-Time'

Pack (Action cart not
required)

£24.95

For all Atari 8 Bit
computers with a

minimum of 48K memory
and at least one disk drive.

The most complete
‘C’ for the 8 Bit Atari
currently available.

Sole UK. distribution.

Trade enquiries welcome.

292 London Road, Westcliff-on-Sea, Essex SSO 7JJ. (0702) 332554

0%
LI
ap
S50

SH
EZ
oM
Pz

BW
PH

™

LE
ZK

NB
N¥

NG
HK

Py

HH
su
&5
L

oX
HH
HY

518 GOTOD 540
278 POSITION 15,14:7 "“HELL DONE"™
538 GOTO 490

S48 7 17 | PR S (R
-

558 7 * PRESS STHRT TO TRY aGal
N

560 * * g v e T A R R
w';

978 IF PEEK(SIZ279)4<)6 THEM 5709

588 7 “K":GOTO 98

589 REM

598 IF LENMCASY+1+LENIBS)>LINE THEN LIMN

ESLIME+40:AS(LENCAS) ) ="
“aSILINE-X9) =

608 A (LEMIAS)+1)=B5:IF LENCAS) 408{(>IN

TILEM(AS) 748) THEM ASCLENCAS) #1) ="'

618 RETURN

620 BS=" "“":B5(5001="" " BS5C(2)=BS:BS5= u

IPTR=1:POSITION 9,15

6XI8 SOUND 0,8,8,0:PO0SITION PTR-1L-40%IN

TCLCPTR-1)/748) ,15+INTCIPTR—1) 7483 :7 "¢

“FiGET M1.4:IF A=155 THEN RETURN

648 K5=CHRS5 Ca)

650 IF KS="4" AND PTR}>Z THEM PTR=PTR-1

iCS=BS (L, PTR-1) :CSC(PTRI =BS5S (PTR+1,LEN(B

$)):BS=CS:? “e[): : GOTD 630

668 IF K5='"4" THEN 628

670 IF KS=""¢#" aND PTR}1 THEN PTR=PTR-1

:GOTD 638

680 IF KS=""3" AND PTR{LENI(B%)-1 THEN P

TR=PTR+1:G0TD 638

698 SOUMD @,0,10,2

7808 IF a>122 OR A<32 OR A=60 THEM G6I8

718 CS5=""":IF PTR}1 THEMN CS5=BSCi,PTR-1)

720 CS5C(PTRI=KS5:CSCLENICS) +1)=BSC(PTR,LE

NEIBS)):BS=CS5:7 "P':K5;: :PTR=PTR+1

7380 GOTD 638

S I3 W PLACE DESCRIPTIONS

7480 DATA HWIDE, THIM,NARROH, DAMGEROUS

uT

oI

RI

UK

ZH
FM

HD
FT

UR

oz

IM

TH
NS5

JP
HEZ
oo

GS

743 REM

758 paTa BIG,SMALL,HET,HOT,COLD, TINY,S
HORT,LITTLE

760 DATA QUICK,LAZY,SLOH, IMTELLIGEMT,.R
UDE,POLITE,UGLY , HAMDSOME , GREAT , POOR , HI
CKED

778 DaTa TAaALL,ZAaNY,SHY ,BEDRAGGLED , FRIE
MDLY , UNFRIEMDLY , FIERCE , ANGRY , NOISY ,LOV
ELY, JUMPY ,FOHXY

779 REM

788 DaTha BLACK,HHITE, BROMWM,DARK HAIRED
; SHORT HAIRED,GREY HAIRED,LONG HAIRED,
BALD , HAIRY , MANGY ,DRAB , OLD

789 REM

790 DATA MAM, HWOMAMN, BOY, GIRL , JUVENILE,D
LD AGE PENSIOMER,HAMSTER,CAOT,DODG, HORSE
sGUINEA-PIG

800 DATA MOUSE, ANIMAL ,VOLE,CAVY, RABBIT
s HARE , HOUND , RAT , DONKEY , FOAL ,KID, BOAR,C
OM,GOAT,LLAMA, IDIOT

818 DPATA EXTRA-TERRESTRIAL BEIMNG, ALIEN
, TROLL , GIANT , HOBBIT,Z00 KEEPER, RODENT,
TRAMP , APE

820 DATA ANT EATER,AS5S,CYCLOPS, SOUAM, M
AMMOTH

829 REH

830 DATA WALKED,RAM, TROTTED, JUMPED,LEA
PT,BOUNDED, ATE, PLAYED, STOOD, SAT, HAITED
+FROLICKED ,HAD FUN,HA5 CHASED,H&5 TakKE
]

840 DaThn LIKED TO BE,HAMTED TO BE, HAS

849 REH

858 DATA ON, ACROSS,IN,DOMWM,UP,OVER, BEH
IND,IN FRONT OF ,aMa¥Y FROM,BY,NEAR, NOT

FaR FROM, NORTH OF

8680 DATA SOUTH OF ,EAST OF,HEST OF, aBOV
E

869 REM

878 DATa CREEK,RIVER,STREAM,STREET.ROA

D,STREaAM, AVENUE [ ]
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Winter is closing in fast. In order for Sam Squirrel to
survive the cold season he must collect all the nuts in the
nearby gardens. Sam is a very nervous squirrel though, so
nervous in fact that he is frightened of his own footprints! If,
on helping him round, vou tread on an area that he has
already visited Sam will likely die of a heart attack!

Sounds easy, doesn’t it? Well, like every good game,
there’s always a snag., There is something nasty in the
gardens. Sam is not sure what it 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 abourt the garden and if it succeeds in
carching him, he will immediately lose a life.

When a whole garden has been cleared of nuts, Sam will
go to the next one. Altogether, there are five different
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 for initalisarion,
after which time the title screen will appear. By pushing the
jovstick backwards and forwards you will be able to alter the
skill level (1-6). When this is as desired, press START or the
fire button to start play.

PROGRAM NOTES

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 to 1190 useful. To operate this function use
USR(1536, Location of move data, Location of put data,
Length of move data).

You may find this routine useful for scrolling screens too.
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HO
Y
RT
GY
SR
HJ
(L [1]
L L

PC

KO
DE
Hi
TZ
BT

Pl

GR

GK

KM
oT
DC
UK
0nE

UH
PP

GM

B o oo e

i

Z REM = HMUT S ! -
3 REM %= by L3
4 REM %= John Gymer s
S REM ¥ ——————-—=—==mmmemce—ceccee=- *
6 REM * PAGE 6 MAGZIMNE — EMGLAND »*
7 RE M S e - e -
8 REM

98 M=08:K=-1:U=2:HISC=G6:SKI=K:LEV=K

100 GOSUB 1380:SETCOLOR W,S5,6:SETCOLOR
K,12,9:SETCOLOR U,3,4:5ETCOLOR I,MH,14
:5ETE“L““ 41“;“

118 LIV=Z:SC=MH:5T=H:GOTD 8Z8

1720 ¥=1Z5:HZ2=85:¥YXI=-6:HI=5

1I0 BH=1S7:BY=74:BHI=14:BYI=3

140 REM

158 P=H:S=STICKCH) :IF 5=15 THEN GOTO 4
i@

168 FOR N=1824 TO 1288 STEP 256:H=-USRC
1526, PMBASE+40 , PMBASE+N+Y , 13) : MEXKT M: X
1=KZ:Y1-Y ! H4-HI:Y4=Y3

178 IF S=14 THEN Y=Y-16!HZ-HZ+BiHI-HI+
K:¥YI=¥YI-K:!P=K

186 IF 5=13 THEN ¥Y=Y+1G6:MZ=-HZ-B:HI=-H3I-
K:YI=-YI+K:IPZK

198 IF S5=11 THEN KZ=HZ-16:MI=KI-U:iP=K
2800 IF 5=7 THEN HZ=-HKZ+16:HI=-HI+U:P=K
Z18 IF P=W THEWN GOTD 418

228 REM Check Pos. of Squirrel

2ZI0 LOCATE XI,¥3I,Z:IF Z=81 THEN GOTO 4
ae

248 IF Z=36 OR Z=164 THEM GOSUB 59%0
250 LOCATE HI-U,.¥3I,Z1:LOCATE HI+U,¥Y3,Z
2

268 IF ZZ=33 OR ZZ2=-3I5 THEM POSITION HZ
+*K,¥Z3:7 H6;"["; iPOSITION KI,¥Y3I:7 ne;"5%

.
»

¥ MAIN VAR]’ABLES
BK:IBXL BX3, Holg horizonig)
By BYL Bys ‘nasty thing 5
-3 : ‘Hnld Vertical pogig

nasty GaptS 1008 of the

Pﬂﬂﬁiungurlhc

BYTEs
Holds machj
1
CHACT down charnnteii?:fe it
ress
g PORSY of characrey to be
i High Score
I Lfvel_ Gardep
A Lives left
NUTS Address of character «
I‘MHASE U:::I :IIn:EII!:y Nuis m:ﬂ;-c:;t
n P'p
553 tv:ir;icul mnvﬁiﬁtﬁ o g
E |
se Smr:cttrs to be re-defined
EF Skill Leve)

N“'IS Enl!tcred

©ld horj iy

sql;ih-e]r Zontal positions of
old vertic

Squirre], cal

XI, xz’ X3| X4

YI,YI,Y3’T4

Positionsg of




24 :]

EE

BG

BH

5Y

UM

FO

RU
NP
IT
M
BK

OF
L&

GY

HH
RA

TE
BF
Fp
TF

PH
FE

ZH
IR

oR

L}

278 IF Z1=IXI OR Z1=35 THEN POSITION HZI
“K,¥3:7 #6;"1"; :POSITION XI.¥3:7T #H6;"5

(T
»

280 IF ZA=36 THEN POSITION HI-K,¥3:7? o
6;",";:POSTITION NZ,¥3:7 16;"5";

298 IF Z2=81 aANMD Z1>178 THEMN POSITION
HI+K,¥3:7 B6; "0 ; :POSITION XI,¥3:7 H6;

IHI;

I00 IF ZZ=36 THEM POSITION HI+K,¥Y3:? O

G6;'","; :POSTITION I, ¥3:7 H6;"5";

Z18 IF ZA=81 AND Z2<128 THEN POSITION

HI-K,.¥3:7 86 u;

X120 IF Z1=161 OR Z1=16Z THEN POSITION

KI-K,¥3:7 86;"I"; :POSITION X3,Y3:7 H6;

nE-ru:

ZZI0 IF Z1i=164 THEMN POSITIOM HI-K,¥Y3I:?

#ne ;"W :POSITION HI, ¥I:7 16;"H";

Z48 IF 72=161 OR ZZ=16Z THEN POSITION
HI+K,¥3:7 86;"['; :POSITION HI,Y¥3I:7 HG6;

b -

IS8 IF Z2=164 THEM POSITION HI+K,YI:?

86 ;""M"';: :POSITION HI,¥3:7 116; E;

Z60 IF Z2=81 AGMD Z1<{178 THEMN POSITION
HI+K,YE3:7 HE6;"+"; :PDSITION HI,Y¥Y3:7 HG;

gy

I78 IF Zi=81 AGMD ZZ>178 THEWN POSITIONM
H3I-K,¥3:? H6;"L";:POSITION XI,¥Y3:7T HG6;

"E’":

I890 IF 7Z=35 DR Z=163 THEM GO5UB G660
I98 GOTOD 418

400 HZ-MHL1:Y=Y1:HI=H4:¥I=v4

418 REM [

420 H=USRC(1536,PHMBASE ,PMBASE+1024+Y,13

I :H=USREL536, PHBASE+Z0, PHBASE+1Z2804+Y, 1

I):POKE S53248,HZ!POKE S53249,42

438 REM

448 S=IMT (RMD (M) *G) :FOR N=1536 TO 1792
STEP ZS56:H-USRCLSI6,PMBASE+408,PMBASE+

M4BY,15) :HNEXHT M

4580 BXL=BH:BY1=BY:BY4=BYZI:BH4=BHIZI:IF 5
{SKI THEN GOSLUB 700:G0T0 478

468 S=INT C(RMND CH)#4)

478 IF 5=H THEN BY=BY-1G:BH=BX+8:BMN3=B
HI+K:BYI=BYI-K

488 IF S=K THEN BY=BY+1&6:BH=BX-8:BH3I=B
HI-K:BYI=BYZI+K

4980 IF S=U THEN BHX=BX-16:BXI=BHI-U

S080 IF 5=3 THEMN BH-BH+16:BXI=BHI+U

5180 REM Check Pos. of Brush

5280 LOCATE BX3I,BYZI,Z1:IPFP Zi1=81 THEN GO

TD S48

538 GOTOD 550

5490 BH-BHL:BY=-BY1:BHI=BH4:BYI=BY4

550 REM

560 H-USRILSZI6, PHMBASE+60, PHMBASE+15I6+E

¥,15) : H-USRCL1S53I6, PMBASE+80 , PMBASE+1792

+BY,15) :POKE 5I250,.BX:POKE 53251.BX

578 IF HI=BHI aAND Y3I=BY3 THEN GOSUB 5%

@:GO0TD 1Z8

S88 GOTO 148

82 (racking routin
o
]1}1;}3 # ; 120 T::{: '“l':::t "~ Eame over
1320 - i 310 Ser u:ll “'mlﬂett
138 370 Dy P Spriteg
Iﬁ Inﬂ = ] m nﬂ-de 5

S'C'rﬂ‘en dnt‘;hlmctfl" Set

JL
vn

YH

uy

uv

M
T4
L4

TG

Zu

KM
HY

Yo
FO
o5
op

GM
Yu

ViL

GT

SH

PD
HQ
EH

FH

£ZT

UR

EQ

HL

RO
¥.J
ay
Lo
L5
BE
TVY
BI
KX
BM
av
oL

nJ

Hu

oH

BF
Jd

BL
HF

596 REM

600 Z-W!ILIV=LIV-K:POSITIOM 6,9:7 B6;LI
v;

618 FOR N=10Z4 TO 17280 STEP Z56:M-USR(
1536, PMBASE+40, PMBASE+N+Y ,13) : NEXT W

628 FOR N=15Z6 TO 1792 STEP Z256:H=-USRIC
1536, PHBASE+48, PMBASE+M+BY , 15) : MEXT N

6X8 FOR P-H TD 4:FOR M=158 TO 255 STEP
1S:SOUND MW, N,.10,8:SO0UMD K,N-K,108,8:NE

HT M:SOUND K,H,H,H:NEXKT P

G648 SOUND HW,MW,H,HW:IF LIU=H THEN POP :P

OPF :GOTO 768

6580 FOR N=H TD 188:MNMEXT M:RETURMN

6608 REM Pick Uup a Mut

6780 Z-H:FOR N=1808 TO0O W STEP -—-186;:50UND
H,H,18,8:50UND K,N+U,10,8:HEXT N:SOLUND
W, W, W, H:SOUND K, MW, M, W

688 ST=ST+K:SC=SC+SKI:POSITION 14,9:7
#H6;5C; :IF ST=NUTS THEN POP :GOTOD 1888
6980 RETURN

788 REM #

718 IF YI<{BYI THEMN S=H:RETURMN

7280 IF Y3I>BYIXI THEN S=K:RETURN

738 IF HI<{BHKI THEN S=U:RETURMN

748 IF HI>BHI THEN 5=3:RETURN

750 IF HI=-BKI AMD YI=BYI THEMN GOSUB 59
G:G0TD 13I8

760 REM [T NI

7780 FOR N=18Z4 TO 1288 STEP ZS6!K=-USR(

1536, PMBASE+408 , PHBASE+tN+Y ;13 :NEXT W
780 FOR WN=1536 TD 1792 STEP Z56:1XK=-USRI(

1526, PMBASE+40, PMBASE+N+BY , 15) :NEXT N
798 ? BAG:"K":POSITION S5,5:7 HE:"game O

ver'":FOR N=185 TO 255 STEP S

808 SOUND H,N,8,1Z:50UND K ,MN;18,1Z2:FOR
P=H TO 10:NEXT P:SOUND W, H,H,H: S0LUND

K,H,H,H:FOR P=H TO S:NEXT P:NEXT N

#8186 GOTOD 828

828 REM

8380 7 HE;"K":RESTORE 2900:FOR N=H TODO 9:
READ SS:POSITION H, N:? HE6;55; :NEXT N:I

F SCYHISC THEM HISC=S5SC

848 POSITION 14,.X:7 BH6:SC::POSITION 14
;417 BWE;HISG; : SKI=K

850 IF PEEK(SIZ79)=6 OR STRIGC(H)=-H THE

M PDKE 711,14:7 B6;"K";LIV=X:5T=H:5C=H
ILEV=K: GOSUB 1320:G0TD 120

860 IF STICKC(M)=14 THEN SKI=SKI-K:IF 5
KI{K THEN SKI=6

878 IF STICKLH)=1X THEN SKI=-SKI+K:IF 5

KI*6 THEN SKIz=K

888 P=P*K:IF P>255 THEWN P=8

899 POSITION 14,.6:7 H6:5KI;::POKE 711.P
tGOTD 856

700 DpATa ooooaoooTEEEMOQOQQ00

%18 paTa ooafloefiDTofTH000

928 DpATA OOOODOODOOOOOODOOOOO

I8 pATA OO0lastOscoreQOOO0

7480 DATA OQROhighOsSCcOrefOOGo

58 baTa QaOoOOO@OOOQ@OQOOQQQQ000

260 DATA OOskillDleveldOOOoo

978 paTa ooOoOQQCOaOOOQQOOO0O0

880 DATA OPRESSOODSTART/FIRED

290 paTa aaoaooooaoaaaoaoOO@ROO0

1888 REM

1916 FOR N=1824 TO 1280 STEP 2S56:H-USR
(1536, PHBASE+408, PHBASE+N+Y , 133 :NEXT W

1928 FOR N=1536 TO 1792 STEP 2ZS56:M=-USR
(1536, PHBASE+40, PHBASE+N+BY . 15) :NEXT N

10390 7 H6;"K":POSITION Z,5:7T HB6;"sSCree

n complete

1849 FOR N=255% TO 185 STEP -7:S0ULND MW,

N-1,18,12 :5S0UND K,N,18,12:FOR P=H TD S
HEHRT P:SOUND MW, H,H, H:SOUND K,.M,H,H

1858 FOR P=H TO S:NEXKT P:MEMT M

1868 FOR W=218 TO 145 STEP -7:S0LUND W,

HN-1.,10,12:SOUND K, N,18,17:FOR P=H TO 5
SHEXRT P:SOUND MW, MW, H, H:SOUND K,MW,H,H

18780 FDR P=H TD S5:MEET P:NEXT N

1888 FOR MH=165 TO 188 STEP -7:50UND W,

N=1,18,12:50UND K, N,10,12:FOR P=H TO 5
SNEXT P:SOUND H, H,H,H: SOUND K, H,H,H
1898 FOR P-H TD S:MEXT P:MEXT M
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1188 SOUND MW, 90,18, 12:S0LUND K,%8,16,12
iS0UND U,9Z,10,12:FOR N=H TO Z00:MEXT
M:FOR N=H TO U:SO0UMND N, H,H,H:NEXT N
1118 ? 86" K" :LEV=-LEV+K:IF LEV>S THENM
LEV=K

1126 POP :GOSUB 1320:S5T=H:GOTOD 128

11370 REM [BTTIEIFIEFFLIT

ISRV CIA NMFrom atari User Uol,?2-No

1156 REM [FEWTIFITT

1160 RESTORE 1168:FOR J=H TO 86:READ A
:POKE 1S36+J,0:MEXT J:DATA 184,281,I,2

08,681,104 ,133,225,1084,133,274, 104

1170 DATA 133,227,104,133,726,104,133,

229,104,133,228,169,0,133,230,133,231,
168,177,224,145,226,24,16%9,1,161

1180 pATA 224,133,224,169,0,101,225,13
1,225,24,169,1,101,226,133,226,169,0,1

01,227,13%,227,24,169,1,101,230,133
1199 DATA 23I0,169,0,101,231,133,231, 74
+165,278,197,230,208,206, 165,229,197, 2
ZI1,208,200,96

sl . Set up Spraites |

1210 PMB=PEEK(106) -24:POKE S4279,PHMB:P

MBASE-PHMB¥256:FOR J=W TO 2Z55:POKE PMBA
SE+10Z24+),H:NEXT J

1220 FOR J=128@0 TO 1792 STEP 256:H-USR
(1536, PMBASE+1824,PMBASE+.), 1024) :NEXT
J

12I0 FOR J=H TO 12:READ A:POKE PMBASE+
J,A:NEXT J:FOR J=M TOD 12Z:READ A:POKE P

MBASE+J+Z0,A:NEXT J

1249 FOR J=MW TO 14:READ &:POKE PMBASE+
J+40,8: HEXT J:FOR J=H TO 14:READ A:POK
E PHMBASE+J468,4: NEXT J

1250 FOR J=HW TO 14:READ &:POKE PMBASE+
J+80,a4: NEXT J

1260 rEM MIFTTSETETFIEE]

1270 pATA ©,0,32,90,64,0,0,9,9,0,0,0,0,

19,35,8%,119,55,55,62,126,60,60,60, 23,

"129,90,8,0,9,0,0,9,90,0,0,0,0,8,0,0

1280 DATA 16,16,16,16,16,16,16,254, 254
+B84,84,84,084,84,84,0,0,0,0,0,0,0,0,0,1

70,178,170,1768,170,170

1290 DATA 16,16,16,16,16,16,16, 254,254
,84,84,84,84,84,84

1390 POKE 559,62:POKE 53277,3:POKE 623X
+K:FOR N=S5Z256 TO SI259:POKE N, K:NEXT

N:POKE 704,14:POKE 7865,6

1316 POKE 706,1X2:POKE 707.,53:RETURN
1Z280 REM [ : yat

13z@ PHEITIUH H,?:? u6; " [ETHE ":LIU;"

MISC; POSITION 2Z,MW:7? 16 ; [TEE

!3!!:!3 ";LEV;

1348 POSITION 2,10:?7 #6;"CIYNNENTITH
i 5KI;

13580 RESTORE 1510+ (LEVU*1080) :NMUTS=W:FOR
N=K TO B:READP SS:POSITION MW,N:7 HE6:55

1368 MUTS=LEV+E

1378 MEHT M:RETURM

it A M. Re-define Characters
1398 DIM BYTES(80),55(70) :RESTORE 1418
!MEM=-PEEK(186) -4 : POKE 166, MEM—4:CHACT=
MEM*256: GRAPHICS Z2+16:POKE 559, H

1488 FOR M=H TO 4:SETCOLOR M .M, H:NEXT

HW:FOR N=K TO ZZ:REAQD P:BYTES CM,N)=CHRS
(P) :MEXT MW

1418 DaTaA 194,104,133,213,104,133,212,
1904,133,215,104,133,214,162,4,160,0,17
7,212,145,214,200,208,249,23I8,7213

1420 DATA 230,215,202, 208,240,96

1430 Z-USRCADRI(BYTES) ,224%256, CHACT) : 5
5:"!n$&':nnc:r:HIJKLHﬂopnn:Tuuvni23455
789%+ , [1":RESTORE 1450

1448 FOR CHARZK TO LENCSS) :POS=CHACT+C
ASCISS(CHARII-ZZ)%E:FOR K==W TO 7:READ

A:POKE C(POS+H),A:NEXT M:MEXT CHaRr

1458 REM (N ETFTET TN FIT
1468 REM [{EE
14780 REM Issue 18

1489 DPATA 255,255,255,255,25%5, 255, 255,
9,255,132,152.5&,25,3,255,9.255,1?9,35
,1?5.55,1?5,ZEE,H.ZEI,ZEI.ZJ?,ZE?
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1499 pATA 223,191,127,8,1,3,7,15,31,63
127,808,252 ,246,240,224,192,126,0,0,0,2
8,62,119,127,119,119,119,0,126,115
1500 DATA 126,127,115,127,126,8,63,112
2112,112,127,127,63,0,127,112 124,117,
127,127 ,127,0,127,112,174,112,1172

1518 DpATA 112,112,0,63,112,112,119,115
»127,62,0,119,119,127.,127,127,119,119,
0,127,28,28,28,127.127,127

1520 DATA ©,127,12,12,172,124,124,56,8,
115,119,126,124,126,119,115,0,96,96, 96
+ 96,127 127 ,127,08,99,127,127.,127

1530 DpATA 107,99,99,0,115,123,127,127,
119,115,115,9,62,119,119,119,127.127.,6
2,0,126,115;,127,126,112,112,1172

1549 DATA ©,90,08,0,0,0,0,0,0,176,115,17
7,196,119,119,119,0,63,127,112,126,7,1
27.126,9,127,127,28,28,28,28,28.,0

1550 DATA 119,119,119,119,127,127,62,@
2119,119,119,119,127,62,28,0,119,119,1
27,28,28,62,62,900,63,51,51,63,6%,6%
1560 paTH 63,0,12,60,102,12,12,6%,63,0,
63,63,3,63,48,6X,63,0,63,63,3,15,3,63,
63.9,51,51,51,.6%,63,3,3,0,63,63,48
1579 paTA 63,3,63,63,0,63,63,48,63,51,
6%,6%,0,63,63,3,3,3,3,%,0,63,63,51,63,
51.63,6%,0,63,63,51,6%,3,63,63

1588 pATA 1,2,5,10,21,42,127,0,252,168
;80,169,64,128,0,0,253,170,85,170,85,1
70,127,0,253,171,87,175,95,191,127,0
1590 DpaTaA 253,250,245,7234,213,176,127,
a

1608 POKE 755,H£n:ﬁnru 1138

1618 REM S5creen 1 Data

1628 DATA uunnunqnununuunuunun

1638 paTa ocoooooiFIIRIEAR-IEINIO

1640 DATA OoOoOGOGO0* ' EBR& & BHCOO

1656 paTa aooolTIFIRARAFINIOOOQ

1660 DATa OO0 '&n&' &' En&) cooan
1678 paTa 00oEEIFITAIRIRINGCQOOO
1688 DATA Q'HE'& /' E' &) CcOQOOOO
1698 DATA OOOOOOOOOOODOOGOOO0O0
1700 DATA

IS W, Screen 7 Data .
17209 paTa aoOoOooOooaaOQOOOR00000
1730 pATA aoaooolETTIEIEIECI0
1740 paTa QOOOQ" ' (O *'&B& ' &) Can
1758 paTa onooEIRARFARARINIcO0
17680 DaTa ao0'n&! En& ' &' & co000
1778 paTa ao0oEEITAFAEINIcao0n
1780 DaTa o'n&' &' &' &0& coooQQn
1799 paATA OoOQOOGOGOOOOOOOGGOGO
1898 paTa

1810 REM METITINFETFIEIS]
1828 DpPaTa QaooooooaOOQaOOQOQ00
18X8 DATa ooooooao0oclZTIEIECTG
1849 pAaTa OoOOOO'BRE'RIEI&I & con

1858 paTa oooolEFIFIRIR-CTANIGOO

1860 DATa aon''&!&n& cooOQOOO0
i87e raTa a0EEEINICEEEARSTooooo
1880 DATA Q" 'EHE'EHE) & coOOOOO
18%9 DATA QOOCOOOGOOOQOOO0O0000
1980 DaTa

SN N Screen 4 Data .
1928 DATA anauunﬂqunnqﬂnnununn
198 DATA ' & :
1948 DATA nuu'-tﬂ'n&l&-&laltaa
1956 paTe OEEARARCTIRAFANICOO
1760 DATA QOO '&'&E0& &) & CcOo00n
1978 paATaA OOEERINCEEIFINIcQGOQ
1980 pATA Q' 'R &' En&' &) conoOOO
1998 DATA QOOOOQOOOQOQOOOOO0OOOGO
2088 DaTAh
2819 REM [ ta
28286 DaTa qnnannunnnnuannnnunn
Z0I8 DATA O

2049 DATA OO0'HIO"'ERE'RI R COD
850 paTe OoEETAFIFIRIRARLTiooo
Z@68 DATA uau‘*&l&rali-alll{nu
Z87e ! |

2080 DATA u'l&'&haltfsn&-&-(nn

20%8 DATa OOOQOQOOOQQOGO000000

2188 DaTh ™




SPRING SALE

GREENWELL COMPUTERS
114 QUEENS ROAD,
CHEADLE-HULME, CHESHIRE SKB8 5HS
TEL: (061) 485-1126 (MAIL ORDER ONLY)

SPECIAL HARDWARE OFFER

130XE WITH 1050 AND SOFTWARE £199
Hardware = B-BIT (Home/Personal Use)
ATARI 130XE 128K COMPUTER £95
ATARI 1050 DISK DRIVE £114
ATARI 1029 DOT MATRIX PRINTER €124
ATARI 1027 LETTER QUALITY PRINTER £i124
ATARI XC12 PROGRAM RECORDER €24
ATARI B850 INTERFACE MODULE £ 89
HARDWARE 16/32 BIT
ATARI 5205TFM WITH BUILT-IN DISK DRIVE £389
ATARI 10405TM WITH BUILT-IN DISK DRIVE £945

We cannot list every item we sell here, so just
‘iphone or write!

Charges and Payments:-

For hardware add £5 for delivery. For packs add
E£7.50 for delivery.
Cheques & P.0.'s to:

“"THE GREENWELL GROUP" OR TRANSCASH AT
THE POST OFFICE A/C 670542601

ARE YOU MISSING OUT?
MONITOR MAGAZINE
IS JUST WHAT
YOU NEED! - “*

Filled from cover to
cover with:

= Galvanising
Games

® Tantalising
Tutorials

= Mind-boggling
Machine Code

® Lotsa Listings

® Topical Tips W

® Realistic Reviews

® 16-Bit and 8-Bit Coverage

Send a cheque/P.O. for £4-00, made payable to the ‘U.K.
Atari Computer Owners Club', for your four issues subscription

now. Or send £1-30p (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
IX3 P.0. Box 3. Rayleigh, Essex, SS6 8LR

Independent User Group

£100 PROGRAMMING

CONTEST!

Here's a chance to show how clever you are. We
would like a new title screen for the PAGE 6 Issue disks
and rather than get someone to write it specifically we
thought we would give you the chance to put forward
vour ideas.

You will probably need one of the PAGE 6 Issue
disks to get an idea of what is required (more sales!)
but briefly we need a good animated title which
announces the Issue number and date of the disk.
Entries can be in Basic or machine code but must con-
form to the following guidelines.

1. The first few lines must contain variables or
data for the Issue number and month year of
issue and colour registers so that these can be
easily altered. If written in machine code, these
must be in the form of a table which 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
(START/SELECT/OPTION).

3. The program must, on exiting as above or after
finishing (with a short pause) run a Basic
program entitled “D:MENU",

4. On exiting by any means, all Player Missile
Graphics and other registers must 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 XL 'XE
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 if only the colours. Perhaps several
different optional backgrounds could be supplied? Let
your imagination flow!

THE PRIZES: Real cash! The entry selected by the
Editor as the winner will receive £75 and a free disk
subscription to PAGE 6 worth £30. Two runners up
will each receive £25 and a disk subscription.

What more incentive could you want? Of course
you'll really do it because you love programming that
old Atari and because your program will be seen by
Atari owners all over the world, won’t you?

The Editors decision will be final and PAGE 6 will
retain the right to use any prize winning programs on
their regular Issue disks until further notice. Disks will
only be returned if requested and if accompanied by
return postage.

DEADLINE: 20th APRIL 1987, Get writing!

Entries should be sent to TITLE CONTEST, PAGE 6,
P.0.BOX 54, STAFFORD, ST16 1DR

£
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B/GRAPH

Ariolasoft
£29.95

Reviewed by John S. Davison

Ever since I bought Atari’s original ‘Graph-It’
program for my 16K 400 many moons ago, I've been wishing
someone would produce a good graphing and charting utility
for the 8-bit machines. Well, my wish has been granted -
thanks to Ariolasoft (again!). The B/Graph package has an
added bonus, too. It includes statistical analysis functions,
allowing vou 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
B-bit software, matching that of HomePPak and PaperClip
{both reviewed recently in Page 6), BUT, 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 SHOULD 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
writing 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. 3

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 full screen display,
with no room for menus or prompts. I ended up writing out
the required key commands on a reference card as a
reminder.

GRAPHING AND CHARTING

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.

B/Graph will handle up to three factors, that 1s, you can
plot three different sets of data on one chart. This was a
disappointment at first, as I often need to plot more sets than
this. However, B/Graph lets vou 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

58 Page 6 = Issue 16
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most home use purposes. There are display limitations with
bar charts, though, restricting you to a maxirmnum of 48
values. If 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 B/Graph will automatically scale the axes for
you, s0 you don’t have to worry about plotting points that go
‘off the chart’. T'o 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. B/Graph then
calculates 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 and/or 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 1t -
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. It’s as
simple as pressing the START key. This 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 criticism is that pie charts printed on my Star 5G10
were slightly oval, rather than circular. This happens with
some printers as horizontal and vertical dot pitch 1s
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 B/Graph’s imaging facilities to save screens to disk as 66
sector files. A utility is provided to display these in sequence
as a *slide show’.




THEBEST 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 Atari
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 rate each program from 0 (for abysmal) to 10 (for the absolute tops), jot it
down on a postcard and send it to us. Whenever you buy something new and have
formed an opinion, send us your marks on that and we will update the charts each
issue. We will publish separate charts for Adventures, Games, Applications and ST
software.
There is no need to categorise programs if you don’t want to, but please make sure that
vou make it clear whether the programs are for 8-bit or ST.

No chart system is infallible but if enough readers voice their opinion we must get a
much fairer reflection of what is good and bad than if we asked one reviewer to be sole
judge and arbiter.

S0 let’s be hearing from you. This is your chance to participate! Get cracking on those
cards and send them to:

THE BEST ATARI SOFTWARE, PAGE 6, P.0.BOX 54, STAFFORD, ST16 1DR

Imaging facilities also permit you to use additional
custom labelling on your chart. This 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 fonrs,
including Greek, Hebrew, Russian, and Eskimo(!) alphabets.
These may be rotated in 90 degree increments, if 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, DAMNED LIES, AND....

Statistics packages are something of a rarity on the
Artari. Even if B/Graph 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/minimum values for a
given set of data.

smoothing, arithmetic and geometric moving averages,
predefined or customised factor calculations, e.g. divide
factor 1 by factor 2, or use the factor values in any valid Atari
BASIC expression supplied by you. Also, you can change the
order of factors, remove factors, and load factors from
another file. If you have a few missing values in a given
factor, B/Graph will provide estimated values for them, if
you wish.

Visicalc owners rejoice! B/Graph can read Visicalc DIF
files, allowing you to visually illustrate vour spreadsheets.
Data can also be passed in the reverse direction, enabling
Visicalc to read B/Graph 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 vou need it.

CAN YOU LIVE WITHOUT IT?

B/Graph, quite simply, is first class, quality software
for the 8-bit Atari (and for the ST soon). If you need to
produce graphical charts or do a little statistical analysis for
home, educational, or even business use, then go out and buy

Data manipulation functions include exponential B/Graph now. It’'s worth every penny of the asking price. L]
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Firebird

1 player
1 joystick

There's a budget war raging with
Firebird and Mastertronic battling it out
between them to produce the best Atari
‘cheapie’. Previously, Mastertronic led
the race handsomely with top notch
games like NINJA and LA SWAT but
Firebird have retaliated with a real
cracker in the form of WAR HAWK.

It's a wvertical scrolling space-zap
game which shares many similarities with
Uridium, a top=-seller on various other
micros. The aliens have set up their
defenses on a huge asteroid belt and you
must fly Warhawk into the heart of that
asteroid belt, destroyving bases and wip-
ing out the marauding fleets of enemy
starfighters. Watch out for space mines
and meteor showers which will erode
your defensive energy shields. Once your
shields give out the game is over,

If you survive the initial 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 — they have no firepower but,
instead, try to deplete your shields by
ramming into you — your first mission is
complete and you advance onto the next
asteroid with wour shields restored to
maximum strength.

Should vou manage to completely
wipe out any individual base you are
rewarded with a welcome bonus. An
ordinary joystick isn't much help here
and an auto-fire stick is a must. It's
difficult to rack up a decent score without
one.

WAR HAWK scores high on playa-
bility, though it tends to get impossible
on the higher levels — or so I'm told!
Graphics are bold and colourful, sound is
well up to scratch for this type of game,
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WAR HAWK

£1.99 cassette only

RS L R
JIM SHORT BURNS

THE MIDNIGHT OIL TO

LOOK AT HALF A
DOZEN MORE GAMES

FOR YOUR ATARI
R O N

and it has that elusive quality which
keeps you coming back for more. If
yvou're a glutton for punishment you’ll
appreciate this one.

Not content with all this, Firebird
have tossed in a few extras. The title
screen is a stunner, depicting a moving
starfield fading away into the distance
and giving the best impression of 3-D
I've seen in a long while. However, the
theme music is the real show-stopper.
Composed by Rob Hubbard it is causing
quite a stir in Atari circles at the moment.
My own personal favourite is ‘Song of
the Grid' from BALLBLAZER, but
most other Atarians reckon the WAR
HAWEK theme is the best yet on our
computer. For once ['ll bow to the major-
ity and concede the point.

It's going to take something extra
special to knock WAR HAWK off the top
of the budget pedestal. Other software
companies may have to do some soul-
searching. How much longer can they
continue to charge £8-10 a game when
there are gems like this hitting the market
at only £1.99? Think about it.

LAPIS PHILOSO
PHORUM

‘Philosopher’s Stone’
Ariolasoft

£14.95 - Disk only

1 Player

Keyboard

Twentieth Century Royalty have
never had it so good — sitting back with
their feet up sipping a glass of Bolhnger,
making the odd Christmas speech now
and again just to keep up appearances
whilst letting the Government mess up
the running of the country for them. Ah,
what a life!

It wasn't quite so cushy in bygone
days. PHILOSOPHER'’S STONE is a
graphical adventure set in ancient times.
King Gieselher, wise ruler of 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 old King and now, in desperation,
they have turned to you, a loyal servant
who once dabbled in the mystical art of
alchemy. Can you help save the King?

Maybe it’s not the done thing 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. It's been said many times that you
don’t need graphics when there is good
descriptive text as offered by Infocom
and the like, but [ don't agree. Perhaps |
don’t have a vivid enough imagination?
In any case, | can't see the sense in
ploughing through line after line of text
just to get an image forming in your head
when a picture does it for you instantly.
Anyway if, like me, you prefer your
adventures with artwork then PHILO-
SOPHER'S STONE will not disappoint
vou. The many and varied picture scenes
are bright, clear, full of detail and
remarkably similar to the type used in
Actvision’s ‘Mindshadow’, another first-
rate adventure in my opinion.

The parser is of the wverb/noun
variety, which I feel most people are
comfortable with despite the claims of
some programs to understand full
‘English’ sentences. I've lost count of the




—

times I've typed sentences into these
programs only to be disappointed with
the replies. I always use verb/noun inputs
- yes, even with Infocom adventures.
Maybe that’s why I've 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 infinitely readable than the
terrible stuff used in the early Scott
Adams adventures. The program also
features an impressive title 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 quick 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. Only problem is
how to find it!

Dutside in the streets you are
presented with yet another major
problem - how to get out of the city.
You're in league with the King
remember, 50 his stepson has doubled the
guard on the main gate to prevent you
from leaving. An alternative method has
to be found. And now your troubles
really begin......

This is poised to take over from
‘Mindshadow® as my favourite adven-
ture. It offers a series of logical puzzles
which require smart thinking rather than
a University degree in psychology. It also
gives clever, interesting replies. When
you tell it to “TAKE object’ it responds
with things like ‘How can I do what is
already done?’ or ‘I am sure it is safely
stowed away’ rather than the usual boring
‘OK’ or ‘Taken’. I like it’s sense of
humour too. If you ‘PLAY LUTE’ to the
guards at the gate you are subsequently
thrown in jail for disturbing the peace.
That won’t get you very far, mind you,
but you'll get a laugh from it if nothing
else!

This game is a whole lot of fun. I
may only be a novice where adventures
are concerned but I know a good program
when I see one. Highly recommended.

Imore

ESCAPE FROM

DOOMWORLD

Red Rat
£9.95 disk
£7.95 cassette
1 player

1 joystick

Red Rat keep churning them out
(more power to their elbow!) so helping
to fill the gap left by English Software,
who are no longer Atari’s main British
software producer,

ESCAPE FROM DOOMWORLD
15 a three-in-one action arcade game. A
group of leading Earth scientists are held
captive on Doomworld and they have to
be rescued before their vital knowledge
can be used against us.

The first stage is like a platform
game minus the ladders and you move
around the levels with the aid of some
clever jumping techniques. Various
objects have to be collected before
moving onto the second stage. Here you
take to the air in vour spaceship and some
‘Choplifter’ manoeuvres are required to
pick up all the scientists and drop them
safely at your base. You stay with vour
ship for the final stage where skilful fly-
ing is needed to negotiate an assortment
of columns and collect the three bombs
which will destroy the alien planet and
result in the completion of your mission.

DOOMWORLD starts off quite
well but fades away as vou progress
through the three stages. The first stage is
the strongest one by far and perhaps a
better game could have been written
based on that idea alone?

Passable enough this one, but is it
worth the asking price? Like DOMAIN
OF THE UNDEAD I feel it should have
been a budget game. Maybe you'd like to
judge for yourselves?

LASER HAWK

Red Rat
£9.95 disk
£7.95 cassette
1/2 players
1/2 joysticks

modern software trends,
Evervbody knows it’s hard to beat a good
old-fashioned space blaster. When all else
fails give the punters what they really
want — another ‘zap those nasty bug-eyed
critters into space dust” games.

Forget

LASER HAWK is a jazzed-up
version of Scramble — no caverns though,
just continuous left to right scrolling
across an open-air alien landscape. You
take on the role of the famed Mercenary,
Jim din’Alt, who has been recruited to
destroy the 5 command headquarters of
the evil Proc Irata, which just happens to
spell ‘Atari Corp’ backwards. Naturally,
these are heavily guarded by the obliga-
tory defence systems, comprising of air
cannons, robotships, volcanic eruptions,
missile launchers, meteorites, homing
missiles, laser-beams and the like. Not
that a few paltry defenses will hamper a
man (sorry ladies but Jim is definitely a
man's name — I hope!) of your capabili-
ties. Besides, the headquarters are code-
named BEEB, COMM, APP, AMS and
SIN and come in the shape of the appli-
cable computer symbols. If that doesn’t
give you the incentive to bomb the living
daylights ourt of them then nothing will!!

I'm tempted to label this game as a
poor-man’s BETA LYRAE as it bears
more than just a passing resemblance to
the Datamost game. Beta Lyrae is the
ultimate computer Scramble and LASER
HAWK can’t really hope to compete, but
it is a reasonably good alternative. What
it lacks in fancy frills and refinement it
makes up for in playability not to
mention barefaced cheek! Bombing Com-
modore and Spectrum symbols? ... I like
it, I like it!!

- Worth the effort this one. Make sure
vou check it out.

JET SET WILLY

Tynesoft
Cassette
1 player
1 joystick

I've never liked this game. I saw it
when it was initially released on the
Spectrum and Commodore and could
never quite understand what all the fuss
was about. Mind you, I was reared on
stuff like Astrochase and Blue Max and
MNecromancer, so maybe that had a lot to
do with it? Anyway, despite the silly little
matchstick graphics and the fact that you
needed a magnifying glass to even see
anything on the TV screen, despite the
game being full of bugs, meaning you
could step into a trap and lose all 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 ‘other’ computers will defend
JET SET WILLY come hell or high
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. Half a 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 now JET SET WILLY has
arrived on the Atari (why us?) and, in the
interests of fair-play, 1 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...... it"s terrible!

The Atari version is an insult to the
Atari. The colours are dreadful, sound
non-existent apart from the brilliant
theme music from master composer Rob
Hubbard and the graphics are totally
inferior to all other versions when we
know they should be better, and the ani-
mation 15 a joke. Instead of the super
smooth animation we are used to on the
Atari, the characters move around in a
jerky, stop-start motion which manages
to look passable until you compare it with
the Spectrum/Commodore versions.
Come off it Tynesoft you can do better
than this. Commodore and Spectrum
owners will laugh their socks off when
they see it and that’s the last thing the
Atari needs. Can you imagine what the

mainstream ‘anti-Atari’ computer press

are going to say should they get their
hands on a review copy? They seldom
miss a chance to put the Atari down.

Please try again Tynesoft — we need
your continued support — but no more
conversions. Stick to original marterial
until you get to know the machine a lot
better. If you want to see how it's done,
take a look at STARQUAKE from
Bubble Bus,

KNOCKOUT

Anco
1 player
1 joystick

['m not a great boxing fan. I rate it as
one of the most boring sports on earth
(next to cricket) and the only people I
considered worth watching were Ali in
his heyday and the brilliant Sugar Ray
Leonard who had more talent in his big
toe than every other boxer in history put
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together. Obviously I don’t expect
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 KNOCKOUT, a boxing simu-
lation from Anco.

It’s a slugging match this one and
gives you, the challenger, the chance to
take on the top 8 Heavyweights in the
world in order of merit and, hopefully,
work your way up through the ranks to
get a shot at that all-important title
against the World’s No.l, Smart ‘Hey,
don’t push me’ Stallone.

It looks decent enough at first — a
view from behind vour boxer, looking
directly across the ring, with the crowd in
the background and a couple of realistic
‘mug shots’ of the competitors in the top
corners of the screen — but all this is sub-
sequently cancelled out by the poor
graphics of the boxers themselves. Your
opponent is a crudely drawn outline and
your own boxer is done in unusual wire-
frame graphics, making him look like a
half-finished version of the bionic man.
There is virrually no animation at all -
the boxers don’t move around the ring
but stand on the spot slugging it out in
true heavyweight style (yawn!).

The fighters are super-imposed on
top of each other but, in spite of vour
wire-frame body, it's still difficult to
make out vour opponent and totally
impossible to tell who's hitting who. Tac-
tics aren’t this game’s strong point. Jabs?
Hooks?...... what’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. This could
have been the first computer surfing
game if it weren’t for the graphics!!

Opponents have to be loaded from
tape after a couple of bouts on the cas-
sette version, which makes me wonder
where all the memory’s gone. It’s not as if
large chunks of Ram are wasting away on
fancy animation!

Unfortunately, there aren’t many
other alternatives on the market for fans
of this type of game, particularly if you
have a cassette-based system. Disk
owners are advised to check out FIGHT
NIGHT from US Gold as it"s a much
better prospect. Know what I mean
Harry?

CRYSTAL RAIDER

Mastertronic
£2.99 cassette
1 player

1 joystick

Question - ‘When is an arcade
adventure not an arcade adventures’.
Answer — ‘When it's Mastertronic’s
CRYSTAL RAIDER".

At first glance it looks like one of
those familiar arcade adventure games
where you travel through room after
room, collecting various objects, in order
to achieve some predetermined goal.
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 how to tackle this one. Quote:
*CRYSTAL RAIDER is not an arcade
adventure. It is in fact a set of logic
puzzles and should be approached that
way’.

You control a small character who
possesses phenomenal jumping powers
and you must guide him safely through
50 different rooms collecting all the
quartz crystals he can lay his hands on.
Pressing the fire button causes him to rise
up in the air and he will continue In an
upward direction until he strikes an
immovable object or you let go of the
button. You have full control of his
movement in the air thus giving him
access to all the crystals and parts of the
room which are otherwise impossible to
reach.

Fire-pits are a potentially lethal
hazard and the rooms are also inhabited
by killer snakes and other nasties. You
must plan your route carefully to avoid
these dangers, bearing in mind that all
the crystals have to be collected
eventually in order to complete the game.
You can exit a room at any time but you
gain an extra life for clearing a room of
it's quota of crystals, so it’s worth the risk
particularly when you consider that there
are 50 extra lives there for the taking.
This gives you a maximum possible total
of 55 lives and Mastertronic warn that
even this may not be enough. From what
I’ve seen 550 lives may not be enough!!

CRYSTAL RAIDER doesn’t have
the instant appeal of either NINJA or LA
SWAT but it's got far more staying
power. You’ll still be playing it long after
you've tired of the other two. Mastertro-
nic have another winner on their 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 INVERSE keys as outlined
in your computer manual The listings are prepared to
match exactly what you see on screen. Every character that
vou may see in a listing is included in the chart below for
cross 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 line of a program begins with a special two letter
“code. THESE SHOULD NOT BE TYPED IN. They are used
by the program TYPO to check that you have typed each
line correctly. IF YOU HAVE NOT ALREADY TYPED IN
THETYPO3 LISTING PLEASE DO SO NOW. The program
can be used as you type ineach line of a program or to check
an already typed program. The code for each line will match
but if you have problems check the listing conventions
below carefully, you are most probably typing a CONTROL
character incorrectly. TYPO 3 cannot check if a line has
been missed so if you have problems in running a listing
count the lines in the program and ensure none are missing.
Ifthe TYPO codes match and the program still does not run,
LIST it to cassette or disk using LIST “C:" or LIST
“Ixfilename”, switch off the computer, re-boot and then
ENTER the program using ENTER “C:" or ENTER
“Drfilename”. Save this version in the normal way.

HOWTO USETYPO3

1. Type in the listing carefully for although vou 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 time you want to type in a program listing RUN
TYPO 3 first. The program will install a machine 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
tvpe the next line. Note, the code will not match if you use
abbreviations. If you prefer to use abbreviations LIST the
line you have just typed, move the cursor to that line and
press RETURN. The code should now match.
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and get them right!

5. Ifthe code does not match, use the editing keys to correct
the line and press RETURN again. Repeat if necessary until
the codes match

6. To check a line you have already typed LIST the line,
place the cursor on that line and press RETURN,

7. When you have finished a listing just SAVE or CSAVE it
in the normal way.

Youcan type in a program without using TYPO 3 and then
check it by SAVEiIng or CSAVEing a copy of the program,

running TYPO 3 and then LOADIng or CLOADIng your
program and proceeding as in step 6 above.

Always SAVE or CSAVE a program before running it and
always use TYPO before telling us that a program will not

mnin.
EL 1 BEP ook -0 00 00 00 - 000
aL 7 REM ® TYPD III by Galec Benson -
- June 1985 L
%8 I REM % Ao proofreader for AMTIC and &
- PAGE & based on TYPOD IX -
® published by ANTIC magazine #
F L FEE P S 0 B0
56 188 GRAPHICS @
WG L1® FOR I=AS5¥6 TO A7PL:READ A CE=CK+A:
POKE I,A:MEMT I
CG 129 IF CEKC>IB7ES THEN T “Error in DATHA
statements - Check Typing' :1END
¥HM LIB Aa-USRILSTE)
UT 148 T 317? U"TYPD III is up and running':
HEH
& 1888 DATA L184,168,8,185,726,3,281,6%
HG 1818 DATA Z48,8,708,Z00,208,19%2,36,288
a8 1828 DATA Z42,96,2008,169,79,153,.26,3
RE 1838 DpaTa 280,169%,6,153,26,X,162,8
RR l8d8 DaTa 189,86, 228, 187,.79%,6,232,224
TD 1858 DATA AS,Z208,245, 169,993,141 ,83,6
KC 1868 DaTa 1696, 140,.84,.6,17X.4,220
Eu 1878 pATA 185,808,141 ,9%5,6,173,5,228
BE 1888 DaTha 185,86 ,141,9%6,6,16%,.8,162
KK 18%8 DATA X, 14%,283X,.282,16,251,96,.8
IR 1188 pATA B,.09,9,9,.8,8,8,989
L 1138 DATAHA #.8,.8,.8,.8,98, 37, 9%
JH L1708 pATA 6. 8,72,201,155,240,55,238
TY 1178 DATA 203,133,289 ,138,.72,169,.8,133
Tih 1148 DATA 288,162 .8,18,38,208,6,.208Y%
MF LA1S5O DATAS 144,7,24,1081,203,144,2,278
RL 1i68 DATA 208,202,708 ,2379,1313,.287,24,1
L1
TH 1178 DATA Z04,101.207,137,204,1565,288,
181 I
AaMd 1188 DaTa 206,133,785 ,165,206,18%5,8.13
.
HH L1980 pATA ZO6, 184,170 ,104,48,9%8,138,72
NR 1289 DATA 152,72,1862,0,134,287,134,208
GF 1218 DpATA L1L68,24,6,204,38, 205,38, 286
Ea 1228 DaTa I8,287,38,208,56,165,287,233
T 12%8 DATA 164,178,168, ,208,233,.2,144,4
SK 1749 DaTéa 134,207,133 ,208,136,208,227,
162
CB 1258 paTa 8,168,287 ,133.284 ;165,208,656
KN L1260 DATA Z04 . 42,201,26,144,4,233,26
HB 1270 DATAS Z3I0,284,202,.208,242,133,285,
16%
BC 1288 DATA 128,145,88,208,192,48,208, 24
?
HY 1270 DaTa 165,204,185, 168,168, 3,145, 88
oA 13886 DATA 165,285,.24,185,161,208,145.8

HO 1318 DaATA I2,89,.6,104,168,76,153,6

L9
P
" J:e ':l;- o
& £, I3 't"-.:@ i
‘vuim"i"'{:.:a & Qq"; - \o':::' {:3* \e-i,{l'-
u M u m - E ESC ESC
v v I [ ] + ESC CTRL -
w E W X » 5 # ESC CTRL =
x B » B &« 2= €« ESC CTRL +
vy M vy (] 1 4 ESC CTRL *
z F LB K ESC SHIFT CLEAR
= sl 4 ESC DELETE
= B 1 N b ESC TaB
i A » B +« B B ESC SHIFT DPELETE
2 “ 0 1 ESC SHIFT INSERT
® B0 a B ESC CTRL Tab
s R e B ESC SHIFT TaB
. B 1 B + 0. @ ESC CTRL 2
/ 4 7* H £l ESC CTRL DELETE
I ESC CTRL INSERT

B IMVERSE SPACE
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Utilities

°De LY gr o>
| ¢> E:> a e Add some pazazz to your

labels

Programs to make labels abound but most only give a

EI 1L REM .
straight forward printout of the data or directory. Designer CP 2 REM ™ LABELS HAKER FOR *
- . . REH BPESIGHNERS LABELS -
Labels changes all that, at least for those with Epson i i g L i e e -
printers, because it allows vou to enclose the information in a IV 5 REM % PAGE 6 MAGAZINE - EMGLAND =
= z " s Z EM 6 FE P 0000000600 D -
professional looking box that tells you clearly what is on each 0J 10 REM
side of the disk. It also allows you the option of numbering Kx 20 BIN LABELS(2285),4%(780)
: GF I8 LABELS (13 =CHRS (48) : LABELS (14X%) =CHR
the label. £C48) {LABELS (23 “LABELS 1 65 (1) SCHRS (8] : 0
The information to be printed can be entered on the $(760) =CHRS () 1A$(2) =AS
] . 3 E JR IS5 LABELS€L429%,218%)=-Aa%
screen or read from disk by the program. Designer Labels 15 OM 40 RESTORE 6@@0:FOR A=1 TO ZZOS:READ B
able to read DOS directories as well as Multi-boot P WA JE BleTven N
. E ; bt LP 68 IF A=52 THEN a=402
directories. It is not able to read any disk which is formatted Ra 78 IF A=454 THEM A=486
[ > de : density it will re . S95 RD 88 IF A=526 THEW A=550
in true -‘.-Llh]l:? density but it :IM” read m.mhanc.f..d DOS -3 LU 98 IF A=B62 THEN A=312
directories. If anyone has a simple basic routine to configure ¥H 100 IF A=966 THENM A=398
. . - . o y + 3 - 5 ’ a0 185 IF A=18I8 THEM a=-1424
the program to read a disk formatted in double density 1 FD 118 IF A=1432 THEM A=1781
would appreciate a copy. KR 128 IF A=1785 THEM 4=2169
. : : ; . Us 148 LABELSCA,A)=CHRS (B) :MEXT A
When information is entered from the screen you have LA 168 BE=0:C=0
three label sizes, large, medium and small however when BM L78 FOR D=7@1@ TO 7258 STEP 18:B=CH1:C

=B+8%1IF B=Z2161 THEN C=Z2Z85

reading a directory vou are limited to two print sizes, TF 188 7 CHRS€125) iPOKE 766, 1

medium and small. LK 190 POSITION PEEKCBZ),2:7 B;"LABELSC";
: : . B3, "3C;"I="CHRS (XZ4) ;LABELS (B,C) ;CHRS
With Large, only available when in screen input mode, 342
the label has space for one line of fourteen letters and two RY 2“: :n:‘;':::;: e e g B
. & i 7 FH 21 EKEL L ¥ ] H
lines of fifteen letters on each side. In medium mode the label op i
has space for two lines of twenty nine letters and two lines of e ot ';::i :”' i ey ke ;
thirty two letters on each side whilst in Small the limitations GM 258 LIST "D:LABEL.LST™,7@00, 7260 5
. . e e 2 : op 6@ END
P Sl i g A AR =
| C iltht\, screen size mean that you are Ilrn_ued_m f.uur |!I!I'1Lh.'llf b i R R t
thirty seven letters on each side when entering information 5K 6018 DATA 27,64,27,49,27,.1088,5,27,.76,1 .
z r 4 i ] ] » .32,32, ] '] 32,
from the screen. When reading a directory however the i;’ Fdpoibetaln Ly FTINTeRE
program has space for two lines of forty nine letters and two T 6030 DATA Z7,76,10,8,255,0,0,256,0,0,90
A : e TRk T | e ,8,8,8,27,69,27,71,14,65,27,76,8,08,0,9
lines of fifty four letters on each side. [255,0,8,255,0,0
As listed, the program prints A and B on the label to KV 6058 DATA 27,76,4,8,255,08,8,255,27,76,
. : ; . 5 42,8,255,0,0,239,274,8,8,248,0,08,27,76
differentiate between sides. If vou prefer to put 1 and 2 or B D 0,8, 208
indeed any single number letter in their place then in line PC 8988 DATA 27,76.5.8.285,0,0,208.0.8.17
: L76,4,0,255,0,0, 255
7050 change the sixty fifth character to the letter or number GB 5100 DATA 27,76,138,1,255,0,0,239,47,3
g . £ £ o . R 5 2,32,47,2%9,.0,0,255,27,76,18,08,255,.0,8
of your choice for the first side and in line 7110 change the ,255,0,8,0,0,0,0,27,04,27,69,27,71,14
{ thirty seventh letter to the letter of your choice for the oY 6128 DATA 66,27,76,8,8,0,8,255,0,0,255
| 15 ,8,8,27,76,4,9,285,0,0,255,27,76,42,9,
! second side. 255,8,8,239
To make it easier to enter the various codes needed to DV 6150 DATA 224,8,8,248,0,8,27,76,4.8,25
v ¢ : « . 5,8,8,I5%
initialize the printer a second program, LABELMAKER is OV 6168 DATA 27,76,.6,0,255,0,0,255,0,8,27
given. It uses the Atari Computer forced read mode to print +76,4,8,255,8,8,235
A 5 o - AC 6180 DATA 27,76,138,1,.248,8,8,224,224,
the Ascii codes and then list the lines created to disk under a,8,248
the file name ‘LABEL.LST’. This can then be ENTERed ZF 6199 DATA 27,76,92,1,%7.76,128,1,27,76
3 : ,11.H,I,B;ﬂ;ﬂ.B,l.-.'.-,‘,l;B,IT.E!.if
with the main program. , 71,14
ar &z88 DATA 27,64,27,108,5,27.70.27.20,2
— — 1 7.66,8,15,27,83,1
oy it T L LABELS
Boamt ADJBTOF TIE XWINGE COMPUTER GBRBTEXT SCROLLL i BE 7268 RETURN
il SCROLLZ GRLIABX7 SCROLLI BEPLAEH XLDEMO SOLIDE
SHUTTLE ROT3ID BARCHART AUDCTL MINICOMI BALLDROP
SOUMDFY SYNDRUM DLISCROL BTIADEMD BASSNOTE MODELIZ3 H

|

| = |
CHUSICEND THFDEHE_EGUNFEHE —i

i B ASSEMBLE TOUCHTYP TYPEBEGI TYPEINAD TYPEI TYPEZ ,' x .

i TYPE3Z WFINFMAN PHMBEN COMPDESI TEXTFLOT PLAYER !] by Gordon s.nclalr
| pEFAULT BINEY SINEZ PMCURSOR FILEMAKR FCREATE :
. RECOVERY CLOCKSET CLOCKL TAXKSFILE PRICELES CURSODRZ
!PATCHED UNICHECK FAINTER
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EI
&H
LK

HH
EC
Iz
ED
ay
Fo

NT

UK

H.

LF

£F

KW

un

L1
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EJ

KV

Ly
In

UH
KM

™

RH
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L

UK
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L5

R.J

uJ

L1
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(]

uL

GL

RE
UL

1 REF sk -k
? REM % DESIGNER LABELS Vers. 6.0 #
3 REM % FOR EPSOM PRINTERS "
4 REH = by Gordon Sanclacir, Elgan -
5 REM B =—=ccccm e eemecaca- =
6 REM % PAGE & HAGAZINE - ENGLAWD *
FOORE E W W e e e e

18 REM

48 DIM ASC?) ,BS5CL18) ,C5C16) ,D054(5) ,ES(25
1,FS5C201) ,G5C128) ,HS{56) , I5C20) ,LABELS
CZ205) :6O05UB 7000

58 pATA 27,76,5,0,8,0,8,0,9,27.76,6,8,
0,9,9,0,86,0,27,76,12,.0,0,.9,0,.0.8,0.0.80
8,0,8,9,104,37,.83,Z78,76

680 FOR A=1i TO 9:READ B:a450Ah,Aa)=CHRS$ I(B)
INEMT A:FOR A1 TO 18:READ B:BSLA,&)=C
HRS CB) : MEKT @&

78 FOR a=1 TO 16:READP B:CS5(A,a)=-CHRS(B
1iMEXHT A:FDR aA=1 TD S:REap B:DpSCaH,Rad=C
HRS (B) : NEXT A

B0 DIM KSC58) ,L50(508) , M5 (500 , NS C58) ,05C
58) , PECSA) , O5CS8) , RS (56 55 (S6) , TSCLL)Y
LuUSeImey

0 USSCHRSC4ADY :USCIBZI=CHRS (AD) 1 USERI=
UGS LI =CHRSFIBY t GECAZAY=CHRS (D) : GH 2D
=G5

108 C=R:D=@:E-@:F=B:G-@:H=B:I=8:J=B:K=
1iL=@

L18 HEC(LI=CHRSC1B) tHS(SB) =CHRSCLB) 1 HSC
ZI=HE:GOTD 13I8

128 OPEN ®Z,4,.8,"Ki":GET 82,MICLOSE 32
IRETURN

13I8 GRAPHICS @:POKE 718,248:PO0KE 752,1
148 POSITIOM 14,2:7 “Label Haker":POSI
TIOM 18, 4:7 “"bBy":POSITION 12,6:7 “‘Gord
on Sinclair

158 POSITION %,1@:7
wher

168 POSITION 9,42:7 ™ the Disk 7 O¥/F
M) "iEDSUB LZ0:IF M{XFE aMp H{*89 TH
EN GOTOD 16

178 IF M=78 THEN N=0!GOTOD 278

180 POKE 718,880:P0OKE 787%,208:POSITION

"o you wWish to nu

9,18:7 " Input Disk Nusber HIPDSITE
oM ?,12:7 ™ and Press Return =
1%8 POSITION 9, ,1i4:% % pisk - ;]

A=l THLL, 7FI="Disk - "
200 GOSUD LZB:IF HM=15% THEM 248
210 POSITION 2O+A,14:7 CHRS(MI :TSC7+a0,
THAI=CHRS (M) : A=A+L:IF a4 THEM TSHIB,L1
=" "re0TOD ZIB
I8 GOTD Z8e
2I0 POSITION %,14:7 “IEFETITCEIEEEEIT)
MEFEl-:FOR O0=1 TO Z88:MEMXT 0:GOTO0 198
248 POKE 71é,%0:POKE 789,28 i
258 POSITION %,18:7 * I8 the Disk Numb
ar H:pDSITION 9,12:7 ™ cCorrect CY~5
L} MiGDSUB 1Z@:IF M=78 THENWN 188
268 W=1:IF M{}89% THEW 258
270 POKE 710,58:POKE 789%,200:POSITIONM

9.,18:7 “f1 Screen Input -

288 POSITION 9,12:7 "H Disk Directory
- Dos"

298 POSITION 9,14:7 "B Multi-Boot Dire
Cctory'

IaDd GOSUB 178

118 IF H=4% THEM ISB:REH SCREEN INPUT

3180 IF H=58 THEM E=1:P=-1:G0TO0 1888
3380 IF M=51 THEM J=1:P=2:GOTO 1258
148 GOTOD I8

349

(YW SCREEM IWPUT |

AL SELECT PRIWT SIZE |

160 POKE 710,3I0:POKE 70%,20:POSITIDN 2
L18:7 “fl Large Print = 15T

I70 POSITION 9,02:7 “F Medium Print
I2%q "

I80 POSITIOM 9,14:7 " Small
I7ma "™

I%8 POSITIONM 9,168:7 "I GTIIE
-

488 GOsuUBs 1@

d1d IF M=4% THEMNM C=1:!0=4:R=B:5=7:T=41:
U=2E: V=7 1H=11:OTOD 810

428 IF M=50 THEM F=1i0=4:R=9:5=8:T=1%:
USSFIVEBH=1T:60TOD 8i8

4I8 IF M=51 THEN D=1:0=ZiR=7i15=6:T=18:
USIB V=SB H=11 :H=1:60TD 810

448 LOTO 488

44% REM

458 BREH KEYBOARD

468 LOSUBE 170

478 IF M=125% THEM 468

Print

oD
L1

H.J

e

uI

JH

uF

PI

ZF

Ha

P

JH

PB

X

I

IM

Zo

LF

ak

EH

IN

F

cvu

CK

al

IHX

HF

LN}

CH

uy

FB

aM

Fi

HF

In

uc
YL
Yo

56

cn

SH

Lw

HN

FH

HR

(1] ¢
Lo

488 IF M-I8 aND PEEK(B4)-0 THEN 468
490 IF H-I8 ANDP PEEK(B4)=-R THEN 7 CHRS
(28 ;

S00 IF M=29% AaWD PEEK(B4)=5 THEN 7 CHRS
L b

S0 IF HM=2% aND PEEKL(B4)=T THEHW 460
%28 IF C THEWN GDSUB G618

538 IF F THEWN GOSUB 640

S48 IF M-159 0OR M=157 THEN 460

358 IF M=I7 THEMN POKE 75Z,1:GOTOD &B0:R

EM READ LABEL ROUTINE

G568 T CHRS CH) ;

578 IF PEEKCOS)=U THEM 7

s580 IF PEEK(B4)=V THEM T CHRSCZ9);

598 IF PEEKCD4)=H THEM T CHRSCZ8);

608 GDTOD 466

618 IF PEEMCAS) =11 AND PEEK(B4) =4 THEM

? CHR$CI1);:RETURN
628 IF PEEKIBSI-i1 aMb
T CHRSCIL) ; i RETURN
GBIB RETURMN
G40 IF PEEKIA5)=7 AGND PEEK (84)=4 OR PE
EKI(B5) =6 aNk PEEKC(B4)=4 DR PEEK(BE) =5
GND PEEK(B4) =4 THEW * CHRSC(IL); iRETURM
650 IF PEEKC8S)=F7 AMD PEEK(84)=% OR PE
EKLB5)I=6 AND PEEK(B4)=% DR PEEK(85)=5

PEEK(84) =8 THEM

AND PEEK CB4) =9 THEM 7 CHRS (I1);:RETURN

660 RETURM

669 REM SCHEFM TMPLT

LECICIL N RESD LGBELS ON SCHREEN |

688 IF C THEN ¥Y=i@:Z=Z:81=2:B1=15:GOTO
768

698 IF F THEW ¥=4:7=I:01=4:B1=3Z2:GOTO
rEa

708 IF D THEW ¥=8:Z-i:al=1:Bi=37:GOTO
768

FLB HS5=" ":HS(S6I=" " 1HSC(ZI=HE

720 IF C aMp I=2 THEM ai=1

7Z8 IF C aMP I=4 OR C AND I=8 OR C AND
T=% THEM RETURN

748 IF IX=5 AMD D DR I}=5 AWMD F THENW I
=I#1

758 POSITION ¥, XI+Z:POME 764,12:IMPUT H
S:POSITIOM ¥, I4Z:7 “|";:RETURN

760 I-1:GOSUB 7i0:K$=-HSCALl,BL):I=Z:GO0S

UE 718:LS=-HS5(A1,B81) :I=3:GOSUB 718:HM5=H

01,012

770 I=d:GOSUB FiG:NS=HECL,BL) :I=S1GOSU

B 7L8:05=HSCAL,BL) :I=6:GOSUB 7i@8:PS=H$
fal,B1)

780 I=7:GOSUB 7i0:05=HS(1,B1) :I=B:GOS5U

B FLOIRS=HELL,B1L)

790 CLOSE mi:POKE A, I%:POKE 82,2:7 CH

RECLZS) 1 GOTO 1048:REM PRINTOUT LABEL

733 REM

808 REH

Bl10 CLOSE BL:DPEN B1.12.8,"S:"1POKE 71

B,I8:POEE 7B%,28

B28 IF D THEN CL=1:DA=2:POME 82,8:PO0KE
8%,29:6O0T0D 888

B33 IF F THEN Cl=8:D1i=4:POKE AZ,4:PDKE
8X,3Z8:cO0T0 %18

B48 IF CT THEW C1=1Z2:D1i=4:POKE 8Z,18:P0

KE BI.27

B4Y REM

age T 1T ¥ ¥

GRIDS

et HS AT eyt T
|"™:FOR EAi=1 TO 2:7 *|
I :MEXT E1
BEB T " HSCAT) e v
I":FDR Ei1=1 TO 2:7 "|
I"™:NEHT EL1:? "“"Lu;HS(42) jodn
878 POKE 8Z,11:POKE BX,26:G0TD 2780
87 REM SHALL LABEL Wi/ w4 GHIDS
Bad F 17T e iHECZO) U IGOSUBE YBE:T B
TIHSCZ0D T IGDSUB @@ T R HS (2
“IPOKE B2,1:POKE B3I,38
8%8 GOTO »7e
208 FOR EL=1 TO &4:7 *|
"IMEHT EL:RETURM

IIF

8T REM Z2uized LRIDS
218 7 17 17 1T "rrrrUiHECZ8) ;i "H
o] I*=z7 =}
it 1
220 FOR E1=1 TO Z:7? *|
TIHEMT EL
ITO T Tt HSC2B) 7 e
[
Iu
248 FOR EL=1 TO 2:7 "|
I"™:HERT E1
I5H 7 ki S E28) ;e
?60 POKE BZ,5:POKE 83,37

H5

Ji

L]

FI

Y

c5

Fall

cCyY

L

EF

HE

M.

EY

ac

KI

uH

CH

HY

op

-] -]

uy

oz

¥H

GE

Y

oo

GE

LT

oo

5P

DE

FOD
s

pL
oW

IC

oL

™

uc

BN

Vi

wH

Fp

970 POSITION 9,14:7 “Press ESC to Prin
TU;POSITION CL,BL1:T “#4';;COTO 468

L UL CIRECTORY IHPUT |

198 REH

1068 POKE 710,90:POKE 789, 20:POSITION

F.18:7* "l Hedium Print Iimg

1818 POSITION 9,12:? “H Small Print -
I -

1928 POSITION 9,14:7 "

w1

LBI0 POSITION 9,18:7 9 bi Sl DaiFEcta

jry

1B4D GOSUB 1208:IF MI>4% AND MO}S8 THEMW
ipan

1050 F1l=1:GI=S4:HL1=S:0=1:IF H=4% THENW

FS1:GA=IZ:HL=3:D=@

1068 POSITIOM 9,.18:7 ** Place Disk - 5i

de a4 "

1078 POSITIOM 9,12:7 " in Drive 1 P
BE5S -

1988 POSITIOM 9,14:7 *

1898 GOSUB 128:IF H{>155 THEM 1098
iiéd TRAP 1218

1118 A=1:T1=1:CLOSE H1:0PEN HB1.6,.8,"D!

-,

1120 POKE 71@,160:POKE 7689%,2088:P05ITI0

N3, 14:7 " o
11I8 FOR J1=1 TO 6G4:I5="
HiIWPUT B1,IS5:REM 280 SPACES IM
FILES
1148 IF IS€11,1FT3=""S¥5" THEM WEHT Ji
1158 IF ISC(S,8)=""FREE"™ AND I1}=5 THEM
JI=64:GOTOD L1798 :REM PRINTOUT LaBEL
1168 IF TISCS,B)=""FREE'" THEM Ji=64:L=1:
GOTD 1698:REM INPUT SIDE 2
1178 FOR Ki=4 TO 18:IF ISIK1,K1d=" * T
HEN Li=Ki-1:Mi=18:GO07T0 1198
1188 MEHT Ki1:L1=18@
1198 ES=" -
1208 ES=ISC(I,L1):GOTO 1568
1Z1i@ POKE 71i8,3Z8:POSITION 18,14:7 ™
[__ERROR | -
1228 T "@:POSITION 9%,18:7 “Error
eading Drive":POSITION 9,12:%
se try again "
12X FOR O=1 TD ZS5S8:MEXT O0:IF L THEW 1
7Ia
1748 POKE 718,70 :POKE 789%,.Z0:60T0D 1868
LZAY REM FIRECTORY INPUT
L2580 REM HULTIBOOT CBIRECTORY
17268 POKE 718,7%8:POKE 782,Z0:POSITION
F,18:7 ‘1l Hedium Print Iima
LZ70 POSITION 2,127:7 "H small Print -
ITR4
1288 POSITION %, 14:% ™
"
L2998 POSITION %,18:7 "MEFEECEEITET
tor ull
1380 GOSUB 1Z8:IF H{}42 aWMpd H{}50
1388
1319 FI=Z1:!GAI=S4:HI=S:D=1:IF M=49 THENW
F=L:G1=3Z:H1=F:D=9

in R
Flea

THEM

13280 POSITION %,18:17 " Place Disk - 5i
de A ™
1330 POSITION %,12:7 " in Draive 1 - PP
[ .
1349 POSITIOM 9,14:7 * | RETURN |

1350 GOSUB 170:IF M{»155 THEN 1350
1¥60 POKE 710,160:POKE 709%,Z00:POSITIOD

N 9,147 » READIMG Ls
ALZI70 FSELI=" *":F$L201)=" "“:F$L2I=F%

1380 MI=dB:H=1:Ti=1:A=1:B=1:IF K=2 THE
N Ii=%

1390 POKE 772,ADRIGS) -INTCADRIGS) #256)
®I56:POKE 773,.INT (ADRIGS) #256) : POKE 76

¥, LI1POKE 770.82
L4808 POKE 778,M1
T, INTCMLS256)
1418 MAI-USRIADRIDSI)D

1411 XIF H=1 AMD GSCil, 1143 (}pw
SITIOM 9,.14:7 o F R ROH
D=1 TO ZSO0:MEXT O:GOTO 1348
1428 IF H=1 THEM FS5Ii1,9%83=GSCX1, 1283 iH
ZZ2:1MI=4%:GOTO 1398

Laze FSC??, 20006501, 1830 :FOR Z=1 TO L

EMEIFSY:IF FSCZ, . Fy="'%" THEM 1458

1448 MEMT 7

1458 FOR Ji=1 TO 15:IF BX=F AND K=2 TH
EN POP :GOTOD 1606:REM PRINTOUT

1468 IF B}=F THEMN 16%0:REM SIDE 2 *
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SM 1478 ESSFSCB, BHL19) 1D=BFZ0IFOR L1=20 TO pg 1990 7 HL;LABELSC10LZ, 10213 :GO0SUB Z11

ac
Ic
JB
JF
(4]

JK
oM

Fu

KP

GM
(17

LE

¥Z

LPF
cv

HH
HE

IF
oo

K

4y

L

Y

aH

B.J

L]

EK

ME

SH
PT
a5
ay
oy
Fo
Iv
TL
ca
PE
uRr

HF
RF

Lard
RD

av

e

HL

TV

Fu

aH

2 STEP —L:IF ESCLL,LLYZ"™ " THEN MEHKT
L1

1488 GOTD 1508

1498 HE=" “HECBEBI=" " IHECZI=HS:RETURM

1588 IF aA=1 aMp Ii=1 0OR A=1 AMD Ii=5 T
HEN GDS5UB 1498
1518 IF Ii=1 AMD A+LIi{=Gi-H1 THEW 1680
1528 IF Ti=1 AMD A+LA1}=Gi-H1 THEM Ii1:=2
A=A IKS=HS L, GA-H1) :GOSUB 14%0:GOTO 16
an
1538 IF I1=2 AMD A+Li{=Gi-H1 THEN 1680
1548 IF I1=7 AMDP A*L1I}=Gi-H1 THEN Ii=3
tASAILS=HECL , GL-H1) 1 GOSUB 14%8:60TD 16
aa
1558 IF T1=3 aMD A+L1{=G1 THENW L6008
1568 IF Ti=3 AMD A+L1}=G1 THEM Ii=d:a=
1:MS=H$(1,G61) :GOSUB 1490:G0T0 1680
1578 IF Ii=4 aMpP a+L1{=G1 THEMW 1688
1988 IF Ti=4 AMD A+L1)=G1 THEW Ii1=5:@&=
L:iMS=H$(1,61) :GOSUB 1498:GO0TOD 1710
1598 IF I1=5 aAMDP a+Li{=G1-H1 THEN 168@
1608 IF Ti=5 AMD A+LI)=Gi-H1 THEN Ii=6
tAZLI0S=HES L, GL-HL) : GOSUB 1L49%0:G0TOD 16
aa
1618 IF Ii=6 AMD A+L1{=Gi-H1 THENW 16808
1628 IF I1=6 AMD A+L1}=Gi-H1 THEN I1=7
TASL:PS-HSCL,G1-HL) : GOSUB 1498:G0TD 16
as
1638 IF Ii=7 AMD A+Li{=G1 THENW 1688
1648 IF T1=7 AMDP A+L1}=G1 THEN Ii=8:a=
LiOEF=HEC(L,GL) 1GOSUB 14%8:GOTO 1680
1658 IF Ti=8 AMD A+L1{=G1 THEM L&88@
1668 IF I1=8 AMD A+L1}=Gl THEN RE=HE (1
+GLY IGOTOD 1LB48:REM PRINTOUT
1678 IF I1=9% AMD A+D1<{=S56 THEW 1688
1688 HS(A,A+LLI-ES:A-A+LL+PINEXT Ji
1698 IF Ti=1 THEM KS=HSI1,G1-H1)}
1788 IF I1=7 THEM LS=HSCL,GL-HL)
L7189 IF IA=Z THEM MS=HSCL,G1)
1728 IF Ti=4 THEM HWS=HSIL1,G1)
A725 FOR I=18 TO L4:POSITION %,I:7 ™
"IMENT I
17I8 POKE 718,98:POKE 70%,28:1P0SITION
9,18:7 “Do you wWish to catalog":? 7 "
Side BT C¥/sWHIT

1732 GOSUB 1Z8:IF M{>82 THEN 1848
L7735 POSITIOM 9,18:7 * Place Disk — 5i
de B "

L7408 POSITIOM 9,4Z2:7 "™ in Drive 1 - Pr
ess -

1758 POSITIOM 9,14:7

1760 GOSUEB 120:IF M{}>155 THEM 1768
A778 IF E THEM A=L1:TI1=5:CLOSE BL:0PEM,
B1,6,0,"D1% ¥ GOTD 1120

1788 M=Z:GODTD 1168

1798 IF I1=5 THEM DS=HS(1,Gi1-H1)

1888 IF Ii=6 THEN PS-HSI1,Gi-H1)

1818 IF Ii=7 THEW RS-HS(1,G1)

1828 IF Ii=8 THENM RS-H$C1,G1)

LBIB REM

1840 REH

1858 POKE 718,65:POKE 787, 288:PO0S5ITIOM
;BT ™ &2

LB60 POSITIOM 9,1Z:7 “Press any key to
Print"

1878 POSITIOM 9,14:7 " | T

"

18880 GOSUB 178

1898 POSITIOM 9,14:7 ™
1988 TRAP Z808

1918 CLOSE 11:0PEM H1,8,0,"Pi"

1928 TIF W THEM 7T HI;LABELSC(219%8,2205);
TS

19380 7 H1;LABELSCL, 4083 ;% ;7 Hi;LABEL

SCABE, 4373 JCHRSC20) ; 1GOSUB 2118:7 HWL:L

ABELS C430, 445) ;" "

1948 7 HL;LABELS (446, 4910 ; :GOSUB 2118:

T HLLABELS (492, 49%%) ;" "iGOSUB 198@:G60

SUB 1988:IF C THEW GOSUB 1988

L9850 7 HL;LABELS (SL&,915) ;" ":7 #Hi;LaAB

ELSE916,949) ;CHRS (282 ; :G05UB Z110:7 #H1

iLABELS (350, 957) ;5 w

L1968 7 MILABELS (958, 188X) ; tGOSUR 2118

17 MAJLABELS CA0O4, 10110 ;" “:GOSUB 1998

(GOSUE 19%%0:IF € THEWN GOSUB 199%8

1270 T HLILABELS (1030, 14Z7) " "7 HBL}"™
" eDTD ZOI8

1980 7 HALILABELS (500,509 1G0%UB 2118

T BLILABELHCGLI0, 5170 ;" “iRETURMN
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D
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J
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0:7? ML;LABELS(1@2Z,1079) ;" “:RETURN
2000 7 H1;LABELF(1428,1780) ; (RETURN
2010 7 BI;LABELS (1781, Z168) ; 1 RETURM
ZOZ0 7 BL;LABELS (2169, 2189) ; (RETURM
2838 POSITION 2,18:7 ™ Press

i
2040 POSITION %,12:7 * | RETLIRH |

a

POSITION 2, 14:7 *
“:POSITION ?,18:7 "

T

2850 To run again

2060 GOSUB 120:IF M{}1S5 THEM END

ZO70 KS='v LSS M NS 0 F s PES
sy B RESV SESVY I EOTO 98

ZO80 POSITION 2, 14:7 ™

"

ze%2 7 QI :POSITION 9,12:7 ™
Fault e

188 FOR 0=1 TO 2SO:WEHT 0:GOTO i858
ST SET UF STRIMGS TO FRINT |

2128 IF MWOT C THEM 7 ®1;LABELS(Z19%7,2
2851 ;

ZLIV G=G+L

148 IF G=1 AWD
2150 IF G=1 AMD

Printer

KS='"" THEN GOTO Z@08
0 AN B THEWN 7 B1;CHRS

€273 ;CHRS C703 ;" meKEF “ias;
TRETURN
ZL68 IF G=1 AMD D THEM 7 H1;CHRSI(Z7)C

HESC70) ;ES;A5; :RETURN
2170 IF G=1 aMD C THEM 7 ®1;KS5;C5;:RET
URN

2188 IF G=1 THEN 7 BL;K5;:RETURN

2198 IF G=2 AMP C OR G=2 aWMD LS="" THE
H Ioee
22880 IF G=Z AMD D AND H THEW 7 Hi;"™
pLE A5 tRETURN
2218 IF G=2 AMD D THEM 7 ®L;L%;6%5;:RET
URN
ZZZ0 IF G=2 THEWN 7 BL1)LF;1RETURN
22T0 IF G=3 AMD HE=""" THEM GOTO 2818
2240 IF G=I aAWMD C THEN GOSUBR Z8ZR:7T Rl
JLE;CS; :RETURM
2258 IF G=IX AWD D AND H THEN 7 ®H1;"

L - L " BS; RETURN
2260 IF G=3 AMD D THEM 7 #1;M$;BS;:RET
RN

ZT7T8 IF G=3
2288 IF G=4
M GOTOD Z@18
ZT?2 IF G=4
LY TR
IF G=4

THEN 7 ®1;M%; 1RETURMN
AMD C DR G=4 AMD MNS=""" THE
aMD D aANMD K THEN 7 ®HL1;'
S iRETURN
F21{:1] AMD D THEM ? HML;W5;B5;:RET
RN
2118 THEM 7 BL;M$: :RETURMN
2XZ80 IF G=% AMD 0%=""" THEM GOTO Zo@a
ZIXII8 IF G=5 aMDd C THEWN GOSUB 2828:7 Hi
M5 :CS5; :RETURM
X489 IF G=5 aWDd D
[(27) ;CHRSC78) ;"
IRETURM
2E58 IF G=5 aAWD D THEMN 7 H1;CHRSCZ7)C
HRS(7@8) ;05 A5 ; RETURN
ZIGO IF G=5 THEM T HL;0%; :RETURM
2XI78 IF G=6 AND PS="" THEN GOTO Z00&
2X88 IF G=6 aAMD C THEW ? HL;D5;CS;:RET
UEM
2X9%8 IF
-L‘-. Ps_;n
Z488 IF
LURM
Z4189 IF
2428 IF
Z4aIa IF
448 IF
n}; “$=u
Z45@8 IF G=7
LURM
F4d60 IF L=V

IF G=4

aMR M THEM T HL;CHRS
LY T LU ll:nij

aMD b AMD K THEM 7 mLD™
“ia%; iRETURMN

AMD D THEWM 7 ®1;P5;AaS;1RET
6 THEM T ®Hi;P5; :RETURM

7 AND BS=""" THEN GOTO 2818
=7 aNDP C THEN GOTO ZOod

7 AND T AMD X THEM 7 mi:™

":BS5; iRETURN

AND B THEW 7 Bi;0%;B5; :RET

THEN 7 BML;05; :RETURM

Fa7Fe IF G=0 aND BRS="""" THEN GOTOD Z8id

2480 IF G=8 AND C THEN GOSUB Z0Z28:7 Hi

iPSICS; iRETURN

490 IF G=R AND D AMD ¥ THEM T BL;*™
wrpG wapb: iRETURMN

500 IF G=8 aND o THEN 7 ﬂljks;ﬂi;:RET

URH

2510 IF G=8 THEW 7 HL1:R5;:RETURM

2520 IF G=% AND C THEN Z@018

250 IF G=10 AND C THEW GODSUBE ZaZ8:7 #

1;05%;C5; :RETURN

CK
DX

EB

cCT

cu

uK

uc

L5

CY

TR

F.J

FK

FL

LD

CL

cCH

CH

EB

I

HT

HE

CI

BB

LU LaBELS |
70180 LABELSCL,90)="ERk1%1aLL VT sOCLE
1114444111494 1 1199219982000 FECECEC

CCefeeeeCCeCCECEd e qeece
7870 LABELSCY¥L, 188 " C(fCCqCeCCceciece
CCECECCEEEEEEEeECEEECEEECCEECEEECCneEne
CCECECCEEECCEEeECeECCEdECcEEceqeece
7038 LABELSC161, 2700 =" (LCCCCC0ECececee
CECEECCERECCCCEe e CCEeECCEEcedEdieed
CCEECCCECEECCEECEECEEEEeEeecEeeEce™
7048 LABELSCZ7L,360) =" CECCECCCECeCEece
CEfCECCC e e ecetefeeicecee
i T s s
7858 LABELSCI6L 4503 =" (e CCeCeqeeceeee
CEeCECCEECCECECEECccecdcy ?RLLvIvee
wewerlELG_nkL dvvwivvlevi L vilvwlllL mwl)
7860 LABELSC451 S48y ewHoicCcqCocecee
CEeeECee et C e 00 cflddivet L vidwwlltL v
wollvwlid vivwllC L YHOwwRcCCCcocCeeeoe e o
7078 LAaBELS sS4l aX@d = fdfdf @i
/ FCCECECCCECEEEECeEEECeeeeaEeecedec
CECCECCEEEECCEECEEECeEECEeeCaEeEccEee
7080 LABELSCEIL, 728 =" CECCCCCCeCCcedec
CECCECEECEECEEEEEEECeEeREeeECeeeEcececee
CCEEECEEECeCEeECCeCeCeeEcEcceeeceeen™
7090 LABELSC721, 808 ="C0CCCC0CeCqaoaae
CECCECCEECCCECEEEEECEEEECEECCEECeaEeec
(ECCCCeeeECEecceeceeececcceEcece™
7108 LABELSCOLL  f@@)="CCECCCeeCCCeaddcC
CCECECEEECCEECEEEECCEEEREEccEEEceeccec
CECCECEEEeCCEeeEECCEecEeccceecceacn™
7118 LABELS (981,998 =" C0CCCCCCCC vt
Lk vvvvwwwwsl TLELGC_DLL dvwwilvellveli{ »i]
et mwewRccccCCCCCECEREECCEeCceece™
71280 LABELS (991 ,1088)="CCCC ¢ CCLAMvwiL
o wiwwE L/ vdewDvel L wilewlLL VRO OO CEE
(CCCCCEEEECEeCqEeCCeeCEeccceeceeceee "
7138 LABELSCLO8L, 11703 ="CCCCeECCEeCCeC
CeeECeeeeCeeeeeeeecceeCeEeceeeceeeee
CCCCECEECCEEECCEECCieeEeeCCeeecacccec
.

7148 LABELSCL171,1260)="CCCCCCCCCCcCed
CECCECCECCeEEeeEEeEeeeCcreccceeccecccec
EECCCCEECdEdeeEEEetEeeeEeeEEecceecded
7188 LABELS CLZ61,1350)="CCCCCCCCeeCcdaq
CECEECEECEEECECEEeceeECeeCeeeeeceaeqee
CECCCCECERCECCEEECCECeECCcCecceeenae
.

7160 LABELSCLIS1,1440)=""CCCfCCCCLccecc
CECCECEECCEEECCEECCcCCECEeEcceeaeCceceece
CECCCEECERECEC et d ¢ LML Fvvrevyrry
"

FL78 LABELS (1441 ,153I0) =""SHesssvrssvesy
E e e L s ottt Ll
Laad A L e i e )
"

7180 LABELSC1531,1620) "SSP SS9 SsPerssee
PR R TR PR R R TR R R R R YRRV YRR R R R R R YR
Raan d e L L R el R E T
(1]

7190 LABELSCL621,1710) =" " Sessersvysrvrey
PRIV
Raaa i il b L s L il
"

7208 LABELSCL711,1800) =" SP9Ssessssvsey
LA adad sl i s a sl ot l ottt sl sl ]
wHerwrrervvrrrvvewl L fveverrrrererveey
7218 LABELS (1801, 1830) = ' SE¥Soessssveey
LA A Ll Sl l sl i J Al Rty ly sty
bbb d a b b o b b b b s n b b b d b b b ah b s bbbl d sl
W

7220 LABELS (1891, 1780) =" SV Esevssssryey
s L il
Raa s L e L L e et et
"

7ZI0 LABELSCALSEL1 , Z870) =" #HFPFRPPEsseeey
bbb i b b b i b o b b d b bbb b b hd b b s bl b s b
PR R R PR R YRR R YV Y VR IR YRRV R
"

F748 LABELSC(ZOT71,7160) "' SEeERevrssveey
Lad b b b b i b b b b b o b b b b n b b b b b bbb bbb bbb s b i L]
R A 2 L et Rt STl

7250 LABELSCZ161,2705) =""srresevvl " soy
vovwvereewLELL_teh 1 EFkakad L5
7268 RETURM ]
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[he following retailers, o the
I our knowledge, support
Adart &-bit or 5T

CHIPS
35, Rughy RHoad
2 - 4 W 1
e S P S SO0 Susex BM11 SNR
I6, Edleston Boad
RN LADBROKE COMPUTING LTD
Tol 0770 2 i3, Drmskirk Road
el 0270 214) 18 ;
Preston
SILICON CENTRE '.'_I“,.'f.h .'I:."_:':'

SUOFTWARE EXPRESS

Te 314 - 514, Alum Rock Road
i Alum Hock
Birmiumgham BB
l.’."“l"'ul Eu----: Tel 021 :.-.\ 1565
!-:.I.. il ' EMURPHY & SONS LTD
SR 3

Cross Lanes

HI-FI WESTERN LTD
53 |

2, Cambrian Koad

vl
TRION I
144, Sration Road "i:
Harpow

INTOTO

COMPUTER WORLID
211, Broad Sereet
Birmingharn

B1% ZAY

Tel. 021 $43 910

e

ORDEM
21, Harris Arcad:
Reading
Berks, RGI 1DN
Tel. 0734 474768

GUERNSEY COMPUTERS LTD
13, Commercial Arcade
31, Peter Part

ONE STEP BEYOND LT
la, Castle Meadow

Morwich

NRI1 DG

Tel DEOY G670

JENMINGS STORES
244 — 248, Hertford Road
Enfield GAMES WORKSHOP
%5, The Moor

Sheffield

Tel. 0742 750114

LIVINGSTON COMPUTER
CENTRE

17, The Mall

shill Shopping Centre
510

est (EET]

el 0506 WATH

MIKES COMPUTER STORE
Londaon Road

Pel. 0702 332554

DAMES WOREKSHOP
162, Marsden Way
Arndale Cenrre
Manchester

lel. 061 832 6863

COMPUTER CENTRE
174, High Streer
Hornchurch

Essex

Tel. 4024 75613

GAMES WORKSHOP
¥la, Broadwalk
Broadmarsh Centre
Mottingham

Tel. D602 5385744

Tel. (21 632 4804

MICRO-TRONICS

YORK COMPUTER CENTRE X7a, Market Street

', slonegate Arcade Tuamiwaorth

York Staffs

Tel. (904 641842 Tel, 0827 51480

['!.-‘\-IJI"-IHI'PHI-E"] LT FEE'S

32, Gloucester Fload 194 High Streer

Bristol Scunthorpe

Avon . - Jorth Humberside
cl. 0272 42247 Tel, 0724 857652

MICROBEYTE

71, Seaview Rosd
Liscard

Wallasey

Merseyside 145 40QW
Tel. 051 630 6933

ATARI WORLD
15, Fennell Street
Manchester

M4 DU

el Did 834 4941

BRIGHTON COMPUTER
PEATS ELECTRONICS EXCHAMGE
25, Parnell Street 2, Ann Street
Diublin 1 Brigh
Ireland BN 4GP
lel. 0Nl TaDGH2 Tel, 273 bEt050

The only criterion for an entry in this column is that the retailer must
stock PAGE 6. That is the only measure we have that a retailer is
genuinely interested in supporting Atari. Phone us on 0785 213928 if
vou wish 1o be included.

BBS

Do you run a Bulletin Board which caters mainly for Atari B-bit
or 5T? For an entry in this feature please send us details as follows
ONLY on a plain sheet of paper headed RESOURCE FILE - BES.

MName: BILL'S BBS

Mumber: 012 345 9202

Hours: 24 hours

Baud Rate: 300

Features: 5T only (5 words max!

Any background information included will be filed for reference
but not published.

Do you want others to know about your group? Send the
following details ONLY on a plain sheet of paper headed
RESOURCE FILE - USER GROUDPS.

Name: UPPER WAPPING AUG
Contact: Brian Brain

Wapping Towers

Eastwood

LONDON EB2
Telephone: 001 345 2424
Members: Local only (5 words max!

Thart'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 vou have any special experience or knowledge that you would
like to share with others? If you don't mind setting aside a few hours
to answer the phone you could other Atari owners solve their
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
RESOURCE FILE - HELPLINE.

Name: Harry Clever

Telephone: 001 262 25252

Subject: ATARI BASIC 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 vou will certainly make more friends than
enemies. Please do not put vour name forward unless you are patient,
understanding and really do know your stuff. We will emphasise in
the column that readers should only phone at the times indicated so if
vou do get calls outside that time, feel free to tell them to go away!

If you feel that your organisation should have an entry in this
feature, write to us. Whilst we do have details of many User Groups
and Bulletin Boards we have not included these as we do not know if
the details are correct.

PAGE 6 reserves the right to delete any entry 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
vou find any entry out of date

Page 6 - lssue 26 67




———————————————————————
FIRST STEPS.... FIRST STEPS.... FIRST |

GETTING TO GRIPS

WITH GRAPHICS

For this issue I thought that I would look at graphics. 1
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 hke.

Graphic modes are divided into two types, text and
graphics. The basic screens range from the three text modes
of GRAPHICS 0, 1 and 2 and from the low resolution
(chunky graphics) of GRAPHICS 3 to the high resolution
screen of GRAPHICS 8. Believe it or 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 only difference is
how the computer handles the screen. For 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 16).

THE TEXT MODES

GRAPHICS 0

This, though vou 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. It can be changed, along with the border colour, but the
characters will only take a lighter or darker shade of 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 by using the editing char-
acters. These characters, e.g. TAB, ARROWS, INSERT,
can only be utilised in mode 0. I have included a small
program ( Listing 1) to illustrate their uses.

GRAPHICS 1 & 2.

These differ from mode 0, not only by the fact that the
characters are bigger, but that they have a text window (the
four lines at the bottom of the screen) which is actually mode
0. The main part is termed the text screen. The normal
PRINT command will place characters in the window, but
you will needs to use a special device specifier to print to the
screen. This is done with PRINT #6;. There are four types of
printable characters, normal lower and upper 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 at Listing 3. You will 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,

68 Page 6 = Issue 26
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but to keep the text I added 32 (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.

POKING AROUND.

In both modes, the cursoer can be made to disappear by a
simple POKE (POKE 752, 1). Other POKEs of 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 GRAPHICS 1+16 or GRAPHICS 17,
again shown in the listings.

Probably by now you will know that if you leave the
computer for several minutes without using the keyboard the
screen colours will begin to change. This 15 done auto-
matically to stop an image being burnt into the phosphor on
the screen. This can be a nuisance when vou 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.“This is done by making up your own
data and storing it in a safe area of RAM then telling the
computer where to look for this data each time a key is
pressed. Normally location 756 holds a number which, when
multiplied by 256 will point to the start of the character data.
Just pick a part of RAM evenly divisible by 256 then POKE
765, RAM/256. Just to see this in action, POKE 765 with any
random number and list one of the programs. The garbage
yvou will see is because of any random bits of data stored in the
location you picked.

Mext issue I will have a quick look at the graphic mode 3-
7, nothing spectacular, just the basics,

A USEFUL TIP

Before I go, I must pass on a good tip from Len Lawson.
If yvou need only DOS.SYS on a disk (when you wish to only
boot up, not use the DUP.SYS) you can use the following
without going into DOS to use option H.

OPEN #1, 8,0, “D:DOS.SYS”:CLOSE #1
IN CLOSING

Recently, I have been receiving several letters asking
questions about Atari computing. | can only reply to those
that have enclosed a SAE, otherwise the answer will appear in
this column ... sometime! So, if you are in a hurry for an
answer. Write to me, as always, at P.O.BOX 123, BELFAST,
BT100TB.

I hope to be going to the next ATARI show in April,
mainly wandering around the exhibition stands, so perhaps I
will meet you there (large hint, Stan!}.

Mark Hutchinson’s regular



s o= TE 9% REM #&e St up Screen and colours.,
Lls'tl“g 1 ZIH 18 GRAPHICS B:POKE 71Z,32:POKE 718,96 and no window

NG Z@8 T "TEST LINE 1."™ i ol

WY I8 7 “TEST LIME 2." Listing 3 HM Ii0 GRAPHICS 1i:POKE 75%,1

IS e aR s SR ST FS 320 7 #6;" @ALL OF THE TEXT ISIN CAPIT
LO 56 7 “FTEST LINE CHITH TaB).® :'i:- ;“:T:':ﬁ::c:il?;::ﬂﬁh UIANE"1POST
BH &8 7 “ATEST LINE CMITH DOMM ARROMD .* .

EH 68 REM #e% Press E3C three times then arT EIF¥8 POSITIOM Z,6:7 H6;"lower" :;POSITIOM
KD 69 REM ¥ press COMTROL and AREOM. 2.8:7 o6 " MTEENE AR : POSITION

JY I8% REM WM Set up mode with no cursor

HP 78 7 "TEST LINE L#L4Le%+ CMITH ARROMS) 2,10:7 ne; TS NI
RS _1I_|| LIST LI 3II5 FDOR T=1 TD SSO@:NEXT T

TL 341 REM ¥eM Get rid of the window by
OM I4Z REM ¥¥¥ using GRAPHICS 1 + 16.

MN I4I REM ¥us Keep the original text by
I.isting 2| 9B 183 REM ¥k Set up SCreen and suppress GA 344 REM %¥% adding 32, ie. L+16+32=49

the Cursor.
GH 110 GRAPHICS @:POKE 752,1 CG I45 GRAPHICS 49

MR 1I8 T " GRAPHIC @ has a coloured bor MM IS8 POSITION Z,16:7 HE;""THE SCREEN CaAM
der you can change (using SETCOLOR 4.C BE EXTENDED BY REMOVIMNGTHE HWINDOM. TH
+I or bWPFOKE 71Z2,.H),and *; IS5 IS DOME" ;

OB 148 ¥ "also a colowred Screen(SETCOLOR wn

g g S P i i et il RF IS5 7 M6;" BY ADDING 16 TOTHE GRAPHICS

ur, IZintensity, and HSCHZEE4L." MODE. EG.IN THIS CAIE 141608 GRAPHIC
KB 143 REH ®es et location for °Last Key S 17":FOR T=1 TO G508:NEXT T:7 HE6;"K"

Pressed* (764) to zero. WF 3I60 7 B6;" THE DEFAULT COLOURSOF THE T

LE :I“ FOKE ?$-1““'“=I'II“ B, 2217 G EXT CAN BE CHANGED BY USING THESETCOL
S “m' nm" _m“ e TR I L OR STATEMENT OR BY USING POKE."™
EC 468 TF PEERETOA-ZED THEN. LE& or 378 POSITION 8,9:7 ®6;"CAPITALS POKE
OM 178 7 "Kibas you may have noticed, the 7808 ":POSITION @,11:7 #6900 TR

re isa space on the left hand side. Th POKE 7a% *

i LE I80 POSITIOM @,13:7 H6;"lower POK

AM 188 T "a margin., It is controlled by 1
ocation8?. Similarly, the right hand = E 718 ":POSITION @,15:7 o6 ;N T
POKE 711 *

argin is controlled by location 8I."
PL 1%8 7 “4bde shall look at these locati VE I90 FOR T=1 TD G6O08:NEXT T:POSITION @,

ons when you are ready." W . -
SZ 780 POKE 764,255:POSITION &,.22:7 “EEER f::;i:::‘ll:::"TF“ BURRAEN S-aFIR “Fud

B OE O D TR
Z0 218 IF PEEKCTG4)=2 THEW Zi® SC F?9 RENH W¥d Mew screen, So get rid of

UY ZTO 7 CRY:PONE 7i0,160:FOKE F1Z,1%0:P0 cursor againt
EE 78%,.8:7 "4bue can change the 1eft m HZ 488 GRAPHICS Z:POKE 752,1
argin by, for example, POKE BZ,@8." B

TB ZI8 PONE B2,8:7 "4+ This will mean tha VN 4108 7 BE; graphics 2":POSITION @,
T all printing will start on the far 1 $:7 BH6;" EVERYTHING I35 THE SAaME a5 L
eFt. e could POKE 82,18 and™; IS M. suUT THICE as BIG."™

PRIZARC R N CNRRER UhE- LT R REEEN W UF 428 FOR T=1 TO 1808:MNEXT T:POKE 764,25

ithPOKE 83,30 :POKE 82,10:POKE 83,3817 o MEisT 88 HEIEER = 5 TR
=prdEMOow The PrinTting willstart and'™; 517 wite HA%F m CONTINUE

ay TGE T " e shall now look atthe rest o
F the TEXT modes with l1isting I.'

RPF 238 7 " énd at dif-Fferent places to th Ea 439 IF PEEKI764)=255 THEN 438
¢ origionals,which weredf,2? and 63,39, F5 439 REM s Edit characters will
= not work in modes 1 & 2.

S5H 448 7 #6;"KkidaLl [LCIE

2 BIT SYSTEMS: MUSIC PRODUCTS FOR THE 48K ATARI

qEDld:.- 15 a complete sound sampling
system thal allows you to produce real
speech/music on any 8-Bit ATARI

rate seleclable rom &Khz o

* Sample playback throwgh TW/Monitor

" Allows samples 1o be used 0 your own
Basic programs

" Bupplied on cariridge, nd USEr MemMory
lost

* Records Irom HI-F| or external recorder

® New W20 Replay program with bigger
opLion

Also included in the REPLAY PACKAGE

Digidrum: Digital drum  Segqueéncer (no
hardware reguired), allows you 1o create
your own Drum rhythms using B sampled
drum sounds

Digisynthi Simple sample seguencer (no
hardware required} allows you (o play lunes
using sampléed sounds (dog barks, guilars
volces eto ).

Echo: A real lime Echo program 1o create
special eMects. Delay variable betwean 2mS
101 sac

PRICES

REPLAY systern [carlridge, software, Dhgi-
drum and Digisynth) only £39.095

>

o
—

A full feature MIDI interace lor your ATARI
allows vou to take full contrel of synthe sic

Features:

* MIDI infout cables lor easy connection

* 8 Track Aeal time segquencer with fempo
corraclion

" Casio CF series voice editor (aliows you to
edit and slore voices on Dk Tape)

°* Yamaha DX 10021 series voice aditor

® Music player program [allows you to play
Music composaer or AMS2 files, via MIDI|

" Now includes DXT voice editor,

* CZ menu and split program

NB: ‘Wi will be producing other voice editors
for diflerent synths, so il you own a ditferant
synth, get in touch

FUTURE RELEASES
To enhance MIDI MASTER o include a 16
rack polyphonic Sequencer

PRICES
MIDI MASTER {interface CABLE plus soft
ware) only C29 95,

PERCUSSION MASTER Jll DIGIDRUM II

A high qualily prolessional drumkil for the
ATARI

Features:

External D/A and filter to ensure high
gualily sound, which plugs into jovstick
ports 1 & 2.

* 9 Sampled drum sounds
* Polyphonic Rhythm editor using pull down
menus and windows
* Capability 1o load new drum sounds from
Disk

ncludes enhanced version of REPLAY
software, allowing REPLAY owners Lo
sample sounds with a far greater resolution
" Includes digital echo program lor use wilh
the AEPLAY carfridge

* 3 Channel polyphonic
* 100 Song eniries
" Audio oulpul via hi-h

PRICE
PEACLUSSION MASTER hardware & soll-
ware {2095

Send to: 2 Bit Systems, 44 Morcom Road,
Dunstable, Beds. LUS 4EG.

]

1

| ORDER FORM

| Mame

k Please send me

| Address
| Replay System|s] on Disk/Tape*

| higedrurm 11 an Disk/ Taps"

I Midi Master interface(s) on Disk/Tape®

I Percussion Master Systemis) Disk OMNLY

| | enclose a Cheque/Postal Order”

| for £ {Payable o 2 Bit Systems)|

! * Delete as applicable

I Postcode
|

1

!

|

A digital drum machine/sample sequencar
that requires no extra hardware

Features:

* 8 sampled drum sounds

* Shep time pattern antry

* Capability to load Replay samplées inlo any
of the 8 sample positions

* KITS can be loaded or Saved 1o disk or
cassetla

* 2 Channel polyphanse (amy two drurms)

* 100 Song entries (with complex leoping)

* 32 Fatterns (4-32 Beals/Bar)

PRICES
DISK £6.95
TAPE £3 85
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software
% STAR CHOICE %
+* BOULDERDASH -
* CONSTRUCTION KIT C/D 8.50 12.75 *
LEADERBOARD Cc/D 8.50 12.75 *
X  TRIVIAL PURSUIT C/D 12.7T5 16.95
% SPITFIRE 40 C/D 7.95 10.95 Kk
ATARI 8-BIT SOFTWARE
[T 1T ] dimk
BUBBLEBUS STAROUAKE 7.98 10.98
DATABYTE EPY VE SPY 1 B.50 12.75
SPY VE SPY NI B.50 12.78
SPY VS SPY Il B.80 1278
MONTEIUMAS REVENGE B.80 12.7S
DIQITAL TOMAHAWEK 84K 850 10.95
FIGHTER PILOT B8.5%0 10.95
EMOLISH SMASH HITS 4 B.50 12758
SMASH HITS & B8.50 12.78
SMASH HITS & 8.50 12.78
COLOSSUS CHESS 3.0 B8.830 1008
GREMLIN TRAILBLATER B.50 12.75
INFOCOM MOONMIST WA 21.95
BALLYHOOD WA 25.98
HOVAGEN MERCENARY
COMPEMDIUM 12.78 14.88
AAIMBIRD JEWELS OF DARKNESS 12.78  12.78
SILICON DREAMS 12.78 12.78
RED RAT DOMAIN OF THE UNDEAD  8.86  B.50
LASER HAWN s8.08 B850
SPACE GUNMER 205 4.7T5
EYSTEM 3 INTERMATIONAL KARATE 595 1098
us GOLD SOLO FLIGHT 11 850 1278
ATARI ACES B.50 M A
SHOOT EM UPS B.50 H/A
BEACH HEAD II M/A  12.TS
RAID OVER MOSCOW B.50 1278
SUPER HUEY .80 1275
SILENT SERVICE M/A 12 TS
AMERICAMA FIDGET 295 H/A
DIMENSION X 2.95 H/A
ALLEY CAT 2.95 H/A
WHIRLINURD 2.08 L)
MASTERTRONIC DESPATCH RIDER 195 W&
CRYSTAL RAIDER 1.95 WA
LA SWAT 1.98 LA
Many other tithes available
ATARI ST SOFTWARE
ACCESS LEADERBOARD s 21.95
LEADERBOARD TOURMAMENT C1 8.50
ACTIVISION BASKETBALL 2 OM 2 21.95
HACKER Il 21.95
LITTLE COMPUTER FEQPLE 29.98
SHAMGHAI 21.98
ANCOD SPACE PILOT 12.78
THAI BOXING 18.85
EPYX WORLD GAMES 21.95
WINTER GAMES 21.98
SUPMER CYCLE I1.98
CHAMPIONSHIP WRESTLING 21.95
EUMA K-GRAPH I Z21.98
WA 44,98
K-SEKA 44.95
K-SPREAD TN 1]
K-SWITCH 28.05
MICRODEAL THE ANIMATOR 268.95
ELECTROMIC POOL 1885
PINBALL FACTORY 21.98
TIME BANDIT 26.05
TRIVIA CHALLEMGE 18.85
MICRDO TIME CLOCK CARD 34.95
KARATE KID I 21.98
PEION PSION 3D CHESS 21.88
AAINBIRD STARGLIDER I1.08
THE PAWMN 21.05
JEWELS OF DARKHNESS 18.95
SUBLODGIC FLIGHT SIMULATO®R N 44,95
Many other titles available
HARDWARE/PERIPHERALS/
TELEPHONE JOVYSTICKS AVAILABLE
ES
(0525} 25228 NEW TITLES AVAILABLE

IMMEDIATELY UPON RELEASE
Orders over £5.00 include postage otherwise please add 50p
Send cheques/PO/Access number Lo:-

SUNARO SOFTWARE (P6)

Access

PO BOX 78, MACCLESFIELD,

CHESHIRE, SK10 3PF

T0
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Books [

SPEEDSCRIPT 3.0

Compute! Books
£9.95

Reviewed by Eddie Cross

If you want an easy to use Word Processor without the
complications of reading through large instructional manuals,
but still expect the flexibility 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 first sight this may well seem a daunting task as you dis-
cover that over half of 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 cor-
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 first thing that you notice is the clarity of text.
Speedscript incorporates a little used Atari mode that allows
more definable and readable characters, which certainly helps
on the eyes after a long spell at the keyboard. All the usual
features that you would expect from a Word Processor are
incorporated, including Screen Editing, 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 Férmatting etc. There are even four predefined print-
keys including CHR$(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 with use of CTRL/SHIFT/OPTION,/SELECT
keys and are all well documented in the book,

The program includes a mini-dos which allows you to
inspect what files you have stored without leaving the main
program. This facility allows you to load, save, rename, lock,
unlock, delete, update directory and format disk and then by
pressing RETURN 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 “TEXT BUFFER® 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 of the text around
without losing any of it when tidving up your letter or docu-
ment in this mode.

All normal formatting commands are adhered to like
changing margins, page lengths, margin release, centering,
indentation etc. including also an INFORMATION com-
mand, that works like REM in BASIC. Although written in
your text it does not print out, and is very handy when you
want to make some note about the file.

The program is so0 devised that vou can enter your own
printer codes and save them, so that you don't have to enter
them every time you go to use Speedscript. This makes the
program compatible with almost every printer.

If you are a cassette based user and are a little bit fed up
with all the ‘disk only’ Word Processing software then have
no fear as Speedscript works equally as well in this media,
allowing you to save all your files to tape.

All in all Speedscript is a brilliant Word Processing
package and is a joy to use. So if you can't afford the more
expensive software on the market, then you will not go far
wrong by purchasing SPEEDSCRIPT 3.0!1. -




SM124 MONO MONITOR: For sale,
NEW and in box (unwanted gift). Only
£90 o.ne. (RRP [149). Also HELP
WANTED! 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 B657 at weekends
or after 6 p.m. and ask for Andrew.

FOR SALE: 800XL £35. 1027 £80. 1029
£75. 1020 £45. Dust Covers £1.50 each.
Touch Tablet £17. Quick Shot II £3.
BASIC XL £30. BASIC XL Toolkit £10.
DOS XL £12. LOGO £20. PILOT £10.
Assem/Editor £7.50. AtariWriter £5. Svn-
file+ £25. B/Graph £14. Paint £5. SAMS
Reference Guide £8. Machine

for Beginners £5. Micro Enguirer XL
£2.50. Analog No's 22, 26, 36, 37, 40 and
41 50p each. PAGE 6 No's 20 - 25 30p
each. Atari User (all) 20p each. Prices
negotiable or will sell the lot for £399,
Phone Alva Grannell on Norwich 31122,
office hours please.

410 RECORDER FOR SALE: Sull
boxed. No mains lead bur stll has
computer recorder lead. Can use a Grand-
stand games plug. Offers to Marc Jones, 5,
Dovesmead Road, Heswall, Wirral, Mer-
seyside, L0 1 XL

PENPALS WANTED: Any age, any
country. I have an XCl11 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 1 XL

MERSEYSIDE CONTACT: 1 would
like to contact Atari owners living in and
around Merseyside. 1 am hoping to get a
5205T soon bur people with any Atari
computers are welcome to get in touch. I
have an BOOXL and 1050 disk drive. Ian
Hindley, 55, Poplar Grove, Prescot, Mer-
seyside, L35 SAY. Tel. 051 426 1475

PEN PAL WANTED: I have an 800XL

with a 1010 casserte and if any Atari
enthusiast would like a pen pal I will
answer all lerters. Please write to. Vic
Terry, 116, Dunlop Point, West Silver-
town, London, E16 2A]

ST PHONE HOME: The viewdata
bulletin board with the added ingredient
(FUN!) now has a section for ST enthusi-
asts. Details can be found on frames
*1632# and *ST# . Log on and let us know
vou're there by leaving a message on the
babble board. V23 (1200/75) 24 hours.
01 888 BEO4

FULL ATARI PACKAGE FOR SALE:
800 computer 32k, 810 disk drive, 410 cas-
sette recorder and 2 Pointmaster joysticks.
All fully boxed with manuals and guides.
10 disks of software and 9 tapes. PAGE 6
Issues 1 — 13 complete, De Re Atari, Your
Awari Computer, five other books and
various magazines. Will deliver if required
in North of England or Midlands. Will sell
complete to first offer over £150. Tele-
phone R.W. Martock on Chorley, Lancs
02572 68612

BOOKS FOR SALE: The Visicalc Book,
Compute!,s First Book of Atari, Com-
pute!,s Second Book of Atari, Machine
Language for Beginners - all at £5 each.
Computer Gamesmanship, LOGO Pro-
gramming at £3 each. Tel. John Dimmer
on (980 22991

PRINTER FOR SALE: Alphacom 80
column thermal printer with Atari inter-
face, spare paper and manuals. £50 plus
postage. Tel. D. Healy on 0272 734779

MAGAZINES FOR SALE: Analog 17,
18, 22, 24, 29 - 41 and 43. £1.50 each. Also
Atar1 Assembler Editor £12. M. Hesketh.
Tel. 0706 351066

FOR SALE: Atari Assembler Editor car-
tridge (no manual) £8. Artari Basic Manual
(as supplied with 400/800, a boon to XL
owners) £3. Two copies of the Atari
Assembler manual £6 each. Postage [1
extra. T.C. Mayers, 241, Avenue Road
Extension, Leicester, LE2 3ER. Tel. Leic.
707206

FOR SALE: 1029 printer, dust cover,
Atariwriter, printer utilities, spare ribbon
and two types of paper. £93 o.n.0. Atari
830 interface, dust cover and comms soft-
ware £75 o.n.o. De Re Arari, Technical
Reference MNotes [10 each, Tel. 0270
766462 and ask for Garry

ATARI EAGLE NEWSLETTER: Pub-
lished by a small group in the North West
covering both ST and B-bit. Published bi-
monthly at only 40p available from Atari
Eagle, 37, Northwood Road, Prenton,
Wirral, L43 0SR or from Microbyte, 71,
Seaview Road, Liscard, Wallasey

PEN PALS WORLDWIDE: Secking pen
pals all over the world concerning Atari 8-
bit. Please write to George van den Eijkel,
Diemerkade 13, 1111 AB Diemen, Holland

MODEM FOR SALE: WS52000 modem
with Multi-Viewterm and Datatari inter-
face. All you need to get started for £60.
Call Steve on 01 851 5942

FOR SALE: 1020 printer/plotter in excel-
lent condition £50. WANTED in good
condition. PAGE 6 issues 1 - 6 and
Monitor issues 1 -3, Contact Adrian Bar-
ton. Welwyn Garden City 330303

PRINTER FOR SALE: 1027 printer in
first class condition including spare ribbon
and cover. £B5. Phone Marlow, Bucks
(06284) 4824

MERSEYSIDE CONTACT: [ would
like to contact Atari owners in the Mersey-
side area. 1 have a 10408T, an B00, a
130XE, printer and am shortly getting a
laser printer, [ would like to swap hints and
tips on games and programming. Roy
Lynch, 24, Gakdene Road, Anfield, Liver-
pool, Merseyside, L4 25R

MAGS & BOOKS FOR SALE: 85
assorted back issues of Analog and Antic
magazines. Compure!’s 1st, 2nd Book of
Atari and Atari Graphics book. Will
separate. Ring J. Bradbury on Sheffield
461430 {evenings)

FOR SALE: 1027 printer, unused and still
in box. Offers around £85. Contact Phil
Arthur on Rickmansworth (0923) 770607,
evenings or weckends,

CONTACT really does work! If you
need help or want to get in touch
send your notice to PAGE 6 on a
seperate sheet of paper headed
CONTACT. We will accept any
notices from private individuals
except those offering software or
copying utilities for sale or
exchange. There is no charge.

MEGA CLEARANCE: New B00XL.,
600X L. with 64k, 1029 printer, new ink
cartridge and AtariWriter, 1050 drive with
U1.5. Doubler, protect switch and 7 DOS"s.
MAC 65 cartridge. MMG Basic Compiler,
Mapping the Atari (Old/new). Tech. Ref.
Manual. Ist & 2nd books of M.L. with
LADS assembler and source code. 2nd and
3rd Books of Atari, 2nd Book of Graphics,
Computer Animation Primer, Atari
Graphics and Arcade Game Design,
Assem. Language for Atari, 6502 Ref.
Guide. Antic, Analog, PAGE 6, Monitor,
Atari User (too many to list). For more info
and bargain prices call Vijay on 01 570
3537, evenings, or write to V. Sisodiya, 6,
Nicholes Road, Hounslow, Middx. TW?3
3QH

NO LIMIT: There is no limit for me in
corresponding with other Atari owners. |
would like to get in wouch with users all
over the world. 1 have B00XL., 130XE,
1050 drive and 1029 printer. Please write to
Marco D’Alessandro, Verena Conzett-
Strasse 20, CH-8804, Zurich, Switzerland.

FOR SALE: 1027 printer and Atari-
Writer. Almost unused. £75 o.n.o. Phone
Jeff 01 500 0555

PEN PALS WANTED: | would like to
swap ideas with people all around the
world about hardware and software. [ have
a 256k BOOXL., 1050, 850 and TXP-8100
printer, Please write to Michel wvan
Deventer, Postbus 214, 2350 AE Leider-
drop, Holland

WANTED: ANY Atari mags, books, soft/
hardware working or not. Offer GB-Euro-
USA Truck, M/Cycle, Photo mags, books,
mems, C.B. etc. D.C. Shephard, 98,
Western Road, Brentwood, Essex, CMI14
455

EXCHANGE: Will swap Atari 1027
printer and 1029 printer and original copy

of Elektraglide for Epson GX-80 and con-
necting interface. Offers please to Paul or
Ian Hollins ar 114, Queens Road, Cheadle
Hulme, Cheadle, Cheshire, SK8 5HS or
phone 061 4851126 and ask to speak to Paul
or lan.

ST AND XL PEN PALS WANTED: |
have many friends around the world and
am looking for more to swap hints and tips
with. All letters will be answered. Please
write to Martin Bradwell, 157, Crosby
Road, Grimsby, South Humberside,
DN33 1LY

FOR SALE: 800XL, stll boxed,
complete. Brand new but checked. [£70
o.n.0. or will swap for 850 interface or 1027
or 1029 printer. Cash either way to
balance. T. MNaish, 2, Polmear Road, Par,
Cornwall, PL24 2AN. Tel. 072681 2069

(evenings)

PEN PALS WANTED: From Ireland or
all over the world. I own an BOOXL and
1010 recorder. I would like to swap tips on
games and programming. [ am looking
forward to hearing from vou. Please write
to Manus O'Reilly, Sky Farm, Oldcastle,
Co. Meath, Ireland

HELP PLEASE: I have a problem that
only a U.S. Doubler can solve. To anyone
that can help I will supply a beautiful
double density binary menu. Please write
to Keith Goodwin, 2, Somerset Street,
T&Each, Port Talbot, W. Glam. SAl3
1
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PAGE 6 back issues represent an excellent way of increas-
ing the enjoyment of your Atari with articles to enlighten
you, programs to type in and reviews of software to guide
yvou. Almost all of the content of past issues will be as fresh
and relevant today as when it appeared — increase your
enjoyment now, before it's too late!

ISSUE 13: Last remaining copies to clear at half price.
Only 60p each (inc. postage) or just 25p each if ordered
with other back issues (UK only).

ISSUE 19 - The first coverage of the ST but not to be outdone,
plenty for the 8-bits. A great machine-language space game
SECTOR 10, a super utility, Magfile, to keep track of your books
and magazines plus The Chase. The second part of our series on
Display Lists, build yvour own Speech Synthesiser, a review of
1985, in-depth Adventure reviews and plenty more.

ISSUE 20 - GRAPHICS SPECIAL. A super special 1ssue with a
graphics theme. Draw some masterpieces with GRAPHICS
WORKSHOP and explore your graphics potential with Colour
Palette, Picloada, Colour Attributes and CIO Slideshow. An in-
depth review of Printshop and Graphics Art Department, the
final part of Display List and the Adventure column. 11 pages
devoted to the ST plus 4 colour feature ATARI ART 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!
ISSUE 21 - A packed issue with games, TRAIN CRAZY,
Revenger and Forklift. Utilities Scalemaster, Quick Disassembler
and Measuring Tempern ture. Programming hints with Doing
The Impossible, Error 8 Solved and THE GUIDE TO ERROR
CODES. Reviews of Flight Simulator 11, Hitchhiker’s Guide to
the Galaxy, and the latest Adventures. For the ST a DEGAS 1o
WEO converter, Lattice C reviewed and reviews of a whole host of
software,

ISSUE 22 - More serious users will enjov SMARTSHEET, a
Visicale like type-in spreadsheet, and our review of Paperclip
whilst gamesters will puzzle over Tricky Cubes and try to survive
Hidden Depths. The Guide to 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. ST users will find out how to program
Sprites and can read reviews on Time Bandit, Pro-Fortran 77,
VIP Professional and more

ISSUE 23 - Another superb machine language game Water Ski
School will test vour reflexes. Wordsearch will challenge those
who like puzzles and other listings include Superclown and the
utilities Xref and Verify. A huge review of Ultima IV heads a
comprehensive review section and Going Online Part 1 will len
you know if telecommunications is for you. ST 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 5T

ISSUE 24 - The biggest issue ever published! Great 5T section
with info about ST disks and cartridges and loads of reviews. For
B-bit users, MUNCHY MADNESS the best game we have ever
published plus a super chegque book utility AUTOCHECK. Plus
all about checking your disk drive, another game, more utilities,
reviews of RAMBIT, Adventure games and lots more. Too much
in this issue to list fully!

ISSUE 25: Another biggie! A must for 1029 printer owners with
3 great utilities including a screen dump. A super Japanese chess
game called SHOGI, a wype in REVISION C BASIC, a full
feature on disks and more. For 8T, type in OTHELLO, reviews
of LEADER BOARD and MEAN 18, Hints and Tips and several
other reviews and articles.

All back issues are £1.20 each in the U.K., £1.75 for
Europe or surface mail elsewhere and £2.67 for Air Mail
outside Europe.

Please make cheques postal orders payable to PAGE

6. Send your order to PAGE 6, P.0O. BOX 54, STAFFORD,
§Tle 1IDR, ENGLAND.

ACCESS and VISA accepted. Telephone 0785 213918,

GET THEM

ON DISK

All of the most recent issues of PAGE 6 are available
on disk - including those out of print issues!

A PAGE 6 Issue disk contains all of the programs
(except S5T) from a particular issue, ready to run from a
custom Menu. No more frustrating hours typing all those
long programs. See just how good they are without the
effort.

ISSUE 14 - Contains COUNTERACTION, SUPPLY BLAS-
TER, CROSSWORD CREATOR. DEPTH CHARGE,
ACCESS III, RAINBOW START, BASIC ANIMATION and
TYPOII. :

ISSUE 15 Contains THE WANDERER, KANGA, TICK
TOCK, AUTOCAR, THE BOOSTER and PLAYER MIS-
SILE GEAPHICS

ISSUE 16 - Conmains BLACK BOX, FPEEEWAY ACE),
DRAUGHTS, TURN THE TABLES, AUTOCAR GRAPH
and CHARACTER PLOTTING programs.

ISSUE 17 Contains RENUM, SHOOTING GALLERY,
X-Y-ZAP, INLAY CARDS, CASTLE MORGUE,
MATTHEWS LABEL. MAKER and several programs on
ANTIC modes 4/5.

ISSUE 18 - Conuains BERTIE, GRAND PRIX II, BLITZ,
LISTER, STARS, TYPO 3 and several programs on Dusplay
Lists.

ISSUE 19 - Contains SNOWFALL, THE CHASE, MAG-
FILE, SECTOR 10, STARKIES UTILITIES plus programs
for the Speech Synthesiser and several programs on Display
Lists.

ISSUE 20 - Contains BLOCKBREAKER, GRAFPHICS
WOEKSHOP, COLOUR PALETTE, PICLOADA, COLOUR
ATTRIBUTES, CIO SLIDE SHOW plus more Display List
programs and pictures for Graphics Workshop.

ISSUE 21 - Contains REVENGER, TRAIN CRAZY, FOREK-
LIFT, SCALEMASTER, DOING THE IMPOSSIBLE,
QUICK DISASSEMBLER and MEASURING
TEMPERATURE.

ISSUE 22 - Contains SMARTSHEET, TRICKY CUBES (two
versions), HIDDEN DEPTHS and new wversions of BLOCEK-
BREAKER. DOUBLE SIDED DISE.

ISSUE 23 - Contains utilities XREF and VERIFY! Games
SUPERCLOWN and WATER 3SKI SCHOOL (in machine
language). The word puzzle game WORDSEARCH as well as
COLOUR MAGIC demos and TWO BONUS programs!!
ISSUE 24 - Contains the complex check balancing program
AUTOCHECK and MUNCHY MADNESS, the best game we
have ever published!. Plus another game FLYING HIGH and
two superb utilities, SPEED CHECEK and MENU. A very full
disk and not to be missed.

ISSUE 25 - Contains the chess program 5HOG1, a page flipping
demo, BOUNCING BERT, and three 1029 printer utilities,
LIST 1029, SCREEN DUMP and SMALL FONT. A must for
all 1029 owners.

ISSUE 26 - Contains all of the 8-bit listings from this issue ready
IO run.

PAGE 6 Issue disks will run on any 8-bit Atari with 48k or
6dk memory. Each disk is just £3.95. Compare that for
value!

Postage is FREE in U.K. Overseas please add £1 per order
{for any number of disks).

Order vour disks from PAGE 6 by post from PAGE 6,

P.0.BOX 54, STAFFORD. 5T16 1DR or by telephone
using ACCESS or VISA on 0785 213928,

DUST COVERS

You've spent a lot of money on your equipment, why
spend more on repairs from breakdowns caused by dust,
dirt and spilt liquids? Dust covers from PAGE 6 are
custom made for each piece of equipment and come in
smart natural PVC with a brown or black trimming as

appropriate. :
Available for ALL Atari equipment including ST.

Prices from £21.95. Please phone for details or ask for our
Accessory Shop leaflet.

Subscribers to PAGE 6 gets lots more special offers. Books, an
mcredible collection of Public Domain software for B-bit and 8T
machines, exclusive software, binders and more. To find out whai
you are missing ask for a copy of our PAGE 6 ACCESSORY

SHOP LEAFLET. PAGE 6 = Telephone 0785 213928

T2 Page 6 = Issue 26




AUTOCHECK 4.0 (ISSUE 24): Due to an Editorial
brainstorm towards the end of last year we printed the wrong
version of AUTOCHECK 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.

HE 9228 IF PEEKI(O2792)=0XX THEN GOSUB NZ27:G
0OSUB 288:RR=RR—QL1L:G05%UB 7?25 :RETURN
538 IF PEEKIRZ793)=032 THEN P=VAL tAMS5(C
H®09- 08, CH®Q%)) : GOSUB 985 :CH=99.99%:G05
ug 95e:POP :GOTO Z182

9680 BaL=-BaL+P:GOTO 967

965 BaAL=BaL-P

267 IF CH=99.92% THEN CH=09

985 FOR I=CH TO0 0Z81:IF I=0Z281 OR DATE
SI{OIINI-032,0TIHII="" " THEN HX=I-0
1:GOTD 1856

2230 GOSUB Q27:TRaAP 22I0:POSITION 031,
QZ2:7 “"MDUNT "::PP=-0I1:G05UB 9500:TRA
P 40000:P=ValL (C5)

2235 IF P<{08 OR P>999999.99 THEN ZZ310@
4003 IF DATESC(I*NII-03I2,I*0I3) {=Z% THE
H HE-RR:GOTO 4878

9815 IF HN<>078 AND N<>089 THEN 986008

TP

MK
RC
TT
urT

K

KL
]

CH

1029 SCREEN DUMP (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 18188 RESTORE 18118:FOR P=1 TO 63:REaAD
BYTE:POKE 169S5+P,BYTE:POKE 71Z,BYTE:N
EXT P
18118 DATA
:17]
18128 DaTa
18138 DATA
a
18148 DaATA
8,6,248
18158 DaTh
18168 DATA
18178 DATAH
181688 DATA

Z5 104,164 ,141,181,6,104,141,1

6,104,141,189,6,104,141,188
6,160,19Z,173,40,129,136,24
uv X7,73,255,141,235,52,238,18
TG
PO

FY
EJ

21,172,189,6,56,23X,48,141
180 ,6,144 ., 4,24,76,179,6
286,181,.6,76,172,6,238,187%
6,76,125,6,26

RAMBIT REVIEW (ISSUE 24): Derryck Croker has
advised that an upgraded version of the software mentioned
(version VII) is now available which contains its own
Operating System making transfer of mulu-stage cassettes
much easier. Only works on XL/XE models though.

SHOGI (ISSUE 25): Line 14030 got chopped in half
somehow. The correct line is as follows.

¥P 14838 PRINT
FAE B E . ]
Y% # offde|®* als

“#ILEA{FTReaxe
L B =p=
*II:

| & @%
I B »

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

/

.

"4:.5;
f
&

= Transparent to all s/w
- no driver programme necessary

m Connect direct to 600 or 800/XL
or 130 XE — or to disc drive if fitted

FCC.....: £59.99

THE OLD ARMOURY
COURT BARTON Includes VAT -£1 P&P

CREWKERNME

SOMERSET

TAIRTHP

TEL: CREWKERNE (0460) 73442 F!
PRESTEL MAILBOX 046073442 -

DEALER ENQUIRIES MOST WELCOME

i S
WORLD CUP 1986 (48K) LIVERPOOL (48K)

Manage the country and squad of your IHE football manager game Lor the Atan,
chosce mght through the Mexico finals. Crame
features include scouts reports, leam sclec-
tion, FULL tacucs selecuon (what do we do
with our comers, should we play a sweeper,
how do we defend agamst their freekicks

enc. ], bookings, sendings off, suspensions,
injuries, substitutes, extra time (in the knoc-
kout rounds), penalty shoot outs, FULL
MATCH COMMENTARY

feamuring varying skill and stamina levels,
SCOULS FEPORS, INjUnes, leam and lactics
selecton, full leagee table, managerial raung
and save game facility. 42 game League
season, plus F.A., Milk, and |:IJI.‘|:IF’1'HI1 Cups

Atari disk and BOTH C64 wersions have 4
divisions, income, espenditura, transier
market, promaotion. relegation, UEF A
and Cup Winners Cups in addition to the

and GOALS!
casseite features
Cassstie (AT, 5P, C84) £7.49 CASSETTE (AT, SP, Co4) £ B.45
Disk (AT, C84) C7.00 DISK [AT,C84) L1088

P.M. Corbishley, 212, Old Walmersley Road, Bury, BL9 65A

600XL

QMEG

256K MEMORY EXPANSION

Plugs into Atari S00/B00XL Expansion Connector. Mo modifications
reguired . Complate with 152K Ramdisk Software which hodds a hull
dauble dengity disk

FULLY COMPATIBLE WITH

ATARI DOS 2.5 RAMDISK SPARTADOS RAMDISK
SYNFILE + BASIC KE

AMND ALL OTHER XE SPECIALITY PROGRAMS

ETE including p&p, Ramdisk software and decumantation on disk

16K TO 64K UPGRADE 1 Meg ST EXPANSION

Any 16k Atari 400/B00/B00XKL internally 33‘23' '3 'd'-"n'S‘f-IM expanded " LMau
axpanded bo dBE4K EFG Inclading ratiarn poatage af Al

Expansicn kits available for £58
(B |daring nacessary|

€40 including return postage of Alari

Send chegues/Posial Orders'slamped S a. e enguiries o
§. FITZJOHN, 48, Lonsdale Road, Stamford,
Lincs. PES 2RN
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Utilities

YO“R Clive Savage brings you an
alternative if you are cursing

that cursor

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, BB 32614 DATA ©,170,129,203,230,203,165,2
The effect is achieved by using Player 1 and the Vertical 8z
Blank Interrupt and you should have no problems in incor- I1E 32615 DATA 201,255,208,243,230,204, 164
orating the routine into your own programs, providing they » 204
e - e . s gl P sy yC 32616 DATA 196,206,208,235,165,208,133
do not use similar routines. Note also that RAMTOP is 284
moved down to provide a protected area, so be careful of this, GR 32617 DATA 165,207,133,203,24,165,204,
The shape of the cursor is determined by the DATA in 185
lines 32664 and 32665 and follows the normal binary make- ON 32618 DATA 4,133,204,133,206,169,32,13
up of characters. You can alter this DATA to have any shape 3
3 ..'.h MY IZBE12 DaATA 2&3.133.205;1'&'&;5:17?-25?;1
you wisn.
Using the routine is simple. Just run it and use the con- i
el i | : EA 32620 DATA 203,2080,192,8,208,247,169,3
aMcktnySlﬁﬁf wﬂldmngebﬂmmenthenoﬂnalcrﬁmcml Oy I?621 DATA 141,29,208,169,1,141,240,7 !
cursor, OPTION will change the shape of the cursor and RH 32622 DATA 169,0,141,255,6,165,20%,133 |
SELECT will provide a flashing or steady cursor. aX 1?2622 paThA 205,165,204 ,13%,206,160,0,1 |
Have fun! 62

BW XIZ67Z4 DATA 6,169,7,32,92,228,96,0
LN 32627 REM |
UM 32639 DATA 173,255,6,41,8,208,33,169 [
ac IZ631 DATA 1,44,31,208,248,17,169,2 _
" IB XZ6X2 DATA 44,31 ,7208,240,13,169,.4,44 |
BK XZ63Z DATA 31,27208,240,9,24,144,9,76
sI XZ26Z4 DAaTA 192,6,76,215,6,76,147,6

PY XZ63Z5 DATA 169,0,133,77,173,255,6,41

i

UK Z2318 REM
UY I2320 REM % PLAYER MISSILE CURSOR
IM 32330 REM by Clive Savage *
B FEXEEE N e SR e e e *
HJ 32350 REM * PAGE 6 MAGAZINE-ENGLAND *
UR T2368 REM ZB 32636 DATA 4,240,18,165,20,208,14,173
. M@ 32637 DATA 253,6,73,3,141,253,6,141
CHOPTION - CHANGE SHAPE

e Yy IZ26I9 DATA 10,24,105,47,141,0,208, 165
MU 372640 DATA 84.10,10,10,24,105,32,133
50 32398 REM EEFCEENETEEYELRAETEN mb el o) e S Ry

ZG 37408 DIM BYTESC128):I=8 vo IZ641 DATA 205,1690,8,136,177,207,145,2

X

?

as
ET 22419 IZ-PEEK(186)-8:POKE 106,Z-1:GRAPH
ICS B:Z1l=-7H256 YT ziﬁlz paTAa 192,60 ,208,247,165,285,13%7,72

¥ IZ2428 POKE 559,62:POKE 784,15

BX I74Z8 7 :? “"STRING DATA"™ CR IZ64F DATA 248,15,169,8,168,8,136,145

! UT 32448 FOR I=1 TO 128:READ Bi? B3™,"; RT ::ﬁll paTa 203I,192,0,208,249,165,2085,1
| :g i::i: ﬁvzgs:iazz_zuzi::i.utxt % GO 37?645 DATA 283,173,255,.6,41,8,240,16
i Gk SRR R T T IRERD BT R su 32646 DATA 206,254,6,173,254,6,208,8
5 CM I2490 POKE 1SIG4I,B:MEXT T BA 32647 DAaTA 173,255,6,73,8,141,255,6
aX I2980 REM WG 32648 DATA 76,98,228,32,229,6,173,255
UF 32518 X=USRCADRCBYTES) ,Z1) CY 32649 DaTh 6,41,2,208,16,173,251,6
i, s Jpsyeisigee by YL I2658 DATA 13Z,2087,173,255,6,73,2,141
X7 32538 7 :7 “PLAYER DATA"™ RM IZ651 DATA 255.6,76,98,228,24,173,251
DL 32548 FOR I=0 TO 18:1READ B1® 83%,%; NY 32652 DaTaA 6,185,.8,133,7207,173,255,6 _
ML 32653 DaTAa 73,7,141,255,6,76,98,228 ,

DF 325590 POKE Z1+I,B:MEXT I:END |
KU I76088 REM MGaCHINE CODE DGTA KY ZZ2654 DATA X2,229,6,173,255,6,73,4 i

! ZT 32610 DATA 104,104,133,2088,141,250,6,1 IY 3IZGEG DAVA 141,18%5,6,183,3,141,29,208
5 JN I2656 DATA 169,250,13I3,28,76,98,228,32
JX 32611 DaTA 7,212,104,133,207,141,251,6 JJ 32657 paTa 229,6,173,249,2,73,1,141

BI 32?658 DaTn 240,2,76,98,228,173,255,6
KH 32612 DATA 165,206,133,704,165,207,133
: i £ i : 4 TJ I2659 DATA 9.8,141,255,6,16%,108, 141

, 282
V0 32613 DATA 24,169,8,101,204,133,206, 16 WE IRGGS DATA 1I84.,8,.3%6.8,81.568,1558.8
o MM 32662 REM BTG EENCENCEETTTSS

HO IZ664 DATA 48,9,0,72,72,0,8,48

GL X?2665 DaTA 128,72,72,72,72,72,72,128 .
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Far i Bulifmiaimn and he mom seclous home user, Ak Furve
Bheir maosd powserid moded, the 10805 T-F with 1028K RAM. This low
coal mmmh-nmmmuIMMmm-
B Stand-Elors SySHam, of ok aaa
ermanal, ThMTFnulmry{umr-mu-Mhmyu
ha S2ST-FM, b also includes & mons powerful buill-in desk diee.
TMMHIHUHMNWT-FWIMWMH!HM
Thll-ﬂutl'l.mr'.lliulﬂynrlh VOS0ST-F malias it ideal or

i such as large datsbases or sproadshosts. Like the
SPOST-FM, ihe 10405T-F has & mains trarsdormer buil ino tha
CONS0hE 10 give & COMPACT @nd Jlyliah unit with only ane mains ead.
Thes V0405T-F i alan fram Silica Shop with & nes solteans
package and ‘ST STARTER KIT". In the USA, the 10405T-F has bean
soid wilth & TV modulator like the S205T-FM. However, for the UK
marioed, Atari are marufaciuring the 10405T-F solely with businsss
mmmlnﬂlndﬂdmnnt:mﬁpwmd-lnﬂme.nh
AN hEl you cannol use i with a domestic TV [Silica Shop do
offer & modulstor upgreds for only £48). The 10405T-F keyboard
costs only £888 [inc VAT) and, umioss & smoduleiar
upgracs ia fiked, will require an Atari or third party mondios. Thaee

The afordability of Aari computers I8 reflscied in the price of tha
S205T-M weyboard, which s & mane £250 [inc WAT). This wersion of
tha 5T comes with 512K RAM, as well n a modulator and besd o
direct connection io any domsstic TV, The price doss mol include a
mouss. |m additlon, Mngq.a.lnb? your S52ST-M from Silica, you
w- also receive the FREE T Starder Kif. During 1887, many
houidss will b producing games soffwdrs o W“ ear-
hl-w whiblh will plug directly InNBo tha canridgs siol on the S205T-
ng irstar Ioading without the of
ldlll: I‘.IIWI With the snormous powes of IﬂlS’T ¥Ou AN npluci
some sxcellend litkes 1o be produced, meking this Ihal.ﬂllllllilllllll
machinal Il your reguiremant is for a lerminal, than tha S205T-M can
Tustill this role oo, Lesds lri.ll]llbhlm:nn_ﬂ tha 5T Iul warksty

mally, thasre's & parsonal computar hal ned only solves problsms like otfer compuien, bul Blso sobvs
it cané problemn that other compuben have created. Aftordabdity, Silica Shop are pleased b present the
ST ranga of parsor dars from Atar The 5T wes designed ublizing Bhe mosl reoenl
breakifeougha in semdconducion 1!¢hﬂ0|l}:r prosducing 4 personal compuler thel performs insks with
lewar parts. Which means if costs less bo make. And iess 1o Buy, The lasest 5T comguters now include
bl in poveii diapiiesa and bull in disk drives. The TOS operating system and GEM i

are now on FOOM ohips whech Gfe abieady in#lalled in the 5T keyboard. This enables sulomatic instant
bacding whan you swiich on. Silics Bhop G plaasad 16 oler the complste Atari 5T ange. Our mall coder
deparimant is situated in Sidcup and we hava 4 el Gillels Al Sideisp, Ovpinglon. Lion Houss
[Tomtenham Cowt Ad) snd Ssliridges (Oaxdord Strost). We have slght years azpariancs of Alar products,
longer than any oihas LK company, and are well ssiablished as the UK's Mo.V Atarl spacialist, With &
@roup hemoser of over £5 million and in axcess of T $4807. we provide unbsatable service and suppost. 'We
provide pewsral tacilities whech you wl find invaluabin during your AR eamputing lile snd most of these
tncilities ane available QMLY FROM SILICA. We sugges? thal you nead through whal we have is offer,
tetfore you docide where bo purchass your Alar ST

FREE STARTER KIT - On/ Iy From Sifica

Whan you purchase any A ST kiyboard, you will nal only necsie the best value for money compauter
o thay markat, but you will also receive the foliowing from Atarl CorpomiEon as par ol (Be packege:

of moniton, and with the i inbro vaf inal B0

on ROM Mmlhs' provides & low price Miminal bor butineis
usi, If you wish ip ke sdvantsge of tho massive mnge of disk
softeare ovadable for the 57 mnge, you will need (o purchass a disk
drive. Atari have two Noppy disk drives available, & 4 MEyls model
£148 and & 1Mbyte model £199. Full dotails of those drives, as wall
a3 the Alari 20Mbybe hard disk are avadiable on request. |F regquinsd

" BASIC Language Disk  * BASIC Manva!  * 5T Ownevs Manual  * TOS/GEM on AOM Bl 8 laber date, the mouse may bs purchased sspars! ars thres Atas| moniors Svaliable and the prices for th 1040 with
W you buy pour ST from Silica Shop, pou will alsd reGaie dsigles " these monitors are as folows:

WNEOchrome - colour grapivcs program * Aaf Wovd - Wovd Processor TOOST-F Kayboard  Withouwd Mondilor - EXD® finc WAT)
In addition, we at Silica would Bos 1o ses you g8l off 1o 8 Pying sbart with your new compuber, so we have 105 T-F Keyboard + High s mons mandfor - Dl fiae VAT
Pt lngathe & special T STARTER KIT worth over E100, which we ar giving sway FREE OF CHARGE TAST-F Keytward + Low ras col monifor - ETBW fing WAT)
with every BT compubes purchsssd a2 our normal relail prices. This kit s available DMLY FROM SILICA TOOST-F Kayboand + M res 2ol manifor - i (v WAT)

The 108057-F comes with 8 mouss conitrolier &nd Inclutes 1 MEye
of RAML Fi has & 1Mbyie double sided disk drive and mlﬂ‘lrlnl-
former, boih bulld inbo ik ey d Bo give & P

und..'ml'lml‘rnn-mlnuhlcr

and i simed 81 providing users with o valuabde iriroducion b B warkd of compuling. 'We am continually
upgrading the 5T Siarier Kit, which contsine public domain and ofhar Bosnsed saftern, & wall & Boaoks,
magarines and accessodes all levani b ST computing. Rsturn the coupon below for tull details

DEDICATED SERVICING - Only From Silica

Al Sikca Shop, wo hivs & dedecated sarvcs depariment of five tull bime Akas irained ischaics] stalt. This
team s botally dudicated 1o senicing Aar computer products Their sccumulsind knowledge, skill and
wxpitiance makes them second 1o nong im thein Tald. You ok B fins (hal any work carried ouf by Ehem
15 of tha highsal standard. A stsndard of ssrdcing which wa ballise yon will findg DMLY FIROM SILICA in
mddition to providing full sandicing Facilitiss for Mari 5T computsrs (both in and oul of wBrraaly), our
Isam is also able 1o otfer mamaory nd modulsior upgrades o ST computers

TMB RAM UPGRADE: Our upgrads on ime standend Ala S205T-M or 8205T-FM keyboard will
IBcraids 1he memosy from S12K 1o a massive WI24K, It has 8 full 1 yeas wasranty and is avadable from
Sibca at an sdditsanal ielail price of onky D86 56 (+WAT - £100)

TV MODULATOR UPGRADE: Silica can upgrade the 10805T-F to include & TV modulatar so
thit you cam Bhen use i with your TV 581, This ia an imemnal upgrade and doss not involve any urdidy
wxiwrmal boxes. A cable 1o connect your ST 1o any domastic TV is included in the price of the upgrade
which is only E48 (inc VAT). The upgrade is alsc availabie for sary 82057 compubers i B sams price

THE FULL STOCK RANGE - Only From Silica

W aim bo ksep siocks of all Alr relaied products Bnd oui wiisRouas caries o stock of £ malion. We
Import many solwan Blles dinsc! from Ehe LISA and you will fnd Bnat we hass firs felsasss in achancs al
many of wr wlm Unlika daalors wha may only stock ssiscied biles, wa have the full rangs. in

gy lima of all books which have haan willen abaul the Alar ST, A range as
mCllll'Dl-lr! llllbl'Mﬂ'Mﬁ yiu will find i aveilabin MUY FROM SILICA

AFTER SALES SUPPORT - Only From Silica

Fiesd assurnd thal wihan you buy your ST from Silica Shop, you will be fully supponed. Our Tres mailnga
five news of releases and daveloperants. This will help 16 kesp you fully up o date with whats hapgening
in the Abari marked. And in addition, our sales SIETT & a2 (ke end of & telephane lime 1o sarvios all of your
Al requiremants. Il you purl:hl.nu an 5T from Silica and would liks amy progremming or lschnical
Bdvice, wo haed @ full tims techaical support team 1o help you get the bast om your computer, Bacause
=g Fave both thie statf ard e Sysiams spacifically dedicaled 10 providng after ssles servics on Atari 5T
computers, we are condident Ehat our ussns engoy an axceplionally kigh level of suppor. This can be
recatvid DMLY FROM SILICA

FREE CATALOGUES - Only From Silica

Al Silica Shop, we recognise thal Serious users Fequink &n in-depth information service, which is wiy we
mall bres neesistiors Bnd price lists 1o our 5T owners. These are up 10 48 pages long and & crammed
with ischnical dotails s well as spacial oifers and produc! descriplicns. f you have siready purchased an
ET and woukd like fo have your name sdded to cur mailing list, pleass complate the coupan & mturn it o
us. The inkarmaticn servies is swailabies DHLY FROM SILICA

FREE OVERNIGHT DELIVERY - From Silica

Mosl orders are processsd through our coamputar wilken 24 hours of receiving 1Pem. Most hardware
orders. are Sam by e ovemighl METRO courier service FAEE OF CHARGE 18 uslamars within (e LK
Thig mpffund heips b0 snsune minimum delay arss maxiram prolecton

PRICE MATCH - Only From Silica

'Wa hope that the combinmtion of our low prices, FREE LUK delivery servics, FREE Siarter Kit and FREE
ahar salas support, will e snough to make you buy your Alari eguipment from Silica Shogp. 1l however,
there b somathing you wish to purchase, and you find one of our compatitors offarng it & & ceer price,
Ihan pleass coMimD! cur sales daparimenl. providing us with our compabiors nams, sddrmss and
Ieliphone number. if cur compatitar has the goods in sioc. we will narmally match the offer (om a ‘sama
product - same price’ basis) and st provide you with our normal Tres Sefvery, We reslise that we are not
the onily company who will mabch 8 compatitor's price. However, if you Coms 10 i3 407 & price malch, you
will also be entitled 10 our AMer Esbes service, Including fres newsleiters and echnecal Siuppnrl. This
Mmakes our price match promasa rather special, somelfing you will receive OMLY FROM SELICA. Wa don'l
AN you 10 go anywhere slse lor your Adan prodgucts, 50 $hop 81 Silica, the UK Mol Atari Specialist.

Tha 5205T-FM with 512K RAM and free mousse, represents a lurth-r
breakthrowgh by Atan Corporatson in the world of high porees

cosl paracnal compuling. This model is the labesl mlllilﬂ L] lhﬁ ST
lamity, and is not only powariul, bul compact, 1 is priced &t only
E398 (inc WAT| a level wivich beings il within the reach aof & whols
new genaration of compubs Whan d from s,
it comas with the FREE Silica ‘5T Siarier xi1' s6 paragragh on the
laft. To make the S5205T-FM ready for use straight away, Ater have
bt inko (ke keyboard B % magabyte diak -jilug [ .nlm-m.-.on
stornge and ratrigval, allowing you sasy soooss to the massive m

of disk based scltware which is svsilable for Ih-u ST, This M'll
computar comes with all the cormect cabiles ard cormections you will
nesd o pleg it strakght into ary ! i 9 e,
¥ou do nol harslorm hose 10 punchsss l.n Admri monbor. § i
require & monitor however, these are availlable weth fhe 82057 in the
Iliireeng madney sving packages

SR05T-FM Kayboard  Wirhout Moniior - £389 (inc WAT}
S205T-FM Kayboard + High res mono monilor - £6088 (ing WAT)
S205T-FM Keyboard + Low rés colow maniter - K58 (ing ¥4

SF0ST-FM Keyboand + Med res colour montior - E889 (inc WAT)

Bacauss the SIOGT-FM has s cwm poeer iransiormar Buill inko The
kiyhoard, thare ane no massy oxbemal sdapiors io cluther up your
desk space. Youw are eft with only one mains lead, serdng both the
disk drive and ihe compuier. Youw couldn't ask kor & mons shyliah and

= a5 2 0 3 B B B B B B N B B 0B B B §
To: Silica Shop Lid, Depl PSIX 0287, 14 The Mews, Hatherley Road, Sidcup, Kent, DAY 4DX

: PLEASE SEND ME FREE lITEIIlTlllE ON THE ATARI ST §

SIDCUP (& Mail Order 01-309 1111
1-4 The Mews, Ha w Road, Sidcup, Kent, DA14 4DX

| 01-580 4839
Lion House (1st floor), 227 Tottenham Court Rd, Lendon, W1

01-629 1234 lx‘t 3677
Selfridges (1st floov), Oxford Streetl, London, W1A 1AB

L ¥ ¥ B K

¥
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LORJASOET

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 320x200512-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
LLAMASOFT 49 Mount Pleasant Tadley Hants
Tel: 07356 4478
SEND S AE. FOR CATALOGUE & NEWSLETTER
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