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SEVEN NEW MIND
BLOWING SIMULATIONS FROM

e

STRATEGIC SIMULATIONS INC .
: From the world's greatest o wa : B-24
i ‘g i W From Ehe war korn skies of World
. creator of simulation .
-- . War Il emerged one legendary
software comes a Further offensive weapon — the B—24 L

bomber. This superh simulation i
allows you to recreate the exploits y
of this great sergplane on single ,-d
mission runs or 8 19 mission
campaign to destroy oil refineries in
Ploetsi, Rumania.

As pilot you controf bhe mission
Fight on a bombing raid From your
home base in Italy: as group leader
you command 40 B - 24's on bomb
runs ko 14 targets deciding on when
and where to bomb depending upon
weather, plan availabifity, group
efficiency and target ol production

collection of outstanding
challenges. Relive sorme of the
momentous struggles that have
changed the course of man's
history; escape to worlds of
Fantasy and mystery where
lies the unknown or create
your own encounters played
out in time and place of
your own choosing.

These are the challenges in

S SR T,

which you take levels. A flight and combat
complete contraol. W of unparalleled

[BM64/128 <Al
£14.99 Cassette ===
£19.99 Disk

PHANTASIE Il - THE REALMS OF DARKNESS WAR IN THE SOUTH PACIFIC ~ BATTLE CRUISER WAR GAME
KAMALIGA WRATH OF NIKADEMLUS Fame, Fartung ano power. These are Three exciting scendvios fram the Two exhizrating sea-farng CONSTRUCTION SET
[Pt deFinitive simulation oF the Promyses a sped-inding story-ine with  E1E 5pois oF wickary Far e wha fistary making kv, 522 and ai oppovtunities Lo refve the cassTraval  Begak Frae fram allimits and
th's last majar affensve enough bwists and tuns bo sabisfy survive this incredibly chalienging and campaigns of May 1947 bo Merch 1943 enpagements of Werld War [hebwieen  ponchmints uninash your

I pst - tha Blakble af Dhirvamauga. your wikdest Fantasies This bime the multi Facetad fantasy acventure ame.  CRM B4/128, APPLE, ?&f‘“ﬁ;:ﬂ;ﬁhmﬂﬂm and create your own naie
. jgame Faithfuly recreates Lay we- Dark Lo Mikademus bas set:his ewl ] g9 ; - sepnaving and hattle semes - hig s 8
LBM E4/128 £19.95 e ATARI £24, Sebiwaar EidbminFranrs ar odarn fankesardiikaiie

L1 TTY-aftle b0 mive you tve oppartuniy sights on canquerng nak only an isiand
T2 Thn repaat or reverse history. tut the entire warkl. encounter as you struggle farts

125 E ATARI, CBM 64 ATARI, AMIGA £24.99
L X Disk £29.99 1BM gt
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ﬁ"UBN YOUR 1029 PRINTER INTO)

4 PRINTERS IN ONE
with FONT IV

Replacement character ROM!
st charcer ONLY £ 2. 9D rosr rrir

gets at the flick of a ewitch — 3 new sets — all with true descenders.

() Simply replace the old character ROM in your 1029 with FONT IV
No soldering or cutting necessary.

[_] Fitted in minutes.
() 100% compatible with all existing software.

() Adds new dimensions to your letters & documents, Contains existing
Atari character get plus 3 new sets;

FUTURE DESCENDER

NLQ
ABLCOEFGH ABCIDEF S AECLEF GH

or just descender ROM for only £1 2.99 rosr raze

(L) If you prefer we can supply just the descender character
on a chip at a lower pries.

(] Simple to fit — no soldering ete.
() 100% compatible with existing software.

AIBAIALLY SANE DT
DERFATCH M ALL DRADERE
AFMECMIGUFS B0 I

FENTOMN iIMDUSTRIAL ESTATE
DEWSBURY ROAD 1s=ic=

STOKE ON TRENT TEL DFF27E0TS
P i ek i)

STACK rropucrs

CENTRONICS PRINTER INTERFACE
400, 800, XL, XE (any s sit ateri)

TYPE 72000
® ANY CENTRONICS PRIMTER
® NO SOFTWARE MEEDED
® ALL CABLES SUPPLIED
® EASY TO USE — JUST PLUG IN AND GO
® TRANSPARENT & CONWVERSION FEATURES INCLUDED

® FULL YEARS WARRAMTY

N
FREE 40 PAGE MEEDM_OI!E LIMITED
CATALOGUEON ittt
REQUESTORWITH  RERLEFIPILE]
i ORDER

The Controller Card
Desktop Management System

For the Atari 8B00XL/130XE Computers
One of the most powerful features of the ATARI ST and
COMMODORE AMIGA is the "DESKTOP", this system allows the user
lo have a range of utilities in rrmmrjrwhiamrmmgmmmnl
software, when you access the deskiop system the commercial
software will be emporarily frozen. The Controller Card is an internal
hardware modification that when installed into your Atari
BOOXL/130XE will give you the most advanced Deskiop Management
System available today . ...

DESKTOP MASTER DISK
Snapshot Printer Dumpers with the SHQ

Printout screens from commercial game tile pages to graphic
application . Will handle any graphics mode including mixed
graphics modes. Full A4 size printouts, built-in shade selector.
Included is our unique SHQ system which is an ultra high definition bit
Irn:iuga plih'lhutmmpnmhlﬂ to a photocopy (for Epson and compatible
printers.

Superdump Il Memo r; Dumper
The perfect utility for software development, just dump the contents
of memery where the error occurs then examine and rectify. Can also

::;undm upgrade your cassette software to disk or make disk to disk
ps.

The O.S. Boot Menu
A Desktop resident multiboot menu, by simply preseing the HELP
KEY you exit the main program to the menu.

Disk I/O Analyser
A unique and very powerful disk debugging tool which prints out all
the relevent information concaming the interaction batween the disk
:::md computer as the disk software is loading or reading/writing

The Control Panel
This utility will allow you to alter a wide range of system parameters

such as: Auto scroll, VO nolse, inverse flash, key dlick, fast
cursor’keyboard debounce rate, primary system colours, the system
baud rate and the system character set (14 alternative character sets
to choosae from).

400/800 Operating System Saver
This facility will allow tou to save the O.S. from the 400/800 Atari

computers to create true emulators or upgrade customised roms such
BseiMNIMDN to disk to run on the BOOXL/130XE computers via the
top.

Additional Desktﬁ Library Disks
Library Disk #1 — 1028 Snapshot Printer Dumpers

Similar to the SHQ Snapshot printer dumpers but not dedicated for
the 1029 printer.

Library Disk #2 — SHQ Professional Print Package

Combines the SHQ Graphics converters and Taxt enhancers
together on one menu disk. The Graphics converter will give your
desktop publishing packages i.e. TYPESETTER (Xlent softwane) a
printout that matches a photocopy using Epson B pin dot matrix or
compatible printers with reverse line feed. In fact the only competition
we have is a Lazer printer ||

Library Disk #3 - The Superdump Il Toolkit

The ultimate backup system for standard and U.S. Doubler drives.
This diskis crammed so full of unique features it would take up the
whole of this ad space 1o describe them . . . Pleasa ring for more info.

MAIL ORDER PRICE LIST (add 10% for export orders)

CONTROLLER CARD WITH DESKTOP MASTER DISK FOR THE ATAR| B00XL 089.65
CONTROLLER CARD WITH DESKTOP MASTER DISK FOR THE ATARI 130XE £70.65
DPFTIONAL SWITCH PACK £9.95
LIBRARY DISK #1 E12.96 LIBRARY DISK #2 £18.95 LEBRARY DISK #3 £24.95

FOR FREE INSTALLATION PLEASE ADD £5.50;

FOR RETURN P&P+ INS.
For more information please rng 01-731 1278 weekdays between 10am/7pm

Please make cheques/postal orders payable to;-

Computerhouse
14 Romily Court, Landridge Road, Fulham,
London SW6 4LL
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SOFTWARE
EXPRESSIII/

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

1029.....-.

TEN-PRINT £14.95 (DISK)
A printer utility allowing
you to print and edit fonts,
dump graphic 8 screens.

"Typesetter" compatible.

Jcon driven,fast and friendly.

"Mlini / £29.95
- PCW Review M 87
Lo.fflce £19l95 ”fionestigeteiigge it is the

best word processer seemn
for the 8-bit ATARI'S.”

( DISK)

S«Word Processor * Database »
%k Spreadsheet * Graphics *
*k Communications #Label Printer «

GREAT VALUE

AWARDS 87

NOW AVAILABLE
4

Py itk
e lneanits

SPECIAL OFFERS

lllrl--ilrl--tiliionilfl--iilitﬁiliil

The Hulk({(Disk)
gea Bandit(Cass & Disk)
Pooyan(Cass & Disk)
Clowns and balloons (Cass & Disk)
Rosens brigade(Cass & Disk)
7axxon(Cass & Disk)
Scott Adams adventures{Disk.)

ALL AT £500 EACH'

Dealer and Overseas Enquiries Welcome

© 514-516 Alum RockRoad, 27 HOTLIEE
*AJ.‘;‘,.;':‘:‘,Q.(, nRockRoad. <& 021-328 3585
1

ALSO AT 212, BROAD STREET, BIRMINGHAM Tel. 021643 9100
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SHE LOOKED
DEEP INTO HIS
SULTRY BLUE
EYES ...

Infocom are a strange company
aren’t they? Following hot on the heels
of The Lurking Horror, complete with
slimy ‘thing” in the box, comes
Plundered Hearts a story of ‘romance
and adventure’ which they claim is
aimed specifically at the female market.
Unfortunately, this means that they
will sell about six copies so they have
cleverly designed the game to be
appealing to men as well and the
pre-release testers (mostly men) have
pronounced it quite acceptable.

Plundered Hearts is an adventure
which ‘provides the salt air, steamy
tropical nights and treacherous
characters essential to a heart-pounding
adventure on the high seas. Little do
you know that your innocent journey
will soon turn to dangerous adventure.
Explosives, rocky reefs and the vicious
crocodiles are obstacles which you must
overcome. True, it’s not easy but at
least you can control your fate. What
you cannot control is much more
dangerous, your passion for Nicholas
Jamison, the handsome pirate captain.
When you are in his arms you are apt to
forget your mission’. Yuck! I hope they
give you a sick bag in the box. Now
where did I put that horrible slimy
thing from the last one?

Plundered Hearts is available on
the XL/XE for £24.99 and the ST for
£29.99,

PCW STOP

PRESS

The PCW Show occurred just as we
went to press so we are unable to bring
you a full report. Atari 8-bit software
was thin on the ground but it was there
with several re-releases on budger
labels and a number of new titles.
STARS OF THE SHOW - both for
the ST. WORD PERFECT is “four to
six weeks away” and really is THE
word processor all serious ST users
have been waiting for. Complete with
115,000 word UK dictionary and
thesaurus at £199. Expensive but
worth it! OMIKRON BASIC 1s the
first Basic for the ST that retains the
‘feel’ of Atari 8-bit Basic but with some
incredibly powerful programming and
editing features and a ‘library’ of
routines similar to C. A full review of
this one will be included as soon as
possible,

SORRY, JEFFREY,
NOT A PENNY MORE ...

3

I3

‘If we can’t get into movies with
James Bond, let’s chat up some bloke
with influence in case he might make a
movie of his latest book’. Remember
those two guys from last issue posing as
James Bonds? Well, now they have this
crazy idea of producing a graphic
adventure about a guy called Stephen
Bradley who loses a small fortune by
investing in a fraudulent oil company
set up by multi millionaire Harvey
Metcalfe. They are going to call this

i p=n_gmr

o —

o I

N

I
unlikely computer game Not a Penny
More Not a Penny Less. Havent I
heard that somewhere before?

Mark Strachan and Dominic
Wheatley of Domark are seen here
discussing the fine details with the chap
who is going to design the packaging,
or is it the guy who wrote the book?
Anyway the ST version of the game
was demonstrated at the PCW Show
and there will, hopefully, be an 8-bit
version later in the year.

NEW FRONTIERS

Excellent news for Atari B-bit
owners comes from Frontier Software
who have recently signed a sole
distributor agreement with ICD of
Illinois, U.S.A. In case you don’t
know, ICD are responsible for
Spartados and the U.S. Doubler among
many other fine products.

The US Doubler Chip is a
simply installed two chip upgrade for
the 1050 disk drive giving true double
density and an accelerated I/ rate
designed to triple the speed of disk
operations. It will cost just £29.95,
Ideal for use with the US Doubler, but
also a stand alone program is
Spartados, widely acclaimed as the
best DOS for the 8B-bit Atari. Spartados
supports everything from 810 to double
density 1050 to RAM disks and Hard
Disks. A special menu allows rapid
transfer, erasure or locking of files
using only the Space Bar, Option, Start

and Select keys. There are several
bonus features including a 32 character
keyboard buffer, intelligent switching
between drive densities, a binary file
game menu, subdirectories and time
and date stamping. Spartados also costs
£29.95 or you can get a special double
package with the US Doubler included
for £49.95. Following the distribution
agreement, Spartados will now come as
standard on all Supra 8-bit Hard Disk
drives.

Another product from ICD is P:R:
Connection which is an interface unit
designed to replace the elusive 850
interface. The unit includes a
Centronics parallel port and two RS§232
ports enabling the device to be used
with any 'Centronics printer and
modems. Price is £69.95.

These products should be at your
local dealer now and more of ICD’s
range will be available shortly.

Page 6 - [ssue 30 2



USER GROUPS GET TOGETHER

Ken Ward, long time champion of
Atari and leading light behind the
Norwich User Group has finally got
together The Association of Atari User
Groups which is a body whose aims are
to represent Atari Users in consultation
and discussion with software houses
and Atari themselves. Ken has always
been outspoken in his support for Atari
Users and now with the backing of the
Association we may well see more
benefits for Atari Users in the U.K.

Already 17 Users Groups have
become affiliated and the first
newsletter has been produced but the
Association wants to ensure that as
many Atari owners as possible are
represented so other Groups who have
not vet affiliated are urged to get in
touch with the AAUG as soon as
possible. If you run a User Group, and
you are serious about it, it will be in
your interest and, more importantly, in
the interest of your members to contact

AAUG news [y

WE'RE_OFF! 1

THE ASSOCIATION IS
FINALLY A REALITY h_HD“

AAUL. DN SHI_'IW

WHITHE ARE
' |1I I:1-||I-: ooy B

the AAUG right away. You can do it
simply by writing to The Association of
Atari User Groups, 45, Coleburn Road,
Lakenham, Norwich, NR1 2NZ or by
telephoning Ken Ward on 0603

661149,

ATARI

CHRISTMAS
SHOW

After weeks of speculation,
Database have announced that there
will be an Atari Christmas Show this
year to be held on November 20th to
22nd at The Novotel Hotel,
Hammersmith, London, scene of this
year’s previous Atari show. There was
speculation that the show would be
held in October but many exhibitors
would still be trying to recover from
the PCW Show and probably wouldn’t
have turned up! There was also
speculation that this show would be for
ST only but, thankfully, this is not the
case. Whilst there may not be anywhere
as near as much support for the 8-bit
machines at these shows, it does
represent one of the few opportunities
for some 8-bit owners to see software
that they cannot get locally. PAGE 6
will be there and will welcome B-bit
owners with open arms!

All that it needs now is for
Database to organise a show in the
North for all those users who can’t
afford to travel down to London twice a
year. How about it?

8 Page &= Issue 30

SOFTWARE

SHORTS

Mastertronic and its associated labels
keep the budget titles coming with
September releases of Flash Gordon at
£2.99 and Panther at £1.99 on the
MAD label. On Bulldog at £1.99
comes Storm, an arcade adventure of
sword and sorcery, magic and mayhem,
Feud which fearures a magical
encounter between two wizards and
Revenge at Rigel which is a ‘thrilling
text adventure with inter-active
graphics’. This last one was voted a
C&VG Hit. Is that good or bad?

Rainbird have now released Guild of
Thieves, the follow up to The Pawn, on
the Atari 8-bit. There are many clever
puzzles and surprises and 20
atmospheric scene setting illustrations
on the two-disk set which retails at
£19.95,

No more, everybody’s keeping quiet
until the PCW Show which is yet to
come but will be gone by the time you
read this, if you get the meaning!

Here is the ultimate in computer
flight simulators from Microprose, a
complete AH-64 Apache Gunship
helicopter simulator on disk for your
Atari with all manuals and associated
hardware in the box. It is incredible

problems with carrying it home from
your local shop (it weighs over 1.5

value at around £19.95 but because of

tonnes) you will have to pay a delivery

MICROPROSE GUNSHIP
FINALLY HERE!

AH-64 APACHE

GUNSHIP '

charge of around 2 million dollars!

Seriously though, this is what
Microprose had at the PCW Show to
promote Gunship and it is a genuine
helicopter flight simulator specially
adapted to work with Microprose’s
Gunship program. Now that just has to
be the ultimate in inter-active computer
simulations!
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SPECIAL AUTUMN
PACKAGE OFFER

XL/XE MOUSE W
An ST mouse, modified for XL/E use.

Includes mouse art package. You can
use mouse in

wn progs! P ?O?‘£29 95

inc

p&p

’‘DARG’

‘WORLD CUP MANAGER’ Py
& (I:.OBAL g
‘ OMPUTER
JOE AND THE NUCLEAR SERVIGES © 23

CAVERNS’

108 Navigation Road
NORTHWICH CWS81BE

Disk versions
ONLY £10.00 inc. p&p
(SAVE OVER £18!)

PROBLEMS WITH YOUR ATARI ?
FOR FAST. RELIABLE AND PROFESSIONAL

Cassette versions
ONLY £6.00 inc p&p
(SAVE OVER £11))

P M ENGINEERING
| UNIT 8, NEW ROAD, ST. IVES,

Cheque or P.O. to
STV SOFTWARE
9 CHISWICK WALK
BIRMINGHAM
B37 6TA

e R R R R R R R

CAMBRIDGESHIRE. PE17-4BG :
8T. IVES (0480)61394
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2. ~-RAMPAGE
TASKMASTER

Auko—-conTer t your tapes to Meru Disk wikh Auko-run from single key nj.mi M. '113
pﬁ'lﬂll ll'l!-t?!' ltrH'- e And  sxparienced ﬂl-n-mrzll inclodes assemble

sditor & momltar fuRctlons far in-8apth wr’k bayard the of mormal cﬁmnlinu
(29}, E'\t-pl.'!'lhl.ll with taps/dies wkilitleas codting mich more.

RAMBIT II

I ke wkta Lntarface t'hlh- &llows you to Re-record your tapss to losd st srcurd 21X
ﬂma FASTER. Dn-pt an sawy ko Fik kit and taps program (E15), plesass state

aseatte model or.... ?1l‘.t'|1 and tested |#£22) a1l inclusive, just post your data
rl-wtd to um.

Both whillties have full instroctions, handls Bimgle, Wulki-stegs, Lomg-block h:
up to A1k &nd Aare sultable for &4k EOONL, SO0DXL and 1;031:: L 'I'ill..p.. AREESE qu- rim
&nd updats “'E“!i Cuotsd pricsd ars inclusivs. Send SAE for full details F,’ﬂ
Chaqué payabls ta

RAMBIT
1& THE GREEN, THAURLAY, BOURNE, LINCE.. FE10 OHB

HAVE YOU RUNG FOR
| | THE PAGE 6
THE PLAYERS TEAM \%ﬁ ri::ur LOOKING FOR CATALOG YET?

CAN YOU WRITE COMMERCIAL QUALITY

GAMES IN MACHINE CODE? DO IT NOW

Write in Strictest Confidence to
RICHARD PALL JOMNES

T o 0785 57005
or phone: (07356) 77421 (5 lines) | (24 hour answerphone)
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and get them right!

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
you 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
T

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
THE TYPO 3 LISTING PLEASE DO SO NOW. The program
can be used as you type in each line of a program orto 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
If the TYPO codes maich and the program still does notrun,
LIST it to cassette or disk using LIST “C™ or LIST
“Drfilename”, switch off the computer, re-boot and then
ENTER the program using ENTER “C:" or ENTER
“Drfilename”. Save this version in the normal way.

HOW TO USE TYPO 3

1. Type in the listing carefully for although you can use
TYPO 3 to check itself (see b below) it may not work if you
have made mistakes.

2 SAVE or CSAVE a copy of the program.

3. Each time vou 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
type 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.

g,
ﬁﬁ?

2 Jﬁ' fﬁ -+ o Jg Jf? F

R 7 A A ST e

SR 8F G AT
O | [t s ¢ | e @ E B a A
z A " ©H f O F @ 7/ n
T H n T g B &6 B N\ &
a A $ B hfli w0 AP
s B ¥ B aer S|H- s P
6 & U i B J A N
7 O | @ x B " &k
8 B @ 1 o . @ " 4
9 B « 0O m BEw T =
e @ > A TR RNt R
i o @ o B . 9%
» p B P + B
a B a @A ¢ I qa Bl e @ r K
r @ B @ 1| B r RO - =
c. . e + I s 5 + =
d B0 p @@ 4 I 5y e O
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5. If the 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.

You can type in a program without using TYPO3 and then
check it by SAVEing 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

umn. - - - -
EI L REM

AL 7 REM ®% TyPO III by Aalec Benson -
- June 197885 -
%4 3 REM % A proofreader for AMTIC and ®
- PAGE & based on TYPOD IXI -

# published by ANTIC magazine *
EL Gl RHE P St b b o 0
%G 188 GRAPHICS @

WG 118 FOR I=1536 TO 17%L:READ A:CK=CK+A:
POKE I, A:MEXT I

6 128 IF CK<>I@765 THEW 7 "Errar in DaTa

statements - Check Twping':END

¥H 13I8 AZUSRCILSIED

UT 148 7 :F OTYPO III is up and running™!:
MEH

HA 1888 DATA 184,160,8,185,26,3,201.67

HG 1818 DaTA 248,8,288,2008,708,1%2,36,2088

QB 1828 DATA Z742,96,288,16%,79%,153,.26,3

RY 1938 DATA 260,16%,6,153,26,3,162,9

RR 1948 DaTa 189%,8,228,157,7%,6,232,274

70 i858 DATA 15,288,24%,16%,93,141,8%,6
KC 1968 DATa 16%,6,141,84,6,173,4,228
EU 187@ DATA 195,8,141,95,.6,173,5,228
BK 19B@ DaTA 185,@.141,%6,6,16%.8,167
KK 1898 DATaé X,149,703,282,16,251,76,8
ZR 1188 DATA ©,8,8,8.0,8,8,8
LD 1118 DATA @,8,@8,8,8,8,32, 94
JH 1178 DaTa B,8,7Z,.781,185,248,55,23@

T™W 1138 DATA 283,133,209 ,138,72,16%,8,133
TH 1148 DATA 2868,162,8,18,38,288,6,209
MF 1158 DATa id44,7,24,101,2083,144,2,278
RL L1168 DATA 208,202,288, ,23%,133,287,324,1

65
TH Li78 DaTA 284,181,287 ,133,2084,165,288,
181
AW 1188 DATA 288,13%,205,165,206,185,8,17F
3
WH 1198 DATA 286,104 ,170,1084,48,96,138,72
MR 1789 DATA 152,72,162,0,134,287,134,288
GF 1218 DATA i168,24,6,204, 38,285,368, 206
Ef 1278 DATA I8,Z67,.38,288,56,165, 287,233
TH 1238 DATA 164,170, 165,208,233,2,144,4
sk 1748 DATA 134,287,133,208,136,208,227,
182
CB 1250 DATA 8,165,207 ,133,204, 185, 706.6

WM 1268 DATa 204,427,201 ,26,144,4,233,26

ME 1270 DaTa 23I8,7204,702,286,242,133,2085,
169

BC LZAR DATA AZ8,145,86,200,1%2,48,708,24
9

WU 12970 DaTa 165,784, 105,160,160,X,145,88

oA 1I88 DATA 165,205,74,105,161,200,145,8
a8

MO 1XIi8 paTa 32,6%.6,184,168,76,153,6

F Lof
s cE kg:f :&Qv ;5
e'f 3 ¢~‘§.i-“‘-ﬂdl ST @ S8
o 1 i Q? Nﬂﬁ
v B u 0 ™ E ESC ESC
v @B v @ | | + ESC CTRL -
¥R R e +# ESC CTRL =
x B X B + = £« ESC CTRL +
vy M v @ 1 1 + ESC CTRL =
z A z A *+- L K ESC SHIFT CLEAR
L ie| SRl 4 ESC PELETE
= B I N P ESC ThB
: R : B = B O ESC SHIFT DELETE
+ O ~ B M ESC SHIFT INSERT
= o ~ B @ ESC CTRL TaAB
. N ©t I '#* G B ESC SHIFT TaB
. B » O » Q) @ ESC CTRL 2
s A ?* R 1 ESC CTRL DELETE
I ESC CTRL IMNSERT

B IMVERSE SPACE
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THE [IVING DAYLIGHTS
CONBEIITION

1. How many Bonds so far? Be
careful!

2. Who wrote the Bond movie
theme?

3. Who is the top villain in THE
LIVING DAYLIGHTS?

4. Who is Bond’s boss?

5. How many levels in Domark’s
THE LIVING DAYLIGHTS
computer game?

That’s it. Rack you brains, look up
the answers or go and see the film.
It’s easy really!

RULES

1. One entry per reader only

2. The winners will be drawn from all correct
entries received on or before 17th December
1987

e T T T T T T T T T T T I T T T T T T T TTTTTTTTTTTT YT

[ 18t Prige 5,

DJ > g L‘ﬂp}r £T 3
. LIGHTS -'10u;dt1;{i Ly G
C

HOW TO ENTER

Write your name and address on a postcard
(preferably) or on a plain sheet of paper
and alongside write the numbers of the
questions above with your answer
alongside. Just send it to BOND
COMPETITION, PAGE 6, P.O. BOX 54,
STAFFORD, ST16 1DR. Closing date is
17th December 1987.
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Readers

COMPUTER
GAMMON - BUGS
SOLVED?

Dear PAGE 6,

Having read Dave
Hitchens' plea for help in
‘Computer Gammon - The
Bugs', issue 29, I feel I may be
able to shed some light on the
problem.

Looking at the sample
VBI code, there was no sign of
a CLD insrruction to set
addition to binary mode.
What was probably happening
was that Basic was changing
this mode continually thus
causing inconsistent results
from addition in the VBI
code.

The solution to this is to
save the processor status
register flags at the start of the
VBRI and restore them before
returning to Basic. You are
then able to clear or set
decimal mode within the VBI,
as you require, without
affecting Basic.

The VBI code might read
as follows:

PHFP ;Save Flags to stack
CLD :Set binary mode

3 VBI code required.
PLP ;Restore Flags

JMP EXIT ;Return from VBI

I hope this is of use to
Dave, and if he specifies the
problem with DLI’s a little
more precisely, I would be
glad to try and figure it out.

Keith Mayhew
Rayleigh, Essex

MORE FOR
CASSETTE

Dear Sir,

In the Letters page of
Issue 27 you asked: ‘Is there
enough call for a cassette
based version of Revision C?°,

There are still quite a
number of us out here you
know, who are solely cassette
based! And it is annoying to
find that so many listings are
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for disk only. Apart from the
time factor, surely the only
real value of a disk drive is its
search facility which is rarely
used on home machines.

I think that you should
make a condition of
acceptance that any program
should be capable of storing
on both disk and cassette.
From the listings in your
magazine it is obvious that the
contributors are experts in
their field capable of
converting their program to
both disk and cassette. Not so
easy for the poor cassette
based beginner,

D .E.Fogerty
Salisbury, Wilts.

Point taken. Wherever possible
we try to ensure that programs
accepred for publication are
suitable for both cassette and
disk but there are often cases

SAME OLD STORY

Dear PAGE 6,

I have just returned home
after three years abroad and
am disappointed, yet not
really surprised, to find that
the plight of the 8-bit Arari
User is as forlorn as it was
when I left. The absence of
any software on the shelves of
the high street shops, even in
London, is matched by the
non-existent hardware.
Sinclair, Commeodore,
Amstrad, etc., are everywhere
but no Atari, though there is a
smartering of ST's.

I tried to purchase a 1050
disk drive but was told, as was
being reported in the press,
that stocks had been sold out
and a new double sided drive
was expected soon at around
£180. I also read that with the
introduction of the Mega
Ataris the basic ST is likely to
be reduced in price whilst the
XE is reportedly going up in
price.

It is clear that the XE 15
being overlooked yet again,

where excellent programs, such
as The 3-D Animator in this
issue, are simply not suirable to
run on cassette, This particular
program reads in other sections
af the program from a menu as
required and also writes out
individual files which are
continually updated. This
might just be possible with tape
but it wowld be so cumbersome
that I doubt whether anvbody
would actually be able 1o use the
program successfullv! We would
not exclude a program from
publication because it was
written specifically for cassetre
and conversely feel that we
should publish good programs
even if they are only suitable for
disk users. Don’t be
disappointed, vou should find
several programs in each 1ssue
ewhich will run on cassette and
next issue we'll put in that
cassette based Revision C
Basic!

presumably because the 5T
range represents bigger profit
margins. The 8-bit market is
basically mail order only
where overheads are less,
therefore your reporting of the
‘computer cowboys’ is a
valuable service, and [ would
like ro relate to my own “mail
order cowboy’ experiences.

Firstly, credit where it is
due. I have found PAGE 6 to
have the best public relations
department I have
experienced. Orders have
been despatched promptly
and queries always answered.
This is not true of certain
other publications whose
organisation is appalling even
if well meaning, or who do not
bother to respond at all.

The worst English
company I have dealt with has
been ‘Curt Price Software’,
from Harlow, who have had
my money for ten months
without responding to any of
my letters. A solicitors letter
elicited a response that I had
not responded to any of their
letters explaining the

DOS MYSTERY?

Dear PAGE 8,

A minor query regarding
DOS 2.5.

I am constantly SAVEing
programs, modifying, saving,
etc. then deleting all the
unwanted bits from the disk.
Occasionally a program
appears with a “ <’ at one end
of the filename and a ‘=" at
the other. What is the
significance of these two
arrowheads?

A. Golding
Barnet

These are nothing to warry
abour. They simply mean that
either part of, or the whole of, a
program is stoved in sectors that
are numbered greater than 707,
the enhanced density feature. If
yvou booted up with a DOS 2.0

problems (I have heard that
excuse before), and a promise
to return my money, which
they have not since done. I
can accept that one letter may
go astray in the post but not
every one! I am currently
taking them to court,
however, they are no longer
resident at their mailing
address. *Cut Price Software’
are not the worst company [
have dealt with however, that
honour goes to “White House
Computer’, in America who
have had my money for two
years! Though the story is
complicated it is true to say
that they have also ignored the
considerable number of letters
I have written to them with
the exception of one. About a
year ago | wrote a particularly
rude letter questioning their
parentage and they did write
back. Guess what they said?
Correct, they said I had not
responded to any of their
letters explaining their
problems. Again a promise to
return my money but no
cheque. Mone of these errant
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disk and requested a directory,
the programsin the < ="
would not appear as DOS 2.0
uses single density only.

KILL THAT QUERY!

Dear Les,

I am writing a small
program that needs quite a bit
of input, and needless to say
all those horrible question
marks make the display rather
untidy. Is there a way of
inputting without the ?.

P. Resuirata
Baghdad

This is something that puzzled
almost everybody for years and
many people wwill still tell you
that it is not possible to get rid

| R

companies actually claimed
they had sent the software
which of course was the crux
of the maiter. If anyone knows
an American lawyer willing to
take on an open and shut case
then I have all the evidence!

If Atari is to survive
particularly at the
‘bottom/cheap’ (B-bit) end of
the market then companies
handling their name have to
be reputable and magazines
like yours spread the good
word. If there are too many
Atari ‘computer cowboys’
then people are only going to
buy computers where
software and hardware are
available off the shelf to
minimise their risk.

I have been taking PAGE
6 from the first edition and
have been impressed by its
continuing to mature. I like
the outspoken editorials, and
reviews which give opinions [
value, so more of the same
please.

Ray Pinches
Teddington, Middx.

of the question mark when
prompting for user inpur
withour some complex
programming. But it is possible!
And it is easy! Fust try the
following lines

10 DIM A$(10)
20 ? “ENTER
SOMETHING “;:INPUT
#16,A8

307 A%

So just use INPUT #16 when
you down’t ewant the ? but don’t
ask me why!

STOP THAT ST
SCREEN

Dear Sir,

As I am new to the ST
and computing in general
would you answer me a
question?

I have various demo disks
that have a file called
READ.ME. But when I load
it to read, it whizzes down the
screen and I don’t geta
chance to read it! Sometimes I
have managed to stop it by
pressing a key, but by then
half of the message has
disappeared! What do I press
50 it is still at the beginning
and then what do you press to
make it move up a screen at a
time?

Patrick Olsen
York

The correct procedure for
reading a text file on screen is to
dowuble click on the file and then
select Show. If the file has been
correctly stored on the disk the
text should be shown one screen
at a time, pausing each time
with a "More ..." message.
Hitting Return will advance the
text one line ar a time and the
space bar wall scroll another full
screen into view. If vou wish to
quit back to the desktop, just
press Q. That's how it should
work but problems can arise as

the result of the file not being
properly saved in the first place
or being formarred for 80
column output and being read in
low resolution which only has a
40 column screen. The solution
to the latter is simple, just
stwitch to medium resolution and
Show the file aeam. If it has
been properly printed and
formatted in 80 columns you
should have no problems in
reading it. If vou still ger the
same problem. the only answer
is to load the file into a eword
processor like STWriter and
then PRINT it to disk rather
than SAVE it. If vou also set
the right margin to less than 40
you should be able to read the
file in lozo-res as well.

VIDEO TITLES

Dear Les,

I have just purchased a
Sony Video 8 Camera and
have seen video magazines
advertise ‘titling’ programs for
Amstrad, Commodore etc.,
for adding titles to your video
programs. Do you know of
any program to do this for the
Artari? Or is there anyone out
there who has the *know-how’
to do it?

H. W, Clark
Barking, Essex

Several readers have asked this
over the years and the good
news is that Datasoft have just
started advertising an Arari
XL|XE version of their Video
Title Shop program. Hopefully
this wwill be released in the UK,
shortly through the licensing
agreement with U.S. Gold but
it should be available anyeway
from those specialist retailers
twho normally import American
titles.

AIN'T WE GOOD ...

Dear Les,

Having received my latest
copy of PAGE 6 I feel that I
Must eXpress my amagement
at the quality and value for
money. | compared Issue 20
with Issue 1 and the
improvement in the standard
of the magazine itself, as well
as the listings, is vast.

I say that the listings have
improved but this is no
criticism of the early
programmers. Indeed,
because of them (and of
course PAGE 6) Atari
enthusiasts world wide have
learnt and developed their
gkills. I would also like to
thank you for publishing
screen shots of the listings,

May PAGE 6 continue to
give help, encouragement and
enjoyment for years to come.

Mr. A.J. Wright,
Ipswich, Suffolk

.. SURE ARE!

Dear PAGE 6,

I am the newsletter editor
and vice president of our local
users group. We've received
two issues of PAGE 6 as
exchanges and to be guite
honest, it is probably the best
8-bit Atari publication in
existence, The type-in
programs rival many
commercial programs and the
amount of information
presented is excellent.,

Thanks for an excellent
magazine and if there is
anything we can do for you
here in the States, don’t
hesitate to ask.

Gordie Mever,

Midwest Atari Group — Iowa
Chapter, .

Ames, Indiana, 1J.5.A. *

Got anything interesting to talk
about? Or some questions to ask? Or

some tips to pass on? Write to
Readers Write, PAGE 6, .0O. Box
54, Stafford ST16 1DR
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Adventure

No.19

North American history is.a fascinating subject which is
liberally sprinkled with potential scenarios for the budding
Adventure writer. An imaginative author could draw from the
diverse cultures of the various Indian tribes, their battles with
the land and their battles with eachi other. These tribes
included the Nez Perce, Shoshoni and Ute of the Rocky
Mountains; the Assiniboin, Hidatsa and Mandan from near
the Great Lakes; the nomadic Crow, Sioux, Arapaho,
Cheyennie, Kiowa, Comafiche and Apache of the Great Plains;
the Osage, Shawnee, Cherokee, Seminole, Choctaw and
Chickasaw of the south.and.dozens of others.

Folloewingthe Spamish invasion and the later expansion of
the white man, there were numerous territorial conflicts such
as those between the Spaniards and the Comanches in the
south-west, the British, French and Provincials around the
Great Lakes, the War of Independence, the War of 1812 and
the Mexican War. Perhaps a more inspiring era for
Advenrtures is that of the first great explorers such as Lewis
and Clark, theemountain men such as Smith and Bridger, the
early settlers (or sodbusters as they were known) and the
horrors of the slave trade.

As the nation grew, it saw the emergence of the
steamboat, the gold rush of 1849, the Stagecoach Age, the
short-lived Pony Express, the Civil War, the construction of
the great transcontinental railroads and the growth of the
cattle industry which gave rise to the cowboy as a national
figure. Then there's the Wild West!

The Wild West is usually taken to-mean the
trans-Missigsippi West from 1865 to 19005 Strictly speaking, it
wasn't as-‘wild’ as some of the eatlier periods; but it had its fair
share of violence and lawlessness. This is the period thart is
famous for outlaws, lawmen and vigilantes, gambling,
gunfights and neckue parties which adorn the mowies of
Hollywood:

Despite the rich sotrce of ideas; there are very few
Adventures which take advantage of North America’s
colourful history. The only two that come to mind are Scott
Adams’ ‘Ghost Town' (Adventure Intérnational) and Peter
Kirsch’s ‘The Dalton Gang’ {SoftSide Adventure of the
Month). Now, atlong last, Datasoft has come up with a new
Agdventure lifted straight out of Hollywood's Wild West.

THE REVIEW

Gunslinger is an illustrated Adventure developed by
Imagination Development Systems (whoever, they are) and
distributed in Australia by Intellicreations undet the Datasofit
label. U.S. Gold will be releasing a disk version in the UK. in
October so.it should be widely available by thetiume vou'read
this.

It would appear that Gunslinger was originally written for
the Apple 11, This is probably a good sign as Apple
Adventures tend to be top notch. The game has since been
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UNSLINGER

Garry Francis ventures as far as

he could possibly go from his

native Australia - to the Wild West
where he discovers fact and fiction
in an adventure ideally suited to |
beginners '

translated for the Atari XL /XE and the Coldsore 64. The
Atari version comes on three double-sided disks! That's a lot
of Adventure!

In Gunslinger, you play the role of Kip Starr, a former
Texas Ranger who has to rescue his old pal James Badland
from the hangman’s noose. The Texas Rangers were raised
when the Texas Revolution broke out in 1835 and were active
wuntil around 1890. They were famous for their courage,
derermination, endurance and leadership.

HOLLYWOOD CLICHES

In your search for James, you will encounter all the
Hollywood cliches that you can possibly imagine. There’s
everything from deserts, prairies and rivers to an underground |
mine, an Indian camp and a U.S. Cavalry fort. There’s also
three towns, each with a mixture of buildings lifted straight
out of a John Wayne movie. There’s a barber shop, a general
store, a trading post, a stagecoach office, a blacksmith, a stable,
banks, hotels, saloons, gaols and much more. Your |
transportation from place to place includes a mule, a horse, a
canoe, a runaway mine car, a stagecoach and a train. Whew!
But wait! There's also a crooked poker game, a fight on the

-roof of a'train, three.potential hangings (one is James® and two

areyours!} and-the inevitable gunfights. And while all this is .
going on, the six Dalton brothers are out to get you! There are -
stx Daltondrothers in the game, but only three are introduced by

name — Jessie, Horace and Luke. The names are fictitious, -
although they may be inspired by famous gunmen of the period 5
such as Jessie James and Luke Short. Horace is a mystery unless

it 15 a corruption of Hoss. ( What were the names of the three

CMM brothers in Bonanza? | The selection of Dalton as a

surname 15 wrifortunaie as it causes confusion with the real

Daltons — Bob, Emmer: and Gratton. The real Dalton brothers

formed a gang i 1890 and were gunned down by the local

tozonspeople when making)the firse attémpt to rob rwo banks
simulraneously at Coffeveille; Kansasin 1892, Only Emmetr

surttved and ke served 15 yedrsin prison:




SEVEN SCREEN WINDOWS

After you've booted the game and been through the
obligatory titles, you get your first glimpse of the unusual
screen layout. The screen is divided into seven windows. The
three in the top left corner give you a brightly coloured picture
of the current location, cute little pictures of any visible items
and a one line description of the current location. The
graphics are quite good.

The window at the bottom of the screen is where you type
your commands and get the program’s responses. The unusual
part of the screen layout is the windows in the top right
corner. The main one shows you a list of 13 verbs. You can use
a joystick to move through the verbs until the one you want is
highlighted, then press the joystick button and it appears in
the bottom window just as though you had typed it from the
keyboard. If the verb you want isn’t shown, you can use the
joystick to page up and down through the rest of the verbs.
Once a verb is selected, the nouns appear automatically. This
is followed by pronouns, then back to nouns. You can also
view verbs, nouns and pronouns in a different order if you
wish. You can terminate your command at any time by
highlighting the ‘CR’ and pressing the joystick button.

One notable omission from the vocabulary is the compass
directions which are normally used to move about in a game.
Movement is achieved by placing the cursor in the bottom
right hand corner of the picture of the current room. When
you do, a compass appears. Highlight the direction you want
to go and press the joystick button. Hey presto!

This whole concept is not new. I've seen it on ST games,
but it's a novelty on 8-bit machines. Unfortunately, it is
horribly slow and cumbersome to use. I don’t think a normal
person could use it for very long without going mad, but it
may be of some use to disabled people who can use a joystick,
but can’t use a keyboard. The bottom line is that you can use
keyboard only, joystick only or a combination of both. The
choice is up to you,

EASY PUZZLES

After experimenting with all the controls, you can get into
some serious Adventuring. You'll find that the game is quite
pleasant to play. It has a small, yet adequate vocabulary and it
always tells you when a word is not understood or if you're
using it in the wrong sense. The puzzles are all relatively easy,
but some require a hell of a lot of trial and error. These are
usually situations where you die if you make a wrong move, so
frequent game saving is the order of the day.

The game has a few minor bugs (don’t they all!), but
nothing really drastic. There were at least three situations
where a word began with a lower case letter rather than upper
case [or vice versa), but otherwise the spelling was
excellent...providing you speak American! A few of the
American spellings that cropped up were fiber instead of fibre,
ax instead of axe, center instead of centre and jail instead of
gaol. Also Goldy Locks should have been spelt Goldilocks and
ok should really be O.K. or okay, but this is nit-picking. More
important perhaps were the two occasions when the mule was
called a donkey. Oh dear! The poor creature! A mule is actually
a cross-breed beteween a horse and an ass (or donkey, depending
what country you live in) used as a beast of burden and is usually
sterile.

My only real complaint is a lack of coherence. When
playing the game, I had an uncomfortable feeling about it, but
I couldn’t place my finger on it at the time. It was only while
doing research for this article that I suddenly realised what
was wrong. The authors have deliberately incorporated all the
Hollywood Wild West cliches that they could possibly think of
without giving any consideration to authenticity. As a result,
we have a blend of fictitious characters using the names of real
people, real events that have been distorted to fit a fictitious
story, a dubious time scale and geography ranging from
Canada to Mexico. This is a personal grudge and most people
wouldn’t even notice it, but it makes for interesting discussion.
Some of the more interesting points are printed in italics
throughout this article.

Overall, I thought Gunslinger was a thoroughly enjoyable
game. It’s fairly easy to play and would probably suit a
beginner providing he or she exercised a little patience and
saved the game frequently.

GAME PLAYING STRATEGY

The first location in Gunslinger has you stranded in the
blazing hot desert beside your dead horse. Even before you’ve
got time to read the caption, a lone horseman appears over the
horizon and gives vou a ride to Dawson City. It is here that
your Adventure begins. The enly Dawson City that I know of is
the one at the fork of the Klondike and Yukon Rivers in
Canada’s Yukon Territory. Dawson was the local boom town
during the last great gold rush in the freezing winter of 1898 - not
exactly a desert! If this assumption is true, then it sets the period
at no earlier than 1898, This places it right at the end of the Wild
West era, which fits in well with the rest of the game.

Dawson is an interesting little town. It is full of colourful
characters and all of them are willing to talk to you. You can
get a trim and a shave at the barber shop, buy something to eat
at the general store or take a shot of whiskey at the saloon.

—_—
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Unfortunately, none of these actions are very helpful in getting
you ta Mexico to rescue James from the hangman’s noose. It's
a l-o-n-g walk from Canada to Mexico, so maybe you should
find some transportation. If only you had enough money!
What about trying your luck at the poker table? The popularity
of poker is a Hollywood myth. The most popular card games
amongst frontier gamblers were actually Faro and Monte.

Aha! Your first encounter with one of the Dalton
brothers. Can you beat him at poker and live to tell the tale?
The solution to this problem is typical of all the major puzzles
in the game. You must do exactly the right thing at exactly the
right time or you'll get killed. A lot of trial and error and
careful timing is in order. You'll only find the correct sequence
of moves by dying a few times, so make sure you save the game
first. If you need a hint, check the instructions that came with
the game and the excellent artwork on the packaging.

If you play your cards right at the poker table, you should
find yourself with enough money to buy a stagecoach ticket.
The stagecoach seems a little out of place in the Yukon. Not only
is the terrain unsuitable for stagecoaches, but the Stagecoach Age
had come and gone by 1898,

Unfortunately for you, your trip is not without incident.
True to Hollywood style, the stagecoach is attacked by bandits
and you are shot before you reach your destination in Carson
City, Nevada. When you awake, you find yourself in a dried
out riverbed on side B of the disk. Your wounds have
miraculously healed, but all your belongings are gone. You are
probably somewhere in California, for there is an old Spanish
well and an abandoned mining town nearby. The town’s only
inhabitant is a weather-beaten old prospector who owns a
sluice box and a mule. The sluice box could come in handy,
but it’s the mule that attracts your attention. After all, it’s still
a long way to Mexico!

Unfortunately, the grizzled old prospector is not about to
relinguish his precious belongings, at least not unless you’ve
got something valuable to offer. Perhaps a search of the town
is in order.

The town contains a range of deserted buildings and a few
seemingly useless objects, but nothing to offer the old
prospector. If you follow the road north out of the town, you'll
discover a sealed mine entrance, but try as you may, you can’t
get in. If all seems lost, go to the other end of the town and
give some thought to this... When is a dry river bed not a dry
river bed? The answer is crystal clear. I'm damn sure of it.

Entering the mine takes you to disk C. I'd suggest you
ignore the mine car for the moment and explore everything
else first. You should find a few useful objects including
something that may interest the old prospector. When you’re
satisfied that you've been everywhere, hop in the mine car for
the ride of your life. Actually ‘life’ may not be quite the right
word to use! This is another situation where you will probably
get killed off a lot while trying to find the right combination of
moves.

If you survive the mine car incident, you’ll soon find
yourself on a ledge overlooking the ghost town at one end and
an Indian camp at the other. The Indian camp is inaccessible
at the moment, but at least you know where to head next. In
the meantime, it’s back to the ghost town to barter with the old
prospector.

Darn it! He still won’t part with his mule. You'll have to
find something more valuable. But what? Diamonds? Silver?
Gold? Gold! Of course! A little prospecting and a little more
trading and you should find yourself mounted on the
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prospector’s trusty mule, ready to venture into Indian
territory on disk D. Three disks down and three to go, but the
hardest is vet to come!

The mule cannot take you beyond the Indian camp, so it’s
time to look for another means of transport. The Indians are a
peaceful lot, so you can explore the camp unhindered. Aha!
The river looks promising, but there’s only one canoe and it’s
not yours to take. You might be able to trade with one of the
Indians, but which one owns the canoce? Try talking to them
all and you’ll soon be directed to the canoe’s owners. But what
can you offer them? I hope you were thorough in your
exploration of the ghost town because there’s no going back!
The instructions and artwork may be useful here.

Before you know it, you’ll be peacefully drifting down the
river in the canoe. Oh, oh! There's Horace Dalton! And he's
pointing a gun in your direction. You’d better think fast and
act fast. I don’t think he’s here for the DUCK shooting!

Even if you avoid getting shot, the next move finds you on
the brink of a waterfall. Sheesh! Talk about out of the frying
pan and into the fire! The box artwork provides a solution for
the third and final rime.

If you survive the waterfall, you'll find yourself in the
middle of a prairie somewhere on disk E. There’s a U.S.
Cavalry fort nearby, but none of the soldiers are particularly
friendly. As a matter of fact, if you hang around for too long
they throw you in the stockade for conspiring with the
Indians. After 4 moves, the guard peeks in and gives you your
last meal. Things don’t look real promising! After 12 moves,
the guard gives you a cigarette and after 20 moves, you get
dragged off to the gallows. (I knew smoking was a health
hazard, but this is ridiculous.)

When you're first thrown in the stockade, all your
belongings are taken except for what you’re wearing. It’s
possible to escape from the stockade, but you must do so with
only the items you find after your imprisonment. Timing is
also important. If the guard bursts in at the wrong time, you’ll
be killed straight away. If you break out too early, you could
miss out on an important irem.

If you manage to escape, you'll find yourself on top of the
fort’s wall, However, the alarm has been raised and soldiers
are closing in from all directions. The only escape route 15
down, but it’s too far to jump and survive the fall. Did you
explore the fort before you were captured? If not, restore a
saved game and go back to the warehouse. Here you'll find an
item which may help vour escape attempt. All vou've got to do
is to somehow smuggle it into the stockade without it being
taken from you!

After you escape from the fort, the soldiers continue to
close in on you. The only way to escape them is to burn your
bridges behind you (so0 to speak) and run like blazes. If you
don’t waste any moves and you don’t run straight into the
soldiers’ arms, you'll get a chance to jump aboard a moving
train before the soldiers can catch up.

Even if you make it to the train, there’s no time to rest.
Seconds later, the train comes to a screeching halt and the
bouncer searches the boxcars to make sure there’s no
freeloaders. If yvou hang around, the bouncer will surely find
you and beat your brains out with his billy club. The only
alternative is to try and hide, but this brings you face to face
with Luke Dalton. Not much of an alternative is it? Timing is
crucial once again, but if you can survive the encounter with
Luke, you finally get a chance to rest.

Hours later, the train pulls in to the station at Tijuana.
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ATARI 800XL/XE SOFTWARE

AutoDuel (Origin UK) £19.95
Gettysburg (SSI) £29.99
Battlecruiser (SSI) £29.99
Phantasie (§51) £19.99
Imperium Galactum (SSI) £35.00
Conflict in Vietnam (Microprose) £19.95
Colonial Conquest (SSI) £24.99
Wargame Construction Set (SSI) £19.99
War In Russia (SSI) £29.99
Wizards Crown (SSI) £19.99

Rebel Charge at Chickamauga (SSI) £24.99
The Eternal Dagger (Wizards Crown II)
(SSI) £19.99

PRICES INCLUDE VAT AND P&P
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STRATEGIC PLUS SOFTWARE

Telephone: 01-979 2987

| SEND ONE POUND FOR OUR LATEST SOFTWARE CATALOGUE
(REDEEMABLE WITH FIRST ORDER)

STRATEGIC
PLUS

SOFTWARE

ATARI ST SOFTWARE

Flight Simulator II (Sub-Logic) £42.00
Flight Simulator Scenery Disks

Nos. 7 & 11 (Sub-Logic) EACH £20.00
Colonial Conquest (SSI) £29.99
Ultima IV (Origin UK) £24.95
Great Battles (Royal Software) £35.00
AutoDuel (Origin UK) £24.95
Gridiron (Bethseda) £43.00
Micro League Baseball I (MLSA) £49.00
Tracker (Rainbird) £22.95
Knight Orc (Rainbird) £19.95
Breach (Omnitrend) £35.00
Empire (Interstel) £43.00

COMING SOON
Universal Military Simulator (Rainbird)
Dungeon Master (FTL) (ATARI ST)

Tijuana is on the west coast of Mexico, immediately south of
the border with the U.S.A. It is here that James Badland is to
hang,.

Leaving the train takes you to disk F. From the train
station it is a short walk through the desert to the streets of
Tijuana. A quick exploration of Tijuana reveals its Spanish
influence including an archway, a cantina, a cathedral, the El
Banco Nacional and the local lockup where James is
imprisoned. If your attempt to rescue James is to succeed,
vou're going to need a lot of careful planning and, of course,
the usual experimentation and game saving helps. I'd suggest
you pay James a visit and have a talk to him before you try
anything. This at least gives you access to his horse and rifle.

When the bell starts ringing, you know that the end is
near. James is taken to the gallows and a crowd gathers near
the central plaza. When the bell stops ringing, James will be
hung. Timing is crucial. You have to save James before the
bell stops ringing. Maybe you could position yourself
somewhere that gives you a good view of the gallows and use
your Texas Ranger marksmanship to cheat the hangman of his
quarry. (Just be careful not to shoot James.) The bloodthirsty
mob will not take kindly to this move and you’ll have to act
fast to ensure yvour own escape. The secret is to have
everything planned in advance.

The very last mowve of the game turns out to be a real
disappointment as the program takes over and everything
happens automatically. In one move you save your own skin,
snatch James from the gallows and together you ride out of
town.

The game should end at that point, but it pushes the
friendship by extending the automatic scenario so that after a
two day ride, you and James find yourselves at the O. K. Corral
in Tombstone, Arizona. The game finally ends as vou gun
down the three remaining Dalton brothers (despite the fact
that you have only one rifle between you!). The shootout at the
0O.K. Corral 15 the most notorious in the history of the Wild West.
It occurred in October 1881 when Virgil, Wyart and Morgan
Earp and a gambler friend known as Doc Holliday | from his
profession as a dentist) exchanged punfire with four local
cowbaoys, Tke and Billy Clanton and Frank and Tom McLaury.
Virgil and Morgan Earp and Doc Holliday were wounded during
the foray. Billy Clanton and both the McLaury brothers were
killed. Only Wyatt Earp and Tke Clanton escaped unscathed.

NEXT ISSUE

Well, so much for Gunslinger. Next issue promises to be
another interesting one. If all goes well, I’ll be taking a look at
The Neverending Story — the book, the movie, the Adventure.
I’ve been looking forward to this one for a long time. See you
then.

Garry Francis

26 Baringa Road,

Earlwood,

N.S.W. 2206

Australia ®
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QK L REM e e b e
FU Z REM *= TURBOD-BASIC DEMD "
AK I REM = by G.Cameron -
T B I e e e e e e e i A e e e e e T ] *
KX 5 REM * PAGE 6 MAGAZIME - EHGLAMD *
OF 6 REM 5500099000
HH 7 REM
OR 9 M-4D:¥Y=94:Z=38:C-4:CONST=74
S5F 18 EHEC DRAM_CIRCLES

O0Z 1S EXEC DRAM _BORDER

0A 2@ EXEC ROTATE_COLOURS

YR 30 END

HZ 48 ————=—— == mm———

CH 1666 PROC DRAM _CIRCLES

¥M 1810 GRAPHICS 10

Jo 18280 FOR A=8 TO 4:SETCOLOR &,8,8:MNEX

T &
ameron ME 1835 DO
by Gﬂl"dﬂﬂ C € FP 1638 COLOR C:COUNT=Z-C
RO 1640 DO
KT 1850 CIRCLE H,Y,COUNT,CONST
dne of the adv -5 of Tur ic is its speed. Y Fit 1855 COUNT=COUNT &
U-n.l. of the advantages o bo Basic 1 &.w. g PR IF: COmNTLH THEN ERET
can achieve great demos which would not be at all effective in ™ 1878 LOOP
Atari Basic. This one from Gordon Cameron uses colour HK 1880 C=C+1:IF C=9% THEN ENIT
cycling to achieve a fine animated effect and is a good example BI 1885 LOOP
of how the structure of Turbo Basic can be very different from P2 e Se R RN
. MEKEE Y av 1895 FOR €C=10 TO 1 STEP -1
ordinary Atari Basic. JZ 1100 COLOR (C/23+I:CIRCLE H,Y,34,C
Take a look at how procedures are defined for the three +10
. ; HT
main parts of the program and the use of unique Turbo ,ZI_: iiig E":E“ d cf'
commands such as DO, LOOP and REPEAT within the T o A ST RS - =
PROCedures. Another feature is the use of labels in certain UF 15868 PROC DRAW_BORDER
lines. Check line 1550 which draws a border around the t'; ’1‘212': ’;:‘ EX=03C=4 i FLASSLIPLOT Mok
screen, for a good example of how a program can be more MY 1530 COLOR C
easily understood. What could be easier when drawing a TU 1550 ON FLAG GON ALOMG, DOMMN,BACK,U
border than saying go along, down, back and up? One thing A ';552 TRBE
that Gordon did not do was to renumber the program. One of LU 1555 # MARK
the reasons for having labels and being able to GOTO a label TN 1557 DRAWTO X,Y
is that a program can be renumbered without having to worry Mi 1560 C=C+1i:IF €=3 THEN C=4

av 1570 Loop
ZK 1588 ENDPROC
B e e e e e e e L A
CH 160880 # ALONG

[ UH 1682 H=H+Z:IF H}=75 THEM GO FINISHED
YOU CAN DO THIS! S TEeE Eoe Rk
AR 1618 # DOWN

about whether variables have been used for line numbers.

So there’s another example of Turbo FK 1612 Y=Y+4:IF Y»=188 THEN GOI FINISHED
programming. Can you do better? We’ll pay you £20 for :J i-:;; :“:ﬁ::“
a good example of Turbo programming. It must use the NE 1627 N=K-2:IF H{=4 THEM GO FINISHED
features unique to Turbo and be well structured and it JY 16Z4 GOH HARK
must fit on one page. Please also include a brief 5 1630 # UP
explanation of the program. Anything will do, but try N R e AN L LT

KB 1634 GOH MARK

and make it different! S T e S e e i
OR 1640 # FINISHED
JK 1645 FLAG=FLAG*L
JR 1658 GON MARK

WHAT IS TURBO BASIC? it b e R b e it o b Bl i

PS 28088 PROC ROTATE_COLOURS
LC ZBie oo

Turbo Basic is a new Basic language for the MO 2028 CYCLE=4
Atari originally published in the German magazine '::'; igi: “E':;'ii:n i
Happy Computing who retain the copyright lm:.r Air, mnke oy g ]
have released the program to the public domain. It KM Z06@ LUM= CCOLMOD+CYCLE) %246 3
adds over 60 new commands to Atari Basic, runs VG 2070 IF LUM}14 THEW LUMZLUM-10
WO 2880 SETCOLOR COLNO,1,LUM

three to ﬁfe times as fasri is mmﬂyi:nmpnuhfe vfm: ity B ey
Atari Basic and comes with a compiler to compile oc 2i00 UNTIL COLHO>4

any Atari BAsic or Turbo Basic program to run at RU 2185 CYCLE=CYCLE=-1
P HR 2118 UNTIL CYCLE<®,
machine language speed. You Sbﬂllfdbﬂ"ﬂbff to get I b g b e e o E
a copy from any source of Public Domain software aI 2116 IF KEY THEN ENIT
such as your local user group or the PAGE 6 Zz 218  LOOF
¥0 2138 ENDPROC
Accessa_ry Shop. e s i S
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S [h]@W Organised by
Database Exhibitions

Champagne Suite, Novotel,
Hammersmith, London W6

.....

10am-6pm Friday November 20
10am-6pm Saturday November 21
10am-4pm Sunday November 22

The record-breaking Atari User Show is back
-~ with three action-packed days devoted to
the ever-expanding Atari market.

Try out the very latest UK and US 8-bit software

See the full ST range, including the new mega-ST

Snap up the never-to-be-repeated bargains

Expand your system with powerful new add-ons

Get helpful advice from Atari User’s own experts

Experience the fascinating world of communications
. . and much, much more!

* % A 4 4 ¥

”“"Thé‘big-; event of 1987...
Atari User -
- Clhristmas

This is the one show you mustn’t miss!

Hdvance tmket order

O Adult tickets at £2 {save £1) T =t

i

3

Send for 4
l O Under- 165 tickets at £1 (save £1) Sypss MO

i

E

your advance
tickets now

— and SAVE _
£1 a head! § | ; "' =t

[ Cheque enclosed made payable tc
Drataba PE[.:..:..':I‘..:..'.'..':- Litd

Access / Visa

November 11.

badadud Jold Lt ) dal ] |4 el
Admission af door Rdvance ticket orders must
£3 (adults), £2 (under 165) De received by Wednesday,

Post to: Atari User Christmas Show Tickets, Europa House, ]

68 Chester Road Harel Grove, Stockport SKT 5NY.

Champagne Suite, Novotel,
Hammersmith, London W6.
November 20-22, 1987
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PHONE ORDERS: Ring Show Hotline: 061-480 0171
PRESTEL ORDERS: KEY “89, THEN 614568383 A1T0
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3. HIGH SCORE
SAVE

by Ian Finlayson

Many games for your computer have a high score feature
to ensure yvou play again and again to try an improve on your
previous performance, but few games will remember your
high score from one playing session to the next. The
subroutines which follow will allow vou to add a high score
save feature to any Basic game. Before going any further I
must first sound a warning — as the subroutines will write to
your tape or disk do not add them to your original program,
work on a copy!

FORCED READ MODE

The technique used is called ‘Forced read’ and 1s a very
powerful feature of 8 bit Atari computers which allows a
program to modify itself by automatically writing program
lines on the screen and then reading them as if they were typed
in manually. The forced read mode is used here to change line
31210 so that the variable TT7 is set equal to the highscore of
your completed game. In a more complex application one of
the early graphics programs for the Atari called Drawpic used
this technique to store pictures by first transforming the screen
data into ATASCII characters in a long string and then
adding the string to the program by using forced read.

THE SUBROUTINES

Two subroutines are required for the high score save. The
first is very short, only two lines — 31210 is the line which will
be modified and 31220 will set HIGHSCORE equal to the
saved variable at the beginning of a game. You will have to
change the variable name that I have called HIGHSCORE to
the name that is used to store the high score value in your
game program.

The second subroutine is the one which rewrites line
31210. As this also saves the game I have included versions for
tape and disk. Keep line 31270 for use with disks or
alternatively delete line 31270 and remove the REM from lines
31280 and 31290 for cassette use.

SUBROUTINE ANALYSIS

The first subroutine requires no explanation but I will
expand on the second. When we call this subroutine game play
is over and we wish to save the game complete with the new
high score.

Line 31230 - In this line we check to see if the new high score
(HIGHSCORE) is better than that saved last time (TT7). If it
is not there is no need to save it and the subroutine returns
immediately to the main program.

Line 31240 - First select Graphics 0 to allow the required text
to be written to the screen. This is necessary as most games
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In the third of our Tutorial
Subroutines Ian Finlayson
provides a means of saving high
scores in your program — not just
for one game but as part of the
actual program

will be in other graphics modes. Then move the cursor down
three lines and print line 31210 showing the variable T'T7
equal to the new value of HIGHSCORE.

Line 31250 - Move the cursor down again and print “CONT™
Line 31260 - Put the cursor back to the top of the screen. Poke
842 with the value 13 to enable forced read mode and STOP
the program to start the forced read. At this point the
computer will scan the screen and implement what is there; so
it will read the new line 31210, including it in the program,
and then read the CONT command which restarts the
program at line 31270, If you use this technique in your own
programs remember to leave a blank line or two before the
“CONT” statement or the forced read will sometimes skip
over it and go into an endless read which can only be stopped
with the RESET key.

Remember also that the program will restart at the line
after the line where it stopped; any further statements after
STOP in this line would be missed.

Line 31270 - POKEing 842 with 12 disables forced read,
otherwise the computer will try to read the screen again next
time the program is stopped (e.g. at the end, after the game
save). Wext we save the game back to disk complete with the
new line 31210 and high score value.

Line 31280/90 - These lines replace 31270 for cassette users. I
have included a prompt to rewind the cassette as this is often
forgotten when your game is loaded initially.

If you do not want to return to the main program to
finally exit the game then replace RETURN in line 31270 or
31290 with END.

USING THE SUBROUTINE

To use the high score save you will have to add two
subroutine calls to your game program. The first will be
GOSUB 31200 which must be in the initialisation sequence of
your game. If your game program contains a statement which
gives an initial value to your HIGHSCORE variable this
GOSUB should replace it. The second will be GOSUB 31230
and this should be near the end of your program after a
prompt such as “PLAY AGAIN? (Y/N)" so that you only
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TS IT1708 REM S0 0o o ook b0 2
#% FIRST TO GET HIGHSCORE¥k
S-S

ay Ii1z21e TT7=0

BC I1ZZ0 HIGHSCORE=-TT7:RETURN

HH 31229 REM SR s s 6 6 s 0 s a0 5 50 b h
23 REWRITE LINE 31718 #*
Ho AT e T T

LT 1238 IF HIGHSCORE<=TT?7 THEN RETLRN

PV 317480 GRAPHICS @:7 :? :2? “IfiZia TT7=";

HIGHSCORE

IM 31258 7 :7 :7 “CONT™

HK 31268 POSITION Z,0:POKE 842,13:STOP

ID Z1270 POKE 842,12:5AVE "D:GAME':RETURM

HD Z1288 POKE 842,12:7 "K4+4REWIND TAPE":

? :7 YPRESS [EALIY AND THEM
[:?7 :? “T0 SAVE GAME AND HIGH SCORE"
YH 31298 REM CSAVE:RETURN

save the game and highscore when you have finished playing
and not after each game.

ALTERNATIVE HIGHSCORE SAVES

You can try other ways of saving your high score value.
This is quite easy to do with the direct file access of disks, but
the problem is greater with cassette tape because of the
sequential nature of records. One way of shortening the time
to save the high score would be to LIST “C:”,31210. This
would save only the line which has just been rewritten. You
can then use forced read for an ENTER C: command near the
beginning of your program and the whole will run
automatically, but there will be a problem repositioning the
tape to the end of the main game program after ENTERing
line 31210 at the beginning of the game and before the LIST
*(C:,31210 at end of play.

I would be pleased to hear from anyone who develops
further useful subroutines from those in this series, and from
anyone who would like a particular topic addressed in these
articles. If you want a personal reply please enclose a stamped
envelope and I will try to write back. My address is lan
Finlayson, 60 Roundstone Crescent, East Preston, West
Sussex BN16 1DQ. [ ]

THE CASTLE OF
CIRE-NAMPAHC

A 1009, machine code
adventure
by Eric Chapman

To celebrate our fifth birthday issue, the Disk for this Tesue il have
a special borus on the reverse side —a 1007, machine code adventure thar
is too long to fit in the magazine. Remember this program is only avail-
able on the Disk for Issue 30. Disk subscribers will receive their copy
automatically but you can purchase the disk separately for just £3.95.
Send £3.95 0o PAGE 6, P.O. BOX 54, STAFFORD, §T16 1DR and
the Disk with all the programs from this issue AND the bonus adventure
ewill be on its way 1o you,

THE ADVENTURE

“The Castle of Cire-Nampahc® is a text adventure in the
traditional style. It contains a large number of locations, numerous
objects te be manipulated, and an extensive vocabulary.

The primary object of the game is 1o escape from the castle. A
secondary objective is to gain the maximum number of points (1000)
in deing so. Points are awarded for discovering valuable objects and
eventually transporting them outside the castle, Points are also gained
for overcoming obstacles and for reaching certain strategic situations.

The castle is not without its dangers of course, and though these
are not likely to be immediately fatal it is nor advisable to collect too
many bumps and grazes. All of the dangerous situations can be over-
come by logical means, albeit slightly tongue-in-cheek at times.

PLAYING THE GAME

At each stage you will be presented with a description of the
location, followed by the request ‘What shall T do?’. Type a one or
two word command, followed by RETURN., If the command ig
recognised it will be actioned and an appropriate response given. If
the command is not understood you will be told so. You can type
more than two words if you wish, if so, the first two words which are
in the program’s vocabulary will be taken to be the command. For
example, ‘FOR. PETE'S SAKE GET THE WRETCHED LAMP!"
would be understood as "GET LAMP,

Movement commands can be entered merely by the initial letter
of the direction, i.e. Niorth), S{outh), E{ast), W{est), Uip) and
D(own}. These commands can also be entered in full if you wish.
Other useful commands are:-

INVENTORY - list the objects carried

SCORE - print the current score

LOOK - describe the current location

SAVE GAME - save the current status for future retrieval
RESTORE GAME - restore a previously saved position.

USEFUL HINTS

To solve the adventure you will almost certainly need to make a
map. Remember that passages can twist and rurn, so that a move in
the opposite direction to your previous move will not necessarily take
you back where you came from. However there is no magic or other
inconsistency in the game, so it can be solved entirely by logic.

Watch out for clues which are given from time to time. These are
usually not obvious, but if you think about the reasons for some of the
statements, or the objects which are present, you may get some ideas
for making progress. If a command is not understood, it may be
worth rephrasing it.

If you get stuck it is probably best to save your current position
and leave the game for another day. It is fairly difficult to solve, so
you will not complete it in one sitting anyway. Depending on your
experience and perseverance, it will probably take several weeks or
even months.

Remember, THE CASTLE OF CIRE NAMPAHC is only
available on PAGE 6 Issue 30 Disk.
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T TECASTLR

Letter Castle1s what I would consider to be somewhere in
between a game and educational software and the aim of it is
quite simple. You are in'“The Cellar’ of the old Letter Castle
and have to.moye all theway to “The Roof Garden’. This
wauld be really Sintple if there was not a problem with the
staircases, [t is, ofcoursey a very old castleand unfortunately
miost-of the steps-leading up have been destrayed during
centuries of weathering; so to reach each fleer you have to
rebmild the srairs:

All the stéps required to rebuild the stairs are still there,
birt you ¢annot hang them up in the air, they have to be
sipported by something. Unfortunately you will not find any
siitable construction materials for this task; however since you
arein a ‘Letter Castlé’ yau could most probablyumake use of
the létters tharare hidden in.each floor of the edastle: You have
tofind them, bring them to the staircage ard place them in
stifable places under the stairs. Why these places have to be
suitable will be explained. It has something to.do with the tact
that the letters are not just magic letterstofix the staircase but
also have to have a meaning, Once you have builcup 2
complete stdircase you camn move 1o the next' floor where you
will face the same probléms. The wearhering; you know!

Finally you will réach the top floor; unless you gave up
before, and then you will know how fastand clever you were
ini constructng the stairs.

This isall I have totell vou abeut the aim of Letter
Castle. Now T have to telbyou how o play ir.

HOWTOPLAY

{'assume that the.description given above was so
promising that you will undertakethe formidable task of
typinig in the lang listing. Before you start, havesa lonk at the
large number-of ‘nonsense’ DATA lines at the end of the
listiig and make &ure that you are using TYPO-3 to check
vour work! You are lueky; I could riot use it wher developing
the program and the DATA lines! Quite frankly, I'typed.in

the hormal words.and had a conversion subroutiie do-the jobys

orherwise Fwould still be busy correcting these DATA lines!
Onee you have typed in the listing and-have checked it

with TYPO-3, save.a copy 1o disk or tape and-the RUN it..The

title screenwill appeacand as the program-itntialises the
screen-will change, Afier a short while you will séea short
explanation of the gameand you are asked 10 chogse from

1, CIDIES
2-STATES
3. SPORTS
4rANIMALS
5. PEQPLE

Youir choice will deterniine whether the létters required o
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Hidden on various floors of an old
castle are letter puzzles which you
must solve to get to the top of the
castle. Peter Ohlmeyer provides
an original, thought-provoking,
puzzle game that will challenge
you for hours

reconstruct the stairs finally form a city or state, an animal
name or a celebrity.- L hére is something particular about the
names pfpeople. They.may either be only the surname or a
combination of the firsstaame and the surname. In the latter
édsé, NO “space step’ is left between the names, e.g. Henry
Moore would read HENRY MOORE when building new
steps.

Your choice is made by pressing the appropriate number
kev-and then play willcommence. A screen will be drawn
naméd THE CELLAR . You will see walls, stairs, an arrow
and aninformation lineat the bottomi that'displays from the
left ta right: the subject.of your choice, the time left for stair
consttiiction, the létret you are actually catrying (once you
have chosen one) and your actual scofe:;

PRACTICE FIRST

Before vou stact to-play seripusly it is wise to have a
practice run to familiaris¢ yourself with the layout and
obiecrives, Yot 'will find 4 funinylittle ereature waiting to be
moved with yourjovstick plugged-intdport one. Move him by
pushing thejoystickintd the desired direction. You will not
sé¢anyletters at first but-passing'over a letter ficld makes the
lerier attoniancallyndppedr. Whert a letter appears you have
tiva possibilities. Yau may ¢ither leave the letter untouched
and niove acound rd search for more letters or you can decide
that yourawang wowse the letter for the construction of the
staire 1t enonove the little man over the letter and push the
fire buiton dicthejeystick. You hear a beep and the letter
changes-its-¢olowt o let you know when you return to the floor
thar you have-alréady taken it.

Onee vou have chosen a letter you must carry it to the
siaircase, Move the little man over the arrow and “THE
STAIRS willdppear.on the screen. Let’s first try the ladders.
‘Move-up and touch the-arrow in the top left corner. This will
allow you 1o ‘Give Up® the puzzle you are working on by
pushing thefire button with the little man placed on the

-Afram, YOt score is reduced by 200 and you will proceed to




the next floor. Sometimes it is wiser to give up because if the
time runs out you will proceed to the next floor but your score
will be reduced by 250,

Now go back down the ladders to where you came onto
the screen and move straight to the right. You will reach the
edge of the wall and just fall down. The only consequence is
that you reduce your score by 50 points. You may choose this
possibility for speed or use the downward ladder to reach the
paths underneath the triangles marking the step positions.
Assuming you are carrying a letter, move the little man under
the triangle where you want the letter to be placed and push
the fire button. The step falls into its proper position and is
held by the letter,

GET SOME MORE LETTERS

To collect more letters you leave THE STAIRS by
moving over the arrow in the right corner. Now pick up a new
letter and repeat the procedure of placing it in empty positions
of the stairs. Once you have placed a number of letters you can
check whether they belong to the puzzle word or not. Climb
up the steps and the correct letters will change colour whereas
letters not required will disappear and the triangles will
replace them again. Upon returning to the floor screen, the
correct letters are now shown underneath the floor’s name.

It should be explained that ‘correct’ only means that you
need the letter to solve the puzzle, it does not necessarily mean
that the letters are already in their proper positions.

Let us return to the floor screen and have a closer look at
it. After placing a few letters you have to continue to find the
letters and carry them to the staircase. I forgot to mention that
only on the first two floors can you reach all rooms to collect
letters. In the following two floors, one part of the castle is
locked and you have to find the key first that will open the
door. In the two remaining floors you have to find two keys
before you can reach all the letters available. Each floor holds
20 letters of which you need only 8 to 10 to solve a puzzle but
once a letter has been checked correct and the same letter
appears in another location on the floor you are highly advised
to take it because it is definitely in the puzzle word.

IS IT RIGHT?

Now let’s go back to THE STAIRS. If you have managed
to place letters in all the free places in the staircase, climb up
the steps and check whether the door to the next floor will
open. As you climb, correct letters will stay in their places
while letters not required will disappear and the triangles will
fall down again to indicate where new letters have to be placed.
It is essential that you go all the way up to the steps in front of
the door because if you return before you have reached the
upper step, the triangles will remain in their position and you
cannot place new letters.

SOLVE THE PUZZLE

Once you have found all the letters of the puzzle and
checked them to be correct, you still have to check whether
they are in the proper positions. Once all the letters are
correct, a new ladder will appear and you are asked to
‘CHECK'. Climb the new ladder until you reach the ‘Y’
before you start checking and then return to the stairs and go
up until you reach the door. Letters that are already in the

EXT L RIEM oot o000 o - - - D -
¥¥ & REM = LETTER CASTLE -
If I REM = by PETER OHLMEYER »
JO0 4 REW % aGMHAN, JORDAMN L
EC 5 REM ¥ —————— e e . *
IZ & REM ® PAGE 6 MOGAZINE - ENGLAND &
ED 7 BEM SR oot b-B-Wo - - - -

MM B REH

N5 18 MASLINZ=ZIMEI=T:MA=41NS=5:HE=B iN7=7:
HE=B: M= N1O-10:NLL=1 1 :NL2=07 :NL1X=5T"
H1A=1d :NLE=1S i NIB=16 INAT=A7 :MLO=18

P I8 MIF=1F:NZE=Z20:NZ1=21 1MIZ=X2 : N4B=48:
GOTD Zzii@

LM I8 REH Med HOUE IN FLOORS *wa

IL 48 GOSUB 138:LO0CATE CH-N48) /MB, (¥Y-NIZ)
FNB,ZZ1IF ZI=%6 THEM GODSUB 1I88

AK S8 IF IZy96 aMb ZZ<L23 THEM POSITION ¢
H-H48) /HB, (Y-NIZ)/MB:? HMG;CHRS(ZZ+178
1:GOTO 188

HT 68 IF ZZ<{)M3IZ aND ZZ<{FL73 AND ZZ{)187
AND ZZ{Z25 THEM H=-H-DK:¥=Y-DY:GOTO 188

Ya 78 IF LC THEN %8

WH 8@ IF ZZ>224 THEM IF STRIGOCNBI=ME8 THEM
ii@

JH 38 IF IZ=17T OR ZZ=187 THEW AG=MO:GOTO
1868

N 188 GOSUB 150:GOTO 48

P3 118 POSITIOM CH-WAB) ~MB, (Y-MIZI-NE:7 B
HE;CHRSCZZ-MI2) :GOSUB 1%8:POSITION W1Z
+MZL:? HNGE;CHRS$C(ZZT) :SC=SC-M1@

CR 120 LCSML:GOSUB 1478:1GOSUB 140:G0T0 48

=

right position will change colour. It is your task now to change
the positions of the other letters. Simply move underneath the
stairs and place the little figure under the letter you want to
place elsewhere. Push the button and move to the location
where you want to place the letter. Push the button again and
the two letters will fall down and change their positions. Just
move the little man and the letters will automatically be placed
in the new locations. Repeat this procedure until the letters
under the steps make sense when read from left to right. It is
wise to examine the letters carefully before starting the
exchange procedure, because every exchange will reduce vour
score. You may check any time how many letters are in their
proper positions by simply moving up the stairs again.

Once you think you have found the correct answer climb
the stairs again and you will find that the door to the next floor
will open upon reaching it, otherwise you will see a ‘SORRY’
message and you will have to change some more letter
positions.

Having successfully solved six puzzles you will reach
“THE ROOF GARDEN® where your final score will be shown
and you will be asked whether you are want to try another
puzzle. A 'Y’ would be fine.

HAVE FUN!

There are many puzzles in the Letter Castle and you will
find yourself busy for many hours. I hope that I have managed
to combine the right elements of gaming and education and
that The letter Castle will continue to challenge and puzzle
you.

e e e e e

Dr. Peter Ohlmeyer is of German nationality and works in
the German Embassy in Amman, Jordan. He has had several

other excellent programs published previously in PAGE 6 but
now, sadly, seems to have departed the 8-bit world for the 8T,
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LETTER CASTLE... LETTER CASTLE...LETTER CASTLE...LETTER CASTLE... LETTER CASIE... L

0B 130 ST=STICK (NG :DH=EST-HP) N8 - (5T=H11
IMNE DY (ST=NLZIIMNE- (ST-MLAYHHB : K=H+DH

V=Y 4DY I RETURM

GG 140 POKE @9 ,5TAIRSIPOSLTION WAZ MZL:7T
HME; CHRS (ZZY : TL=ZZ 1 POKE &9, 5CREEM:RETU

BH

| ZPL;GOTO 188
| ON 168 IF ST-H7 THEW POS=PR

TZ AS0 TC=TCH+ML:PODS=PN:IF ST=HLL

THEM PO5

I6 478 IF TCY49 THEN TC=WB:GODSUBE 1498
KT 188 O0=USH (MOVE, NG, PHD,POS,H, Y N7 IRETU

GO 198 SOUMD We, I8, W10 Mi4:FO0R I-HL TO NZ
BIWEXT I:50UMD WO, N8, ND, N :RETURN

E0D ZO8 REH *%e MOVE OM STAIRS
EHM 218 LOCATE

CH-WABY AHB, (Y-HIZ) HB ZTILD

| CATE (M-MAB)-MB, (Y-Z4) MB,TYiGOSUE 130

(IF H{M48 THEM H-MA48:GO0TOD 29%8

0OH 228 IF ZZ=9%6 THEM GOSuB 1388

KH 238 Ir H)B8 THEN IF Y=i84 aNp {168 TH
EM 438

HY Z4@ IF

UZ=Wa i GOSUE 1848
FT 250 IF

ZZ=87 THEM CHK=ML1:IF PUZ THEW P

H=-88 aMD Y=88 THEM H=K-DH:Y=¥-D

¥:GOTD 218
T 268 IF (ZZ+IY¥)I=67 THEW ¥=Y-D¥:GOTO 108
Lo 278 IF (ZZ4+Z¥)I=220 THEM IF 5T=Wl4 THEN

¥-¥-DY:GOTOD 308

ML 288 IF (ZZ+ZY)=223 THEM IF ST=M1I THEM
¥=%¥-D¥:G0TD Iad
Yy 290 IF (ZZ+IYI=XI76 THEN K=H-DH

BL 308 GOSUB LS@:LOCATE (H-MN48) MB, (¥-24)
FHB,ZM:IF TH=MZIZ THEW S5SC=5C-58:605UB 1

AF0:GOTOD XG0
co Ii1@ IF
EZ Iz@ IF
rRF IX8 IF
I48 IF I¥=191 THEW 508
I%58 GOTOD Zi@

ZZ=A73 aMp H<L28 THEM 378
ZZ=173 THEH AA=H1:GOTOD 1868
IH=1%1 AWND CHK=Mi THEN &78

PU IGO0 Y=Y+NZ:POS=PH:S0UMD M@, Y-S50, ,H14 M1
BIPOS=PH:GOSUB 1BBILOCATE (H-M48)/HWB,I1

MTCEY—24)1 /W8] , ZK
378 IF ZX=35 THEM
TO Z2ié

PG IBD GOTOD I68

SOUND WO, N8, N8, N8 : D

HY 398 POSITION WI,Ni:7 #Ne;" CFETEED':Ir

STRIGENBI =M@ THEM SC=SC-250:GO5UB 147

8:G0TD 418
HE 488 GOTO 218

f Hil 418 POKE 559 ,N8:POSITION HE,W1:T #HE;"

1 EER T GOTO 998

WD TOWN=H8 THEH
TH 448
GE 458
468
ATa
H 438

7EE

IF S0L THEN 7G58

IF STRIGENGY THEM 4F0
IF LC=N@ THEN 430

| 1]

MM 428 REM wWes PLACE LETTERD MM
TE 438 GOSUB 71@:GO3UB 158:IF LG=H1&-LS &

LOCATE PR,LLIPP) ,ZZ:IF ZZ{}MIZ THE

Fa 488 POSITIOM PP,LLEPPD:T HMG; CHRSCTLY ¢
GOSUB S1@:POSITION PP, WL7:T HMG;' ™

OH 498 FOR I=LLCPP)-W& TO LLIPP)-WZ:iPOSIT
IOM PP,I:7T MNG;* ":POSITION PP,I+NL:7

L HNG ;I GOSUE SZ0:MERT I

Al 580 S0UMD MA, N8, N8, NB:LC=He:1GOTO 438
| BH S18 SOUND W, 150 ,M1i0,M10:RETURN

HB:RETURM

M 520 SOUND WL, T0,NL4,MO:S0UND M1, MO, ND,

NE SZ0 REM #wew LETTER CORRECT? wH
IN S48 ST=STICKCH@) :DH=CST=HTIHNE- (ST=H11

| JHNB DY = CSToMILIENB- CST=H7 I #HB 1 H=H+DH !
Y=y4BY¥ :POS=PL:1IF ST-H7 THEM FO5-PR

MJ 558 IF Hri168 THEM S48

] IG 560 IF H=80 THEM ¥=¥-DY¥:GOSUB 158:GOTO

zie
578 GOSUB

I
|
¥ e
i II

1581 IF LG=HMiB-L5 THEW 548
SEB PP=C(H-M48) /NE;LOCATE PP,LLIPPI ZZ:

I IF ZZ=HIZ THEM SC=3C-50:G05UB L478:60T

L 0 368
s6 598 IF CMT THEM 6790

688 IF LLEIPPI=MG THEM CMT=ML:GOTD &78

FI 618 IF 77(22% DR ZZ»25@8 THEW 544

|
RP
|
|
|

l: L
| £ZZ-128) THEM B50

= GC GE0 WEWT 1

678 FOR I=M1 TO M18-L5:IF R&(I,I}=CHR%

R4 G408 POSITION PP,LLCPPY:? HNG6;“E":FOR I

|
h
[\ -M15 TO M1@ STEP
(|
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“HLiSOUMD ME, M5, MBL:

KB

HO

LU
G

GH

EO

L1

aH

TH

¥H

EK

aK

K

Iu

uR

¥C

HH

PJ

¥

Fy

PS5

(411 ]

ME

oW

FH

CR

RJ

RS

F

L]

HH

FI

LB

S0

i

FOR HW-M1 TD MI:MEKT H:MEKT I:GOTO 780

50 SOUND WO,I6 ,MH18,HL4:POSITION PP, LL

(PP} 17 HMG6;CHRS(ZF-168) (LG=LG+HL: TOM=N

1]

660 POKE B%,SCREEM:POSITION PHLSCRI+LG

LPYCSCRY ;T HNG;CHRSC(ZZ) : POME B%,5TATIRS

TLOTOD Ve

7B IF ZX{»190 THEN G108

6BE H=H-MO Y=Y +HO(H}80) (GOSUE 180:P05

ITION PP, MLI7:T HMGE; G :50UMDR MR, 158, HL

8, MLl

698 FOR I-LLIPP)} TO LLCPPI-WS STEP ~M1

:POSITION PP, I:iT HNG6;" ":POSITION PP,I

~WLl:T HNG;"E":G05UB SZO:WEMT I

THB SOUNE NGO, HB, MO, HO:GOTD S48

710 IF H)160 OR H<{88 THEM POP

a

720 ST=STICK(MB) :DR-CST=M7INMB- (S3T-HLL

IENA I HEHIDE PP M- NA48) AME I RETURN

FI0 POSITION WL%,W4:? HME;"-":GOSUD 1%

8:aPrpS= EEEE WOEEEEE : TON=M1

740 FOR I=H1 TO WNLZ:POSITION MiG,I+M7:

* HNG;APPSCI,IY:NEMT I:IF LLEPPI=HE TH

EH S48

758 REM We¥ ARRAMGE PUZILE e

760 GOSUBR 71@8:GO%UB L1S8:LOCATE PP.M17.

FZ:S0OL=WL:1IF ZZ<»XZ THEM 768

778 LOCATE PP,LLIPPY , ZY:1IF Z¥=1%1 OR I

¥Y=HIZ THEW 768

788 IF STRIGINB) THEN IF CC{MZ THEM 786

]

798 IF CC=H2 THEN 828

AB0 GOSUB S168:FOR I=LLEFP) TOD M1IG:POST

TIOM PP,I:7 HMG;"™ “:POSITION PP, I+1:7

EME ; CHRS CZY¥) : GOSUE 5281 HEHRT I

810 POSITION PP,NL7:7 BNG;CHRS(ZIY+1G6@D

1S0UND MO, MO, NG, N8 I CC=CCHHLILLECC) =PF 1

LLECCH#NZI=ZYIGOTD 76O

B20 GOSUD T18:GOSUB 189:1FOR I=HL TOD Ja

IMEXT I

838 POSLTIOM LLEMLY ,LLELLEMLIY:? HMG;C

HRS CLL EN433 :POSITION LLCM2)  LLCLL CMZ)D

17 BMBCHRSCLLEME) ) :CC=MB i SC=SC-NZD

G40 POSITION LLEMLY MAT:7 HMG;' ":POSI

TIOM LLCWZY ML7:? HME;" ":GOSUB 147016

aTh ves

B58 REH #¥k PUZZLE S0LVEDRT Hbe

868 H-H+NE:¥=Y-MB:POS=PR:GOSUE 180

078 PP=CH-W48) "HB:LOCATE PP,LLIPPY , ZZ:

IF LLEPPI=NGE THEW IF LCH-M18-LS THEW %

1]

880 IF LLCPPI=HGE THEM aPPS5= R st
" TOMN=HE: GOSUBR 19%@8:G0T0 748

898 IF ZZ 1922 OR ZZI=1%1 THEM #69

9§@ IF RS CPP-M4 ,PP-M4)=CHRSCZZ+*NI2) TH

EW LCH=LCH+ML:S5C=SC4TIHIGOSUE 1470:G05

us 1%8:G0T0 978

310 GOTO 860

928 POSITIOM PP,LLCPPD:? HMNG;CHREL(ZIZ®L

28) 1 GOTO 868

938 FOR I=120 TO I8 STEF -30:50UNMD MO,

I,ML8,HLO:FOR W=HL TOD LAB:WEXT HIPDSIT

IOM M16,I-30:% HNG;" ":NEHT I

S48 S0OUME MO, MND,ND,ND

258 SCoSCHTIMMHNS 1 GOSUD 1438

960 H-H+N8I1POS=PR:GOSUB 188:FOR W=WL1 T

0 WAS:MEHT H:IIF X=Z00 THEN 288

978 GOTO %68

388 IF SCR=M6 THEN GOSUB 1823

998 POKE S59%,M0:LG=MB:CC=HB:LCH=MB:LC=

MB:TL=H@:CHT=N8:CHE=NB: SCR=SCRYML: H=NHB

SN=MBILS=NG PUZ=MN1S0L=NO:GOSUEB 180

1808 TIM=Z0L1:R6 (NI, N93=" “:RE(M108, H18)

= mpTF SC{WLO OR SCR-M1I THEM 2380

1018 AA-WL:BBE=M1IGOTO 1578

1820 FOR I=588 TD 108 STEPF -MNZ:50UND W

0, I /W2, Ni0, HiB: SO0UND Mi1,X,Hid, Hid:POKE

708, IANZENERT I

18Z0 SOUMD ME MO, O, M0 SOUND N1, HO, HE,

Wi RETURM

1048 FOR T=HZO TO 180 STEP WS:S50UND N@

LILMIB, MIB:FOR W=W1 TOD MG:MEHT H:MERT

L:50UMD MO, N, N0, N8 IRETURMH

iB50 REM ¥ed HHERE TO GO e

1860 GRAFPHICS ML? iPOKE 559, MO:POKE 756

LCHSET:POKE 789,M1:POKE 712 ,ML:POS=PHN

L1678 IF a6 THEW GO=SCREEN: GOSUE 111845

iGOTD 21

T

YL

ET

Fi

Ko

o

BE

S0

Ui

REZ

L
PD

Sk

RE

[ ]

aL

LC

D

Im

[+

cC

uJ

HT

PH

Gl

HI

OH

M.l

¥

LE

IG

UK

aE
HH

TJd

Yo

HI

Hi

CREHLE: GOTD 1898

1088 GOSUB 1110+SCRAMMLO:GO=STAIRS1H=48
¥=id4:GO5UB 11%8

1090 DL=PELK (S68) +Z56%PEEK (S6L1) tH4:PDK

E DL,M8:PDKE DL+M1,G0:POKE 88, H0:POKE

B%,00:GOSUBE 1Z40%

11008 GOSUB 1478:GCO0SUB 1490:G6G05U8 188:P

DKE 559,62Z:IF Aaf THEW I

iii| GOTO 218

11?0 POKE 704,B88:POKE 708,60:P0KE 789,

Mi:POEE 718,1725:POKE 711,164 :POKE F12.

HL:H=104:¥=11Z2:RETURN

1138 H=iZ&:¥=l4d4:POKE 708,122:P0OKE 7@l

LHB:POKE 7108, 216:POKE 711,746 :POKE 712
JHA:RETURM

11408 H=88:¥=11Z2:POKE 704,31 :PDKE 7B8,1
72:POKE 709,145 :POKE 718,125:POKE 711,

199 :POKE 712,145 RETURM

1158 H=11Z:¥=144:POKE 784 ,88:POKE 708,

I1:POKE 707,.WO:POKE 710,214:POKE 711.1

S9:POKE 71Z,MB:RETURM

1168 K=157:¥=11Z:POKE 704,3I1:POKE 708,
77:POKE 718,201:POKE 711,140:RETURM

1170 H=1Z6:¥Y=112:POKE 704,88:POKE 708,
2@ PFOKE 709,708:POKE 718,281:PO0KE 711,

AZL:POKE 712,Z08:RETURN

1180 H=W@:Y=Ha:POKE 788,76:POKE 789,88
tPOKE 716,24 :POKE 711,215 :1RETURN

1198 IF BE-MA THEW RETURHW

17288 POKE 82, M0:1POKE 77, ,NO:POKE B8 ,NOD:
POKE 89%,5TAIRS

1718 IF LS<*WA THEM FOSLITIOM Mid,ME:iT

NG} "EM POSITION MWid, MW7:7 HMG;"H':POSI

TION MWid,MWi:? HMG;™ ©

1228 IF LS=WZ THEWN POSITION M13I, W7:7 §f

ME;"E" !FOSITION MLX, M8:7T HWG;"E"iPOSIT
IOM NLI, MZ:? BHMG;™

1230 BBE=WG:RETURMN

1248 IF SCR=NT7 THEM POP

GOTOD 1288

1258 IF LC=H@ THEW POSITIOM M1Z MWZ1:7
HME ;" "1 RETURMN

1260 RETURM

1278 REH &s OME MORE TIME w3

1288 IF SCIM1B THEHW 13158

1298 POKE 559,62:POSITION WO,Mi8:7 #HHG
;5CiFOR I=H1 TO S@8:HEHT I

1iT08 POSITION HEZ,N4:7 HHE;"mlCc":POSITI

O MIA Wd:T HNGE:"bmpc" IPOSITION MZ.N1G
17 HNWE “eykC™

1Z18 POSITION MLS,Hi6:7 HWe; [IH:GOTO
578

1I20 OPEM EML,M4,HO,"K:":GET HNL1,A:CLO
SE HNAL:IF A<PASCCUY") AMD A{dASC N

THEN 1I2@

iXXI8 IF a=AaSC I[N}

1F40 SCR=MB:GOTOD %98

1350 POSITION MZ,M16:7 uMe; “ELHE:POST
TIOW WAS,Mi6:7 Mé6;"{HE":POKE 557,62
1368 GOTOD 1388

1370 REH ®u@ KEYS AMD SCORES W

1380 GOSUD LSA:POSITION CH-M4B) N8, (V-

MWIZ)/HB:7 HMGE]CHRS (ZZ+128) :0N SCR-NZ G
0T 1398,1408,1410, 1440

1398 POSITION M1i6,MG6:7 HWE;" “:GOSUE 1
B4 :POSITION MLG,M7:7 HMG;*™ “:RETURN
1400 POSITIOM NI, M18:7T HNG;' ":1GD5UB 1
G48:POSITION MI, ML11:? HHE;" " 1RETURM
14108 KEY=KEY+W1i:IF KEY=W2 THEM 1430
14720 POKE B89,SCREENIPOSITIOM MG . MN5:7 ®

NE;"™ ":GOSUD LO48:POSETION WG, MG:T HMG
3™ "I POKE 89,5TAIRS RETURN
1478 POSITION WIS, Mid4:? HOMG;™
1048: POSTITION MLIG M1S:7 HMG:'™
TRETURM

1440 KEY=KEY+HWLi:IF KE¥Y=MZ THEM 1468
14%0 POKE B9 ,SCREEM:POSLITION M4 MG:7 &

tPOKE 764,255

THEM EMND

MiGosUB
"IKEY=N@

HE;™ “:GOSUB LO40:POSITION M4, N7:7 HHE
;™ ":POKE 8%,STAIRS:RETURN

1460 POSETION WN1Z, M2:7 HNG;' “:LOSUB 1
SAD:POSITION MLZ, HLG:? BNG;" "I1KEY=NG:

RETURN

1478 Ir SC{Mi@ THEW SCR=ME:1GOTO %%8
1480 POSITION ML17-INT(CLOGCSCIY MEL: T
HHG "
1498 TIH=TIM-HL:POSITION MHY-INTI(CLOGLT
THIY  MZL:T HME!"™ ":TIM:IF TIM{MZ THEM

"ISCIRETURM




ASTL... LETTER CASTLE...LETTER CASTLE...LETTER CASTLE... LETTER CASTLE...LETTER C

.0

Le

PH

L4H

YL

(2]

PF

ux

SK

BF

Xi

ET

JE

oG
FH

Y

Ev

CE

CF

PH
HD

RE

- HY

+11]
™

(= 3

o

TD

POF :SC=5C-208: 605U 1820:60T0 %0
1508 RETURMN

1510 REM #*#M THE STATHS e

1GZ00 GRAPHICS MAV:POKE B82,M0:POKE B8,HW
0 :POKE 8%,5TAaIRs

IS5EZ0 POSITION M@ ,M0:? HNG ;O IIEHEIERHTIE
B S B b
HibE 2 2 slemammommmg 500

1548 POSITION W@, W4: T HEE;HESHEEEEE
H B sl o B B oomn
7] R R R HiERn

1558 POSITION WB,NB8:7T HNG ;i

weet ] ot nnag]
i o [ ] Lo 0 s il
1560 POSITION M@, M1Z:7? HMG;'™ ]
TR 4] ety [ <]
T ICEREATEE LY T
AS70 POSITION MO, Mi6:7 SMHG6: alEm
<] =
1588 IF SCR=NS OR SCR=M6 THEM GOSUB 5
608
1598 COTOD 2080
1608 REM ®w®m SCREENS %
1618 POKE &9,5SCREENIAA=HB:GOTO LS6@8+5C
LR
1620 POSITION W@, N@:T HOHE ; HEHIEHHIHG

mEEEEHERLE ) & ) & & &
- I RS L 4
16Z0 POSITIODN

e
M, M4 7 ENG '

it e EYE 3 3 ) ) I
L O ® % W oW - Lo
1640 POSITION MO, NB:? BHG; ST SN S
HHaE o4& 3 T &
- P ol S R rraaslk o

1658 POSITION WO, NLZ:7 BNG; “HIEH OH o0
frerrirertinraniii RO S | BT+

HEREI O (- [rrpaaniernaiiieiitind gl
1668 POSITION WO, N16:7 HWNG; B M0 e
FL_AC.J.07PLE S FEER RIS 4
EIVHERHR I+ © * L LR S A
1678 GOTD ZB48
1680 POSITION
foiiiioiiiioo o
BN T L -
16908 POSITION MO, M4:7 WNG;"H SHHIH SN

MO, W7 HMG ; NI
e S Y RC K CL R R n

ST,

nmmHnEnRed 3 3 &) & &

. LI [ = o

1700 POSITION MO,N8:7 BNG;"H 5 fo=2
EEEEIT  ERREEREEH R ] b ] 3 & & r

' I‘ t - - " : :ll
1718 POSITION WO, NLZ:T HNG; B MO

CHEIIETE 1 2 B ok h B | & B
A ‘i oA I Ll

1728 POSITION WO, NLG:? HNG;"H HSHEHENHEE
B OHEE HYE B e ) 2 &1

fn ' [ -
1718 GOTOD Zad4@
A748 POSITION WO, ME:7 HMNG HHEHUETHN
EEm AR & & > & ¥ & H o
3 g 14 [ 4 3 k. gn
1758 POSITION MO, N4:7 HNG;"H {4 [ 4
woEE Bt W ORI & 1

A *t x A e
1760 POSITION Wi, N8:7 HNG:"“& e
MR IR senss & & = &,
| b P [l
1778 POSITION MO, Mi12:7 HNG;"H 2 feeess
e Ll I I (HHS PP Y G LU b
ERLLEERLHEEITRE © v W e o
1788 POSITION WE,MWLG6:T HNG;*H o o
mmumEn meE & 3 ) I TR
g L L " {4

1798 GOTOD Z048
LA00 POSITION MO, MHO:7 HHG ; IHISHITT
HHERN & ¥ eEGENTREEE ¢ tt
fadirraarrrnairreaas Y £ HHHH T Ll
1818 POSTTION Wi, N4:7 MNG;™8 HiEH e
faaiiiialiio i R £ 3 ¥» ) &.n 1
L B £ H % =
1828 POSITION MB,NB:7 HNG;"H HHEHNEE 03
I OB MR 6 1 B 3 & & R
] IR o | n % f =
1830 POSTITION MO ,ML1Z:7 HHG; B 1T MIEEN
nEnEEE H4& oo ) &' n
- PRR - LR A R [
1840 POSLITION MO, MLG:7T HMG: I MU

PaEFR

nE
i

RF

0E

YK

FH

U
Yr

GH

aR

ZH

oM
CP

KX

LE

FE

cP

PJ

e

cT

IH

A

¥o

o

BL

MY

sard 3 & 23 3

LN 4 - I3 ™ -
1HS0 GOTO Fodd
LB60 POSITION WN@,NO:T HNG; S
friirantieniti B T | b ] & & &
; . ol TS R R R [
1878 POSITION WA, M4 7 MG “IITHH e

[EEsaitbrasi]

H+ o Wk LN & i il

L N O HH O ® omme Lk
18689 POSITION MO, ME:T HMG;'H HEHHHHm
HEEt B HYA Y rrurs ¥ & = .
re oA LR - e [ S 1
1878 POSITION MN@,NL12Z:7? BMNG6;"“H b+ i
e omi ne& ) 3 " &

n A n o
1780 POSITION NO,NLG:7 HNG )0 S
s f4d  on(IEERINAR ) & mndm
R+ g o

1918 GOTD 2040

1928 POSITION WO, H@:7 M6 i
SRR+ & & » 3 & & & :

R R E = ® [ ‘¢ ¢

1938 POSITION MO, N4 :7 BNG;"H HEHHEH oo
o o gv& a » & » & & ]

H T

. s bl - L BT S LR
1348 POSITION MO, NS:T HNG;"H SHNmEHn
MR A Y A 3 & Wi,
A N " 1rras -] o
L9580 POSITION WO, NLZ:7 HNG;"™H M
DRI He K ¥ Y dRne &
oyt o #* # mEEIEE o

1968 POSITION WO, N16:7 HNG;“H HHI
EEE T &
ERTEITIER e # 4
1978 GOTO Z@48
1988 POSITION WO, HE:? HMG; HEESEHE

WO . 0
e

o

1370 POSITION MO,N4:7 HNG; #xIGE sun o

wn S st
Summmny  mEEnTHI  Somme

2080 POSITION WO, N817 HMG; “HHEH 0T
[FEd # oSnnEmnay o

B SEmMENY o B Soam
ZO18 POSITION M@, N1Z:7 HME:“mmm #xCE

[TIAS SO OISR S

o] T
2020 POSITION MO, HL16:7 8M6; umx[RIE
sttt (S HEEERRTEEE T nuTE  pEn

TR e e R R
2030 POSITION MO, NZ0:7T M6 HHIEHTNT

IS  AO=NL: GOTO 1068

@40 FOR I=M1 TO NL9:POSITIOM LMCSCR,I
TLLYCSCR,I) : 7 BMG ) HORDS (I+ (SCR-NLY#M1Y
sI*CSCR-MLY®HLS) iNEXT I

2058 FOR I=NGE TO WAS:RSEI-MS,I-NS5)=HOR

PSCI+CSCR-HAIHNLY , T+ {SCR-NLI®NL1Y | NEXT
I

2868 FOR I=W1 TO ML18:1IF RSCI,I¥=* * TH
EN LS=LS+N1
ZB7@ WEKT I:POSITION LEISCR,MZL1),LYISC

R,MZL) 7T HME;CHRS (26

2080 POSITION MO,MZ8:7T MG ) “IICHENITie

T +

T30 POSITION MO, MZL1:7 HNG;")":POSITIO

N NL,NZ1:7 BMG;SELS (CHM™ME~-NS, CHEMNG)

2180 POSITIOM Mi1,MZ1:7 HHG;™ +

"IPOSITION W@, £2:7 HMG ;" “HEHHE

HUEHEY  IF AA=H1 THEM 1618

2118 AA=WL:IGOTO 1868

2128 REH www TITEL MR

2138 GRAPHICS ML7:POKE 708, M8:POMKE 718

sZ0BI1POKE 711,Z248:P0OKE B7 ;N0

2148 POSITION Mi,M2:? “THENCETEETECEE

FEPOSITION MZ1,MZ:7 “THNTEEEEAEFATN

.

2158 POSITION

SR POSITION

L

2160 POSITION M1, M4:7?

TEET  POSITION W21,MS:7 N e =6 BH o
mt!l

Z170 POSITIOM MWL,WEB: T "R
HU:PFOSITION MZ1,MG:? '
mll

2188 POSITION MHL,MW7:7?

M1, ME:? “TEETTEETAE TN
MZ1,MI:? T T

HE®R S$xa
Bz 5X R

HiuR W 5X o0

rH

avr
aR

HH
Lrh

Ly

FiG

HP

T

HH

¥H

KC

ay

Eb

cJ

oA

A

BI

OF

TJd

FH

HT

CE

uz

BF

PFH

TT

H":POSITION WZL M7:7
e
2190 POSITION W3 MNi@:? "fIE“:POSITIONM W
I, ,A1lL:T = oo
2200 REH ##m INITIGLTZIMG Mt
2218 DIM PRSIM7) ,PLSINY)  PHSIH7)Y ,PHOUS
CLOB) , HORDS (1143 , LEHIHE, W21 ,LYINE, MZ21)
LAPPS I8  APPLSCI8Y , SELSCI0D
2228 DIM RS CLO) ,LLIMIGY , PHING) , PYCHED
FZI0 RTOP-PEEKCLOG) ~24 1 POKE 106, RTOP:P
OKE S4279, . RTOP:PHE-RTOPHZEG : SCREEN-RTO
PFHNB: STAIRS=RTOP+HLG
2248 RESTORE Z810:FOR T=Ni TO idb:READ
AIPHOVSET) SCHRS (4D i HEXT I 1HMOVE-ADR (PM
oSy
L2258 FOR I=Hl1 TO W?7:READ a:1PRS(II=CHRS
CAY INEXT T
2260 FOR I-H1 TO M7 :1RE&GD A:PLSCII=CHRS
o) HEKT I
2270 FOR I=H1 TO M7:REaAD A:PHS(Ii=CcHRS
CAJ IMEMT I
ZZB0 PLoADRIPLZE) :PR=ADRCPRS) : PH=ADR (PN
§) :POKE S53I277,%2
1238 DIM CHMSCZ@) :CHSET=RTOP:CHBASE=2S
GXCHSET : POKE 204,CHSET:POKE 206,274
L2I80 RESTORE ZG6ZO:FOR I=M1 TO M28:READ
G:CHMS (II=CHRS (A) :MEXT I:0=USR(4DR(CH
H53 ) :POKE 756,CHSET
2318 FOR I-SCHBASE+Z4 TD CHBASE+iil:REAQ
b A4:PDKE I,4:MEHT I
Z3EZ0 FOR I-CHBASE+ZL16 TO CHDASE+ZS5S5:RE
Ak A:POKE L,A:MEHT I
ZII8 FOR I-CHBASE+256 TO CHBASE+471:RE
Ak A:POKE I,A:MEMT I
2348 FOR I=CHDASE#1Z8 TO CHBASE+Z87:1RE
AD A!POKE T,0:MEHT I
2158 FOR I=Ni TO MG:READ A.B:PHII}=a:P
YEII=B:MNEXT I
2I68 FOR I=Wi TO MLG6:READ A:LLCId)=a:ME
HT I:CH=INT CRMD (M@} ®NZ)
2370 RESTORE J100+CH%I0:FOR SC=HL TO W
6:FOR I=M1 TO HZL:READ A,BILX(SC,I)=a:
LY¥CSC,IY=BIMEXT I:NEXT &cC
2380 GRAPHICS MAG:POKE S55%,M0:POKE 756
sCHSET:DL-PEEK(SEB) +Z56%PEEK (SE1) : FOR
H=MZ8 TO ZA:POKE DL+M,NMBiMEXT H
2398 POKE 718,NZ:POKE 7o8,Z08:POKE 752
+M1:POKE B2, M@:POKE 559,62

HEE B OB HH SK oum

Z488 T HSPF AYORJC AMLOGORO MD OGY ORHM
PGCO. GRGD HMSP YGE RM aJGKZ DPHE EEEH
| aC )Pl

2410 POSITION NZ,NZ:T? “RM RFC
EHEY. RFGH UMSJB IC LHMPHZJCK GD RFCP
C UCPC LHR RFC TCPH Zvp®

2420 POSITION MZ N4:7 “QRYGPO YLE RFC

JHAICE GPHL BMMHPO RM ZCHNCLCE RFPMSEF

HMSP AJCTCRPLCOR ., "

2430 POSITION MZ, M6:? “RFC KGOOGLE ORC
M@ MD RFC ORYGPO AYL ZCDGUCE ZH AMJJICH
RGLE UNISIHIE YLB RFCL™

Z448 POSITIOM M2, M8:7 “MJYAGLE RFCK SL
BCP RFC QRCNO, ™

Z450 POSITION NZ.N%:7? “Z5R MLJW GD RFC
H ¥PC ¥YPPYLECH GL RFCGPHPHNCF MPBCP RF
C GPHL BHMP UG.J.J HNCL.'™

2460 POSITION MZ,N11:7 “RFC HSHXJC UMP
B0 BFYR DPCC WHMSP UYH SHMRM RFC EEGCEIEE
ZCJHMLE BRH TYPGHSO™

2470 POSITION MNZ,NLiZ:7? “"RHNGAR RFYR avY

L ZC AFMMOCL LMU.*

z488 POSITION WS, NA15:7 “i,AGRGCO":PODSI
TION Z5,N15:? “2 . GRYRCO":POSITIOM WS, N
16:7 "I, ONMPRO

Z438 POSITION Z25,M16:7 "4.YLGKYJ":POST
TION M5, ML17:17 "5, HCHMJC™

2500 POSITION 26,Mi18:7 “KY¥YIC HMSP AFMG

“IPOSITION MO,1%:7 "aC YLE EMMD J5&T"

2510 OPEM BML, M4 MO, "K:":GET HN1,4:CLO
SE HH1:IF A{ASCC"L") DR A>PASCLS") THE
N 2518

ZTZ0 CH=A-WAS:PUZ=INT (RMD CMO) M7 tREST
ORE IZ70+CHEIQ+PUZ*NLD: READ HORD S JAPPS
LBPPLS

ZG30 FOR I=-WL1 TO I8:WORDSCIO+I,I8+T)z=A
PPECI.I) :HORDS (7641, 76+ T0APPLSCT,.TI) ' N
EXT I

2548 SCR=M1:5C=1500:TIM=201:5ELS="FETE
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2550 AA-HL:BB-ML:GOTOD 156

2560 POSITION LHCSCR,NZ283,LY {(5CR, HE8D ;
7 HHG; CHRS (363 :RETURM

2570 RESTORE 2580:FO0R I=-15306
EAD A:POKE I,4:NEKT I

Z580 DATA 104, 17F,14,212,.001,28,16,141
18,217,144 ,22,208,1473,2582,2,201,325%5;:12
48, 237,76

290 H-USRILSIGD

7600 IF PEEKI764) {}255 THEM L1378

FHELID REM W DATH WHE

2620 DATA 104,162 ,4,160,8,177 205,145,
zoi,208,708,249,230,206, 230, 204,202,20
8,242,976
2630 DaTa
2640 DATA
26508 DATA
ZPEGE DATA
ZG6T0 DaTa
ZeEB0D DOTa
2690
gl ]
2718
pard
Zn4
z7ER
2740
2758
129
Z760
2778
2788
285
z798
aan
z81e
Z8z@
rBIA
Ta4n
858
Fooe
TaTe
zaae
zasa
2908
314
Z?Z8
2330
2940
2250
2368
2970
Z3an
29398
Taaa
Iaia
Ieaze
Inia
Ig4a
Jase
b -1 ]
Ia7a
Iaaa
Jare
Fia8
I1i@
ILze
1]

T 1556:R

182 ,247,0,16%,189,0,247,182
11,15,0,11,10L.,8,15,11
96,1127 ,08,208,2008,0,117, %6
0,184,8,232,232,0,184,184
9,732,232,0,184,184,0,232
232,0,184,184,0,232,232,0
0,184,.8,237,.232,0,184,176
B,8,104,232,0,184, 184,08
168,232,0,184,184,0,232,168
c04,204,.204,204,204,204, 704,

DaTA
raTa
aTa
CaTa

paTe
baTa
oaTa

16,24, 12 ,126,126,12,24,16
B6,24,48,126,176,48,74,8
255,129,12%,129,255,12%,12%,

caTa
CATA
DaTa

9,15,6,6,15.,%,15,9
8,24,36,126,08,0,08,8
255,219,219 ,2%1,231,219,2179,

caThé
paTa
caTa
paATA
DaTA
caTa
DAaTA
BATE
paATA
DATA
aTa
[T
DaATA
oaTA
paTd
oaTa
CaTa
ocaTa
DaTa
DATA
DaTa
DaATA
cAaTa
caTa
DaTo
DaTA
oaTa
oaTa
BaTE
paTo
caTa

8,2,3I7,45,12%8,7,2,.0
@,254,182,112,748,182,62,8
8,248,108, 102,230,108 ,124,8
B,254,96,174,224,182,126,8
9,254,9%9,252,108,96,%6,0
0,254,102 ,96,230,10Z,62,9
o,118,54,126,54,54,118,8
@,126,24,686,24,24,126,0
o,14,6,6,246,1082,60,0
B,ZII.L;BJZIB,IZB,LID.lﬂz,ﬂ
B, 740,96,274,96,1108,126,8
a,227,119,255,187,9%,119%,9
®,230,118,126,126,119, 246,90
!,254.1&2.2!5,1!2,IBI.LZB;B
0,252,102, 238,124,96,112, 0
9,254,102,230,102,108,118,8
8,252,182 ,230,1%4,188,118, 8
@,7?5d4,%6,126,6,102,126,08
B,126,216,74,24,24,28,0
8,238,192 ,230,102Z, 126, 124,8
9,230,182,238,102,126,24,0
8,227,99,235,127,119,9%%,;98
8,230,102,60,60,102,118,0
@,7I0,1082,60,24,56,506,0
8,254,108 ,24,48,102,126,8
8,248,680 ,107,182,126,231.8
8,252,182 ,252,102,102,124,8
0,254,102 ,236,118,102,126,8
a,74,120,120, 24,724,126, 09
@,1724,102,76;24,54,126,0
0,126,206,24,12,102,62,8
paTA O,17,78,608,108,254,12,0
paTA 8,254 ,96,252,6,102,134,8
cATA 8,124,224, 124,230,102,126,0
pATH ©B,254,182,12,24,48,48,8

pATH 9,68,182,60,23I0,102, 254,08
caTa 0,254,102 ,254,6,12,56,0

3168 DATA B,19,8,3,8,15,7,3,3,19,.8,17
I170 DATAH @,8,0,15,16,15,14,13,12,11.1
8,9.8,7.65.:4

¥is@ patTa 2,3,5,4,44,2,14,5,08,7,18,1,
16,11 ,11,7,7,.3,8,7,3,17,1,19,2,%,1,7,1
4,%,5,14,0,13,7,14,6,19,0,23,8,23

Ii9@ paTa 11,5,2,7.8,.7.18,7,5,11,11.,11
W5, %,4,8,5, 17,101,109, 14,15,18,10,15,5,1
Li,1,11,16,14,1,19,13,1%,18,18

IZe0 DATA ©,23.0,23

FF10 DATA 17,0,168,4,5,4,14,4,18,011,18,
5,5.19.?.4,z,l.a.i.?.llplﬁpl?.lﬂ-li.ﬂ.
17,1.6,18,15,2,.13,2,18,18,19

IZ2Z0 DATA 9.23.15.7

230 pATA Z2,1,2,5,5,7,8.5,12,%,9,9,14,
11,17,18,5,18,5,15,6,3,12,%5,11,17,18,5

I14B
Iis8
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TP
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H%
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FE

FL

50

BB

4T

(1]

Ok

L1197, 19,1,14,18,11,14,5,6,23,18.18
Zz40 DATH 4,1,18,1,18,3,1,7,18.5,2,1,1
B,7,2,9.,16,3,7,%3,18,1%,.18,1%,11,5,14,1
P L, 2, 1T 4,95, 3,16,17,4,6,4,7

3750 DaTAa 9,3,15,11,.18,10,18,1%,3,13,2
L%, 3 45,F,%,9,7F,12,%,15,7,18,1,15,5,1
B,d,12,.11,5,109,1,19,8,13,6,1

3Z68 DaThA 8,1.5:5

3270 DATA B,1,13,.1,.5.5,8,7,14,7,4,3,2,
15, 7,47,18,5,7,18,3,0%,10,7,11,5,7,17%,
16,9, 1,11 ,5,13,18,21,7,15,90,23,.6,23
12080 DATA 6,1,1%,7,15,9,7,01,8,11,4,5,
1,14,14,17,17,19,16,13,18,5,18,15,18,6
,6,7,14,13,11,17,16,15,5,5,2,9

3298 DaTh @,23,0,23

IZ00 DATA 4,1,7,1,4,7,18,9,12,2,18,7,1
7.49,8,7,1,9,2,15,12,47,15,19,8,1%,7,1
9,9, 4,0,1%,2,1,11,17,5,17

II1d pATa 6,2F3,5,.3

Ixzé DpATAH 5,.1.1,1%,9,7,15,7,.18,7,3.3,.6
,6,6,9,5,11,7,11,7,13,4,17,12,7,15.%.1
B,1%,15,17,11,19,13,19,17,1%,8,237,5.13%
X309 DATA 2,3,16,1,.108,10,11,%,11.6,8,:1,
2,5,16,19,18,%,16,%,3,10,108,10,3,11,18
LJ11,13,6,14,11,14,6,5,1,14,1

Iz48 pATA B,6,8,32

158 bATA 1.1,.%,1,9,1,6,3,3,5,%,5,18,1
5,%,13,6,1%,2,13,3,19,%,2,2,3,11,1,8,1
T,18,7,2,19,6,17,6,15,8,1%,127,1

TI60 DATAH duzikamncl fyeclisbrrliribkypq
Cgijc mzes

Z3I70 DATA snhmx jclglepyb izqdcefhmavqy
Tivlawcpad

II008 DATA avdwickglzspef kqrhyebfyhc jT
msplc gadr

II90 DaTa vdtjgykqropbyh melsigxdbhocps
quich MmEle

I408 DATA jypwekmlrctgbCmspRpugiicwkyla
reqropdbos

T4i0 DATa ecdrcfapmafoky rsclhecebdpyl
idspr qang

428 DATA afsriqgglevynmpc
prmE i bkbyg

Z43I0 DATA SkgerIypac jmly dgbgaspzcuyqf
glermldp i

T440 DATA nsqqgzcrfjcfck pRivlicSpmaq iy
kyzyb ndpl

TI450 DATA cdrhcwsemgiytguIpvbempaatclc
XSC jy rfab

Z460 DaTa s jhecgtmpwamyqrczbfcebRIysqr

bk jidywl jgtc

Py oY micd

470 DATA kzbmdypeclrgly Qs ifyblydisvd
kZzmspelani

I488 DATA afrsiglbmlcqay hWwpeiqn imkysp
erylaybafu

I470 DaTa rsqqgepccl jivlib
bazZq

IS500 DATA qclbanmprsey i

Pyesy rfmq

IG518 DATA mQigpesyrchy iy
Jwibk fodg

ISZ0 DaTa clecpky iywqgay

ypay bdfr

IB30 DATA cnackr fug jivlb

ey jylbZpmd
1548 DpATA

rfiml nide
ISSH DATE Yizkbost fRAicw
kgle wwon

IGED DATA PSAq@TMjicwzyjijafanyzmnsupcg
rigle vikmd

IS578 DATA cndZ jkypyr fal
crzwijalls

IS80 DpATE brddmewklyqrgaqsnpcdbagauyrc

rfmk fEndraykc

foixchkrc jlgay

nmlbZCceskgamr

imurcngmkzs je

ksaiqasfsloux

cnaghdmMarzyji 1esisPagkbcay

lysumircpquak

bebhbqeskpmdTygi

PhMjA 1059

I59@ DaTa grrcp jinlehskn

yrf sl spgb

IGBD DATA Yicopmiwknoagq

alrml whip

I618 DATA CPpPSCqQfmmrale

crgaq piux

1620 DATA slgiremibkibyi
lykclrdzrab

IGIB DATA CNOSkY i ijgeyrnap

fcafgegpknclr
blzrrcicaszubhk
aidbmlsknyrF
qQEaQni g § jqresg
feafcngslyphky
kg j jm drse

Ihd4B DATAE ¢ icshquepbdgqf
Jmnc  ishs

renCepsqdylrg

Y

S

KD

FK

VK

L

HH

HP

LG

WS

VE

PY

uH

cCw
HK
HH

.

IGSH DOATA mpr=qC jcnfulr
HaC PpEgnsbh

IGhA DETH cngskhem jbdglaf
PPCi  hmhy

IL70 BATE QugqrianaipWwyaf
sgrm clef

IGBD DATA ©jimkIyppyashy
gnchc fwyi

I698 DATO evqqEEIsSrropd.iw
1rs iy vdue

708 paTa xslgdavke jmnypbfszfonackayle
ypEs Sdch

I718 DATA chheo jaynpaanpl
Cjcml adiaq

I720 DATA C ickbuyqfglermlpsd jybykhazccr
fatcl pshkd

I7I0 DATA wppnzuy jrbgqlcwsh impRgqn jivdy

igEpesds jpfal

FYQrAanrIwqosg

Joddc ndpykwgo

ctlgdyjisaclr

kMl lCngekrypy

susqpbrrsa fyk

wirrc gels
I748 DATA Yijvkcglarcgl
iByz JCSlbk
I750 BAaTa lmpeekCr fsqyickbmnny jgeshcdd

o5 imMqraga jyp

cpqml ryir

I7EA DATA mrrmk jiglbyctylgpskdaykg jipsrf
CpdRpbnyqq

I770 DaTA Ccgafckypiruygl sjijimybykmialk
zcped daig

3780 DaTa vybmjdECplgqrcal
1 frucpyby j

798 DATA mibsqkgbihyeecpzwndatsaiqret
claml Ypyj

I000 DATA XbAZIEUuwyrrcypn sqjmlskainwrf
Yyempyac jIc

IBL0 DATA 216,104,104 ,104 133,303,104,
24,105,4,13%,7206,104,1%3%,205,104,133,2
B4,184.133,253,104.1Bl;133;20ﬂ

I828 DATA 104,104,13I3,209,104,104,24,1
81,209,133 ,267,166,213,248,16,165,20%,
24,105,8,133,205,165, 206,185

838 DAaTa 1,1%3,286,202,208,2408,160,08,
162, 0,196, 209, 144,19,196,207,176,15,13
2,212,1%8,168,177,203,164

I848 DATA Z12,145,205,232,169,0,240.4,
169,8,14%,205,2008,1%2,08,206,224,166,21
I,.165,2080,157,0,208, 26

1850 DATE 24,608,122, 126,60,36,54

I868 DaTa 24,608,94,126,68,36,108

IA70 DaATA 24,60,990,126,60,36,10Z2 ®

eyknaiknecgac

i ot
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The database that's as
easytouse asaVCR!

Superbase is easy to use

If you're new to databases, or find
them difficult to use, Superbase is your
perfact choice. Unrivalled ease of use,
unsurpassed power — a combination
that's never been achieved before!
Click your mouse on the VCR style
symbols to speed through your data.
Pick out a single record in the blink of
an eye. Complete complicated
searches in an instant. Display your
text and graphic files.

VCR style symbols
mioj
Pause Stop First
4 4 -
==cEEERT
Next F/Forward  Last

Review records with CURRENT, FIRST,
LAST, PREVIOUS, and NEXT. Scan
automatically with FAST FORWARD
and REWIND. Interrupt or terminate
scanning with PAUSE or STOP.

Key Look-up

2] Callup asingle record

/ I from a file instantly by
clicking on this button.

Filter

- I category of records from

your file. The Superbase

Filter can be applied to several

applications in turn - say from

updating a set of address records to

printing labels for the next mailing to
that group.

Superbase is relational

Link files together in a free and

flexible way. Form new links between
files whenever you choose. Splitone
database into several or create a new
database from information in several
files. Save your Queries to use again.

Superbase is flexible

Change file definitions at any time -
add or delete fields, change their
names or types, with no need to re-
enter data.

Select and work with any

Unique visual database

files alongside their

database records. Spectacular slide
show option!

iul"‘v [l TR
| i s bl gei i e
i i 5

PO e e e i,
EELE TR TR T AR
T o i (' gy ot )
E[TTT] .|||||"h'a!ll|rl.|ﬂ' {
f 1
BT e SO e
1 4 pthar |
b for sm-n-ﬁm:ruuwl’_'l
b1 v teeelsm gy aor e e 7

Click the camera gadget
and view text or picture

™

PERSONAL
A DB 5

Specifications

Fields per record Mo limit
Record length Mo limit
Recards per file 16 million
Files per database Mo limit
Key fields per file 999

Files joined B4

Sort levels 170

Report break levels 34

*No limit” implies memnr} or system
dependent.

For 100% IBM PC™ Compatibles
(including Amstrad PC1512™),
Atari ST™ and Commodore Amiga™
£99.95

PC version also available with
GEM Desktop™ £149.95

PC version with GEM Desktop™ and
mouse £230.00
(all prices include VAT)

PC versions require

B 512K RAM

B Graphics Card (CGA, EGA or
Hercules™)

W Mouse (Microsoft® Bus or Serial,
Summa Mouse.” Summa Sketch™)

=
oo o InIn e oo o o e

For your nearest dealer call:

Xitan Limited (0703) 871211
Lightning Distribution 01-965 5555
SDL (UK) Ltd 01-309 0300

Eltec Services Ltd (0274) 722 512
GEM Distribution (0279) 412 441
Precision Distribution 01-330 7166
Software Express 021-328 3585
Hugh Symons (0202) 745 744
CentreSoft 021-356 3368
Software Limited 01-278 2377

Demonstration disks are available for
£4.00 from Precision Software. Send
your cheque to:

Precision Software Ltd, 6 Park Terrace
Worcester Park, Surrey KT4 7JZ

Precision Software has a track record

of outstanding success in productivity
software: with over 450,000 users of

its productivity software packages

worldwide, Precision promises and

delivers the best in reliability,
performance and support. Precision
Software acknowledges all
trademarks referred to.

Precision Software Ltd, 6 Park Terrace
Worcester Park, Surrey
KT47JZ
Tel: 01-330 7166
Precision Fax: 01-330 2089

Software Telex: 8955021 PRECIS G
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CentreSoft 021-356 3386 3t

- SoftwareLimited  01-2782377  Precision Software Ltd, 6 Park Terrace il

Demonstration disks are available for -~ b Worcester Park, Surrey e

~ £4.00from Precision Software. Send KT47J2 &

~ yourcheque to: Tel: 01-330 7166 T
- Precision Software Ltd, 6 Park Terrace  precision Fax: 01-330 2089
- Worcester Park, Surrey KT4 7.2 Software Telex: 8955021 PRECIS G L

vices Ltd {02?43?92512 worldwide, Precision promises and
- GEM Distribution  (0279) 412441 delivers the best in reliability, _
- Precision Distribution 01-330 7166 performance and support. Precision H
Software Express ~ 021-3283585  Software acknowledges all Rk
‘Hugh Symons (0202) 745744 trademarks referred to. E

DO YOU KNOW WHERE

YOU CAN GET 20 GREAT BOOKS
FOR YOUR XL/XE,

A DOZEN BOOKS FOR YOUR ST,

OVER 25 DIFFERENT DUST COVERS,

OVER 50 DISKS OF

PUBLIC DOMAIN SOFTWARE FOR

YOUR XL/XE,
OVER 750 PUBLIC DOMAIN
PROGRAMS FOR YOUR ST

and more besides? ....cceuss

1 EE m[lslanﬁnu sunm'ns in ﬂl‘ﬂdl;ldﬂ\l'ﬂ}"
software: with over 450,000 users of
its productivity software packages

e i
T
S



It’s all in the PAGE 6 Accessory Shop
catalog ... and the price is right!

For your FREE COPY ring the Catalog }_
hotline NOW |
|

B T

0785 57005 ,

or return the attached reply-paid card
(no postage required in UK) =

E0 Iaas DATA @,227,99,23I5,127,119%,99.8@ HO X490 paTa zsqqgepccl ivlb rimkfsndrayho
oL Xeie DaTa ©,230,102,60,60,102,118,8 pmml  bazq
cH 3020 DATA @,238,162,.608,24,56,56,0 SH IS08 DATA qclbgnmMprsey frixchro jlgay
pp IBI0 DATA O,254,108,24,48,102,126,0 PYESY I Fag
| IW IB48 DATA 0,248,860 ,1827,102,126,231,8 MB I510 DATA moigpesyrchy iy nmlbzceshqanr
| uA I8S0 DATAa B,252,102,252,102,102,124,8 Jwlb fada
Iy 30868 DATA ©,254,192,2%36,118,182,126,0 TP ISZ0 DATA clecPhkyjywaay imurcnqmkisje
EQ Ie7e DATA 0,24,120,120,24,74,126,8 Yr9y bdfr
oy I8se DATA @,L74,182,76,24,54,126,0 PH ISI0 DATA cngchrfug julb hksaigasfslcux
FK 3890 paTa @,126,206,24,12,182,62.8 ey iy lbzpmd
Fp Ii@d DATAH 8,122,286, 66,180,254,12.89 Bs 3540 DATH cnqokdmmrzyii lesispggkbcay
0f 3118 DATA O,254,96,252,6,102,1124,0 rf jml nide
ZH I128 DaTa 8,124,2!4.124.13ﬂ.1i2.115,6 MY ISS50 DpATA virkbgac fmaicw lwsumircpquik
GC IiZé DOTE 0,254,102,12,24,48,48.08 kgle wwon
BE Zi40 DATA ©,60,1082,80,210,107,3254,0 YL 3560 DATA ps5qq@tmiicwIyjjafanyrImnsupcq
CcI 3158 DATAG ©,254,102,254,6,12,56,9 rigle vkmd
vi Ii6@ DATa B8,19,8,3,5,15,7,3,3,19,8,17 FE X570 DaTa cndZ jkypyrfml bobgskpwdzIyqi
LW I1780 DATA @,0,0,15,16,15,14,13,12,11,1 crzyijallyg
8,.9.8,7.,6,4 FL IS808 DATA beddmewklygraaasnpc dbigauyrc
| WA 3180 DOTA 2,3,5,1,11,2,14,5,18,7,18.1, PRMiW Q053
16,00 ,41,7,7,3,5,7,3,17,1,19,2,%,1.7,1 50 3590 DaTa grrcpimiehskn  fCafgeqphnolr
4.3.5,11,1,13,7.14,6,19,8,23,8,23 yrf jml Spgb
JJ I19@ paTa 11,.5,2,7,6,7,18,7,.5,11,11.,11 BE I60@ DATA wiccpmiwkngaq blzrcicqszvbk
| .5.3,145,5,1?.11.13,14.15,13,ln,lu,i,i glral wnip
| L,1,1i,15,10,4,1%,13,19,18,A8 JI I618 DATA Cppscqfmmrgle aidbmlsknyrf
| pK Iz80 DaTA 0,23,8,23 crgaq piux
FX 12180 DATH L12,1,168,1,5,4,14,4,18,11,18, bR I620 BATA slgiremibkcbyi asqnigijqrmsp
5.5,19,7,4,2,1,68,4,%,11,15,17,18,1%,8, lykclrdzab
| 1711,5_15_15,2,1;,2,13,1.113 GG FIEI@ DATAa cngskyjigeyrmp fcafongsliyphy
KJ 3220 DaTh 8,23,15,72 bg jim drse
=1 PY Z2I0 DATA 2,1,1,5,5,1,3,5,12,1,5,5,14, IH I648 DATA € jicshqumpbdagf rencepsqdylirg
11,17,18,5,18,5,1%,6,3,12,%5,11,17,18.5 Admnc is5hs
I
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Phone the
catalog HOTLINE
on

0785 57005

or return this
Reply Paid card
for your FREE

catalog pack

Please send me details of what’s available
from the PAGE 6 Accessory Shop

Name

Address
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Please tick

| am interested in | ST

L] 8-bit

GET

R EG U L A R! I I e e Issue
Mame R — P
MA.KE SURE You Address ............ R ——— R — e
DON’T M'SS YOUR L] - RS L S Y T R LI
COPYOFPAGEG6 = ., i b S AT
Bv COM PLET'NG FOR NEWSAGENT USE ONLY
TO crrnnnnsnnssnsnnsnnnnssnssssnnsnnnnnensnes Wholesale town
THE CARD AND
Flease add ........... copies of PAGE 6 to my standing order starting with
HANDING 'T TO BT o s i ik ki e i AL
NOWSBAZONE NEIME .seminncncranserinassnenssansssentasasnmissssrns BOX NO. caassasrssssssnnannans

YOUR NEWSAGENT

Please Mr Newsagent!

| don't want te miss my copy of PAGE 6 Atari Users Magazine. Please reserve

me a copy every two months (published bi-monthly)

T'El NU EEEEEEEEEE A

books, etc. £450 secures. Will not split.
EECE collects N/W Lancs. Phone (0706)
5

BOOKS: Atari Technical Users Notes,
Computer Animation Primer, Inside Atari
DOS, Mapping The Atari. Offers. Tel.
Worksop 720727

XL SYSTEM: 800 XL, 1050 Drive (still
under warranty), XC12 cassette. Well over
100 games. Joysticks, mags and manuals.
£299 Telephone 0920 870519

PROM PROGRAMMER: Fits into

joystick s complete with software,

EPROMS and blank cartridge board £55.

Also 48k Atari 400 with full keyboard and

g;g t;p-: unit £55. Phone Gloucester (0452)
6

XL SYSTEM: 800XL, 1050 enhanced disk
drive, 1010 tape deck, touch tablet, joystick,
selection of tapes and disks. £170 ono, May
split. Tel. (0706) 3544577

1029 PRINTER: Nearly new, plus
Atariwriter £90. Also Atari 800 plus Basic
cartridge and manuals, excellent condition
45. Mapping the Atari (early edition) £L5.
e Re Atari [8 v.g.c. Write to F. Duggins,
28 Hill Drive, Exmouth, Devon, EX8 4QQ

seen. £250. Phone Darren on (0621) 782826
after 7 p.m.

XL SYSTEM: Atari 800XL, 1050 Disk
Drive and XC12 Data recorder (still under
guarantee). Software, manuals, dust covers,
all in excellent condition. o.n.o. Tel,
01-459 7923 Evenings (Willesden)

IS PLATE: 1050 IS Plate disk drive
enhancement and Grabber Software. Only 7
months old. £55 o.n.0. Phone Bradford
(0274) 675739 After 6.30 p.m.

XL SUPER SYSTEM: 800XL, 1050
Drive with U.5. Doubler chips,

SpartaDOS, DOS XL/2.0/2.5. All with

Anti | PAGE 6 | Atari Use :
ic /| Analog E i User
ines. £275 the lot!, Mike

Doyle, Derby (0332) 810785

| exception of the sale or exchange of

WANTED

WANTED: ing the Atari, fairly cheap
and quickly, preferably revised ::dmun A,
Thoempson, 135 Henlly’s Way, St. Dials,
Cwmbran, Gwent, NP44 TNF

A W B

P.A.C.K.: Potteries All Computer Klub.
For further details contact G. Tinsley on
0270 766462

ATARIHOME COMPUTER CLUB:
Join today, For details and a free newsletter
contact Richard at 40 Ambleside Road,
Beckworth, Nuneaton, Warwick, CV12
BRR. Overseas Applications welcome.

SPENNYMOOR COMPUTER CLUB:
For anybody interested in computers, we

meet Monday night at § ymoor
Iﬁsu'r:&m in the Alpine at 6.30
p.m. All ages welcome. Further info? Phone
Teresa on 0388 813150

YOU can use CONTACT. It is free of

charge and open to any notice
connected with Atari with the

5 your notice on a ylain
sheet of headed CONTACT and
send to ACT, PAGE 6, P.O. BOX
54, STAFFORD, ST16 1DR
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4 BUSINESS REPLY SERVICE
Licence Mo ST 1169 |

PAGE 6 MAGAZINE
P.O. BOX 54
STAFFORD

ST16 1BR

£19.95 NOVAGEN

NOVAGEN SOFTWARE LTD 142 ALCESTER ROAD BIRMINGAM B13 8HS 021-4499516




GENEALOG

and your A

The combination of the study of one’s genealogy with the
power of the computer makes for a fascinating hobby. I have
traced my line back to that great British hero, Admiral John
Benbow (1653-1702), and written and published his
biography. All on my Atari 130 XE.

If you are interested in learning more about your roots,
about your family history, then you should know about some
very practical ways your Atari can help you.

The task of searching for and finding your ancestors is
much like that of solving an Agatha Christie mystery. You
start with some known facts, find clues along the way, and
piece together a picture much like you would a jigsaw puzzle.
With genealogy however, you find very quickly that youare
overwhelmed with data and spend most of your time searching
through your own notes. The computer can bring erder to this
chaos. It is superbly suited to store data, sort itysearch for
relationships, and print reports. :

Over the years genealogists have developed two basic
forms to organize family history data. The firstis a Family
Worksheet which is used to record essential identifying
information for each nuclear familys thatis a husband, wife
and children. Included in such a record are the names of their
parents and dates and places for everyone’s birth, marriages,
and death. The form may also include additional notes such as
occupations, hobbies; and military service. [t does not take
long to develop hundreds of these family worksheets as your
ancestral tree doubles with each generation. Genealogists also
use a second form, the Pedigree Chart, to show these
generations pictorially. Sucha chart usually has reom for four
or five generations starting with yourself and working
backwards through your parents, grandparents, etc.

USING YOUR ATARI

With a bit of imagination you can easily use a standard
database program like Synfile to store your data, All of the
information lends itself to being stored and sorted as fields.
The drawback is that a standard database program is not
designed to sort genealogical data in a pedigree format, so
several programs have been developed specifically for Atari
8-bit computers, to do just that.

The simplest is FAMILY TREE by Harry Koons and
available through Antic Magazine for $19.95 US plus $6 for
surface or $10 for Air mail shipping. Write to The Catalog,
544 Second Street, San Francisco, CA 94107, USA. This
program is excellent for beginners as it is.quite user friendly.
It is written in Basic, requires 40K RAM, and produces four
generation pedigree charts. Detailed and clear documentation
is provided on the back of the disk. It states: “The FAMILY
TREE program lets you enter and display the names, births,

18 Page 6 — Issue 30
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William A. Benbow reviews three
software packages for your 8-bit

Atari that will help you trace your
ancestors

marriages, deaths, and a short biographical note for each
person in your family pedigree. The screen displays a tree with
a unique cursor. You move the cursor about the tree using a
joystick or the keyboard to select a person from the chart.
Their historical data can than be displayed or edited on the
screen.”

Although a total of 24 generations may be stored on one
disk, they must be broken down into separate files of 6 each.
Pedigrees cannot be made which overlap files, so it is not
possible to make a chart of your great-grandparent unless you
start a new file with him, This involves a fair bit of
duplication. Also, although charts may be printed in 10
characters per inch, they are best printed in compressed mode
(17 characters per inch) for readability. The greatest limitation
is that this is not really a-database program. Data cannot be
sorted by fields, and is quite restricted. Family worksheets are
not utilized so-you cannot store information on siblings,
cousing, etcoWith FAMILY TREE you are limited to
pedigréecharts.

MORE POWERFUL PROGRAMS

To do moreyou need much morepowerful programs. '
BRANCHES and its.companion program TWIGS is just
that. [t is'a genealogy database program specifically developed '
for Atari computers by Sysco Software, 939 Bross Street,
Longmont, CO 80501, USA. Cest is BRANCHES $45,
TWIGS $25. I am not sure of shipping costs.

This program is alse'written in Basic and requires 40K
RAM plusan Epson compatible printer: BRANCHES is the
main database program and utilizes both individual and family
worksheets. From this information. it produces five generation
pedigree charts, however no more than five generations can be T
stored on a disk, so pedigrees which-overlap disks will involve
a lovof disk swapping. On the positive side disks can store a
large fiimber of children’s records,including up to 160 1
children for the 16 great-great-grandparent families. Disk
space is also committed to a unigue time line feature which
gives brief accounts of selected events for dates between 1400
and 1969, to provide historical perspective.

The companion program T WI1GS is designed to produce
a descendants chart which shows children, grandchildren and
great grandchildren of a given individual. It can also store data
on cousins, nieces, néphews etc. and allows you to find the
relationship between any two people on the same disk.

This is an easy to operate and view program, well written, |
with complete step by step manuals. The main limitation is the
restriction to five generations per disk and, being written in
Basic, you may find searches a bit slow.
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NO LIMITS

A third program available for Atari computers, has been
produced by William C. Walden of Direct Lines Software,
4755 Bamboo Way, Fair Oaks, CA 95628, USA. Titled
FAMILY HISTORY, it is available for $39.95 US.

It requires 48K RAM and is the most powerful of these
programs. There is no limit to the number of family member
records you can keep. Multiple disks are possible, with each
disk capable of storing 350 individual records of 41 fields each.
Each record can contain up to four spouses and 15 children
per marriage. It produces a five generation pedigree chart for
any individual in the database, and a Family Group Chart on
any individual, including all immediate family member's
names. As well it will print a report of all data from all records
in the file and an index sorted by individual number or name.

A nice feature of this program is its easy to use menu and
its capacity to compress data by removing the empty spaces
between records when you make a back up copy. The main
advantage, however, is its open-ended storage capacity. It is
not limited to five or six generations so is much more flexible.
Speed is another asset, since the original Basic program has
been ‘compiled’ and now runs ten times faster. It also supports
double density.

The pedigree chart is a bit disappointing in that it does
not include place names or marriages. The FAMILY TREE
pedigree chart is much superior, but is limited to four
generations. Also I had difficulty figuring out a good
numbering system. The computer will assign numbers to
individuals automatically, but since it allows a personally
devised system, some greater instruction would be helpful.

Of the three programs, I prefer FAMILY HISTORY
because of its open-endedness. However, BRANCHES AND
TWIGS has the added features of a time line to give context to
one’s ancestors and also offers more in terms of tracking
indirect relations such as cousins. FAMILY TREE is the
easiest to use program and produces the best pedigree charts.

GET SEARCHING!

So there you have three programs which you can use on
your B-bit Atari to help in researching your ancestors. Perhaps
you will find the search for your roots an exciting mystery to
delve into, and you too may find an ancestor, such as my

Admiral Benbow, worth writing about. &

William A. Benbow is from British Columbia in Canada
and 15 indeed a descendent of the famous Admiral Benbow. He
has written several articles for genealogical journals and computer
magazines and recently published a biography of his famous
ancestor produced entively on his 130XE.

ATTENTION ALL 1050
DISK DRIVE OWNERS!!

Announcing the all new ULTIMATE drive enhancement

This Drive enhancement consists of a plug-in PCB,
which can easily by fitted with our simple to follow
instructions.
The 1050 IS PLATE Disk Drive enhancement offers
m?nv features never before available in one

m:

* Improved Drive speeds - up to TWICE nomnal
bﬂdi;\g speeds (Depending on disk format
used

* Reduction of Drive WEAR and TEAR: now whole
fracks can be stored In the Intemal 14k RAM.

* The IS PLATE can READ/WRITE a whole track In
the time It takes a standard 1050 drive to
READ /WRITE a single sector (up to FIVE times
standard !

* Supports double, Dual and Single Densities.

* Sector SKEW Is now no longer required to
obtain Hi-spead as with US Doublers.

* Other Special features are: Slow down, Fast 1
wiite, Fast read. Drive write lock, Skew on/off, Fast
formatting.

* Fast write with verify. This system Is faster than
other systems which wiite without verify.

* A double sided operating system disk Is
supplied which offers the following:

IS Doubler, US Doubler, Standard 1050 and
Archiver emulation.

Track Tracer, Diagnostic tester, 48k and 128k
Disk Backup utliifies.

* The PLATE can be made Invisible to soffware 1
detection by elther Slow down or 1050 emulation.

* Supplied with detalled Information regarding
software drive control to allow you to access the
full potential of the PLATE.

* Will run all avallable disk operating systems
(Dos) Including: Spartados, Happy warp speed
Dos, and other HIGH speed systers.

* With this systemn, up to sixteen drives can be
connected and used.

* A comprehensive 30 page bound manual is
supplled. This Includes fitting Instructions.

* Allregistered owners will be supplied with any
software updates etc for the price of Disk and
retum postage.

Also supplied with

GREMLIN GRABBER III
COMPLETE WITH MANUAL

Now with full Happy Laser compatibility
(software supplied)

This complete package

NOW ONLY
£89.95

inc. Post/Packing and twelve months guarantee

(A SAVING QF £24.95 ON PREVIOUS
ADVERTISED PRICE)

Sussex BN11 5NB

Tel: (0903) 40509 (24hrs)
(0903) 503711 (Bulletin Board 300/300 24hrs)
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|:|oppy Disk Drives - AEMEWAVE arimm s sons
ITEM Mo

DESCRIPTION LEMGTH PRICE
MCL-002 5T Manitor Colbe 13 Fin Din Flug 1o Open End 28 T7.25
— MACL-063 52057 te Centronics Printer M 12.95
i o 75 Wiy [ Plug ho 38 Way Centranics Flug RIBBON
e e A ey MCL-091 L205T ba Centronics Printes ZM 12.95
25Woy D Plug to 36 Wiy Centronics Flug
MCL-277 5T Désc Extension Lead 1A 14.99
19 Way D Plug to 19 Way D Socket
MACL-430 5T Floppy Disc Drve Cable 2M 17.45
14 Py Diny Plugg ko 14 Firn Dhn Pleg
MCL-450 &1 4o Dise Drve-Shugart inferface M 32.45
14°Pin Din Plug 1o 34 Woy IDC Socket where
Dhive 1o b connescted 15 used as Drive B
MNWDI-O07 6 52057 1o Philips BS33 Maonitar M 9.99
13 Pin Din Flug ba Scar Flug
MYDIL- 120 5T v Calour Maonitor M 6.45
12 Pin [in Plug fe 2 ¥ Phano Plugs
VDL 137 CR0ETI 10A0OST 1o Seant TV LY 10.99
13Pin Din Flug ba Scort Flug
VD145 ST i Ascrowites 1 4594 Manitor M 9.25
13 Pars Qin Flug'ln 7 Pir O Pil..-g + 5 PinCin
Plug - S205TkA & 10405TF QINLY
MVDU-200  5Tto both Colour & Mono Monitors -— 25.99
13Pin Hnmhz » 13 Pin Din
Sockets - Unitallows
simultaneous connection
S e B e e MVDU-211 5T ta NEC Multisync Monitor M 23.75
S - SWay D P hmnﬂlnﬂugiiﬂ
e -hﬂﬁnlﬂur!m Display)
T MVDU-217 ST to Philips 8873 Monitor M 22.75

13 Pin Din Plug to 9 Way D Socket
via Switch Box (3 Display Modes)

DUST COVERS
lWD-003 52057 Keyboord 7.35
LW D005 ShA 124 Monitor 8.95

LWD-038 1029 Printer 7.95
LWD-00S 10405T/S205TF Keyboard 7.95
LWD-057 ShAkA B0 /B0 Prinhes T.95

| L o

{ LW 05T 51224 Monitor B.95
!: Thiz i just @ small selectan from our range.

_

b

Ask your locol dealer or phone for more details.

All prices include VAT. Plaose send cheques/P.O s ond includa £ 00 post ond pockeging fo:

; L
'r LIGHTWAVE LEISURE LTD,, P.O. BOX 23, WALLASEY, MERSEYSIDE L44 1EW or
Phone [051] 437 5050 ond prder via ACCESS. E
'l
{1
1 .

Reference standard technology, reliability and safety
made Cumana the leading choice in floppy disk drives for
the PC user.

Now we introduce a range of super fast, high quality,
hard disk drives! The first in a whole series of new products
for the Atari ST series. These new hard disk drives provide
up to 60 Mbytes of formatted storage and offer increased
power as well as capacity for the Atari ST series and
compatible PCs.

For sales information contact
Cumana at the address below.
Trade enquiries welcome.

ARE YOU MISSING OUT?

You've got lots of questions about your computer but don't
know who to ask! We do! You're not sure which software is best
for vour application! We do! You'd like o keep up to date with
new releases and be zure they are a good buy, but who's going to
tell you? We will! You would love to get to know other Atari
enthusiasts, but you don't know how! We da! You want to get
some of that ‘Public Domain’ software you've heard about, but
where from? We know! You don't want to feel like you're the
unly Atari owner in the world, but where can you turn too! Well,
we can help! Great, but who are you??

We are the largest (and oldest) Atari Computer Owners Club
in the UK. For just £5.00 per year you get help, assistance, hints,
tips, friends, pen pals, access to PD software, up to date
information, games, utilities, hardware projects, software
reviews, programming tutorials, and a glossy club magazine
every guarter.

# club magazine as well!! One of those photocopied things
that is unreadable, eh! Well no, it's professionally produced, just
like this magazine you're reading. It's called MOMNITOR, you may
have heard of it? Yes, friends of mine have read it and say it's
great! How do | join the club and get my copy of MONITOR?
Easy just send a cheque or postal order for £5.00 to the address
below requesting a four issue subscription. Overseas
membership is £8.00 {surface] or £12.00 (Ajrmail ).

*

CUMANA

The best name in memory
Cumana Ltd

Pines Trading Estate, Broad Street, Guildford, Surrey GU33BH
Tel: 0483 503121. Telex: 859380 Fax: 0483 503326

Youwon't be disappointed!!

The U.K. Atari Computer Owners Club
P.0. Box 3, Rayleigh, Essex, SS6 8LR

Independent User Group
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CYBERSTUDIO

ZOOMRACKS 11

The innovative database
in its new version

Jupiter Probe
Hacker Il

TNT

From a collection of public domain ST art. Author unknown.
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SHIFT INTO...

® 20,30,60and 198 Megabyte drives
available

Includes cables and hard disk utilities

Attach more than one SupraDrive to your
system

Up to twelve partitions
Free back-up and caching software
Comprehensive twelve month guarantee

Can boot directly from the hard disk

All models have built-in fan

Supplied ready to go

Built-in power supply

20MB £599.95 30MB £899.95 60MB £1699.95
ALL PRICES INCLUDE VAT AND NEXT DAY DELIVERY

“The SupraDrive is the necessary peripheral for any serious Atari ST user”
— Tom Hudson (Author of Degas and Degas Elite)

Frontier
5 ét.’)?tware
PO. Box 113, Harrogate, North Yorkshire, England HG2 OBE
Phone (0423) 67140 . Telex 265871 MONREF G Quoting 72:MAG 402 40
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F-15 FOR ST!

Microprose have some great news for ST flight simulator
fanatics with the conversion of F-15 STRIKE EAGLE o
the ST in late September at a price of £24.95. F-15 has
already been written abour extensively in many publications
and fully reviewed in PAGE 6 but it will be eXcIting to see it
using the full power of the ST.

Mastertronic have begun to ship their ST games which all
retail at £9.99. September releases were CHOPPER X and
STRIKE. If the quality is good and they sell well, maybe it

will persuade other manufacturers to offer games software at
more reasonable prices,

Infocom have a most unusual offering of eight short stories
that are not so much adventures as a series of wordplay
puzzles. Even the title wil] get you thinking, NORD AND
BERT COULDN'T MAKE HEAD OR TAIL OF IT!
Written by Jeff O*Neill, author of Ballyhoo, it contains all the
humour and intellectual challenge of Infocom’s adventures but
is designed for those who fancy solving a puzzle in an evening,
Each of the eight tales will only take a few hours to solve but
will challenge you to the full. Price is 42999,

English Software, once well known for jts support of Atari,
is slowly coming back to the Atari fold with a new ST release,
LEVIATHAN, which is not, as you might suspect, about
whales, but is an arcade style shoot ‘em up which looks from
the screen shots to be quite similar to Zaxxon,

Metacomeco have been busy upgrading various products and
now have LATTICE C Version 3.04 which seems to have all
features necessary to make it the leading C development
system for the ST. The new version costs £99.95 but upgrades
are available to existing owners for £30. Also released is
PASCAL 2 which provides an [SO standard core but with a
large range of extensions for programmers who wish to access
the power of the ST, There are many enhancements to the
program and a new manual of over 700 pages giving program
developers another powerful tool for the ST. Price is £89.05,

A new budget range for the ST comes from ANCO who have
a cross-licensing deal with Kingsoft of Germany. Kingsoft
have a large number of games and utilities for various
machines but at the time of writing it was not clear what would
be available for the ST. If the quality is good, it looks like
‘budget’ software for the ST has finally arrived,

ANTIC Software has released BASE TWO, a new database
which is essentially a powerful extension of DB Master One
which many owners received free with their ST. BASE TWO
is entirely RAM based for speed and has many powerful
features together with a flexible report generator that is
compatible with all ST word processors,

Electronic Arts recently launched their U.K. subsidiary
Company with a little party on the Thames at which they
announced a new marketing strate gy for the UK. whereby the
Company will distribute direct to retailers thus ensuring that
there is a greater awareness of Electronic Arts products at the
level where it is most important. Electronic Arts will be
supporting the ST with titles such as BARDS TALE,
CHESSMASTER 2000, MARBLE MADNESS and
DEGAS ELITE which will all be repackaged and re-priced
for the U.K. Electronic Arts will also distribute for affiliated
labels and have agreements already with CRL and Nexus
whose titles ACADEMY and SKULLDIGGERY for the ST
are already in the shops,

Electric Distribution, who already handle Antic Software’s
products in the U.K. now have a special ‘bundling’ deal with
Timeworks whose three business packages WORD WRITER
ST, DATA MANAGER ST and SWIFTCALC ST can be
had for only £149 for all three, a saving of £110! Also included
in the deal is a subscription to Softline, a software support
service for these products.

Infogrames have an enormous range of entertainment
software lined up for the ST, Many of these have a typicall v
French style and some unusual themes. Here we go.
SIDEWALK is a mono program in which you have to retrieve
vou stolen motorbike and colleet your girlfriend with some
tickets for a concert! L’AFFAIRE is another in the successful
Crime series where you travel seven European Cities trying to
prove your innocence having been accused of g crime you
didn’t commit. THREE MUSKETEERS ic based on the
famous book and is an adventure set in eighty graphical
locations. Off you go, D’artagnan! PASSENGERS ON THE
WIND I, is naturally the sequel to the first graphic adventure
and continues the tale to regain the birthright of a deposed
noble lady. Following in October is CHAMPIONSHIP
WATER SKI in which you can take part in three events in the
World Championships. Phoenix is a shoot ‘em up game where
you have to keep the space lanes open fighting pirates and
hijackers. BIVOUAC promises to be one of the most unusual
and interesting games being a mountain climbing simulation!
Now you will be able to find out what Chris Bonnington does
with his computer! There’s more! In November you should
see SPACE RENEGADE, PROHIBITION 2, THE
GRAND VIZIR - [ZNOGOOD, BUBBLE GHOST,
STRYFE 2, CRASH GARRETT, CRAFTON 2
ANACONDA III, BOB MORANE I and CAPTAIN
BLOOD. More details as they are released. Talk about
prolific output! .
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The Document Processor

Package includes

This completely new word processor has been written specifically
for the Atari ST, running under GEM, and contains many features

only previously found on desk top publishing programs. However,

Calligrapher goes further than any of these by providing an

incredibly comprehensive range of word processing facilities.

Calligrapher is a pure WYSIWYG
document processor. It shows on screen
the document exactly as it will appear on
the paper, including different font styles,
graphics, page breaks, headers, footers ete.
It supports multiple column text which is
automatically re-formatted after every
change. This means there is no *format’
key to press and ensures the screen is

al ways up—l:n—datl::. Up to ten documents
CAan hc hl:l.l;l. i.l.'l rn-l:mur}-‘ =1 Oce E’d.l:]'l witl'l
their own window.

® Multi-column text. The

layout of text is controlled by
rulers. There can be any number

of rulers at any point in the
document and these control the
margins, tab settings (both normal
and decimal), the number of
columns below the ruler etc. And
because the text is automatically re-
formatted, any change to the ruler, for
instance dragging the margin
indicators, will instantly be reflected in
the text.

UNTITLED.CAL
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Bl sk 10 BB TR

R
:°'$$'$"§-'¢‘$N-b.:,

e

s
&-
s
e
e
i
o
i

Edit Find

s

S

G

S e

Fomt Format Insert Tags Hi

Professionally written 210 page

manual,

4 Discs

+ a quick reference card and
installation instructions.

® Multiple on-screen fonts. Two styles are
supplied in the package (SWISS and
TIMES) which can be printed in a variety
of sizes. In addition, Calligrapher
supports a variety of text effects such as
bold, underline, sub and superscript,
italic, outline and strikeout.

® Any portion of the document may be
marked (including rulers, graphics and
text), just by clicking the pointer at
the start of the region and
dragging. Onece marked this
region may be copied to the
clipboard—and from there pasted
in to any other part of the
document. The text style and size
may be easily changed from a menu
option.

Idea Box Art
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® Printers. Since Calligrapher works
under GDOS it will work with any printer
supported by GDOS. At the moment we
supply GDOS drivers for Epson FX and
compatibles (9 pin), Star NB15 24 pin.
Printout samples from the Epson and
Atari laser are available on request.
Hopefully the range of GDOS printers and
tonts will increase over time and these
will be made available to Calligrapher
owners as and when we receive them.

® Hoxes and line styles. This simple, but

Very effective, feature enables boxes 1o be
placed around any part of the text, such as
headings. Also a variety of column break

lines can be placed in the text to liven up

the appearance of documents.

L] Mll]l’ia—tmgv |'.|r:~\'i4:w, Omne, two or
eight page preview tacilities are
available. This shows an accurate scaled
down image of the final page, including
graphics etc., and enable the overall
document layout to be checked prior to
|Jl'lnht1g,

for the Atari ST

® Formulate functions. Complex formulae
are difficult if not impossible to create in
most word processors. Calligrapher has a
special formulae creation mode that
supports over 6 common mathematical
symbols and Greek letters etc. See
examples.

can be turned into this -

X=co

® Spelling checker. A 60,000 word
d:if."!’iuh:-ir}' al |n“'s very fast a"pi."lling
checking—even checking as you type with
no loss of typing speed (1040 only).
Misspelt words are shown highlighted in
context, and Calligrapher will suggest
some alternatives, at this point the suspect
word may be ignored, corrected or added
to the user dictionary.

. Formulae functions in catgerapher

A series of embedded commands may be turned into a
| formula by using the Adake # formu/a " menu option. - So
this line -

“sum(x=0.x="infinity,3"root({"over(yx.x+1)}))

® Auto page and paragraph numbering.
Page numbering is, of course, supported,
but in addition there are facilities for
automatically numbering any sequence of
objects such as paragraphs, or chapters etc.
If a new paragraph is inserted then all
subsequent paragraphs can be
automatically re-numbered.

® Powerful search and replace.
Calligrapher provides very extensive
search and replace facilities, allowing
single and multiple wildcards and the
ahiﬁt'_v to search for embedded codes for
font changes, graphics, rulers etc.

® Import and export. A variety of urilities
are supplied on disc that allow text to be
mmported from ASCII or 1st Word files
and output as ASCIL. It is also ]11,155“1]1;' o
convert Degas and Neochrome to the
required .IMG monochrome format.

® Keyboard shorteuts. Being menu driven
makes Calligrapher easy to learn, but the
experienced user will probably find these
cumbersome. Therefore the program
supports keyboard shortcuts to all the
common Calligrapher functions.

® On the page graphics. Calligrapher can
import both .GEM and .IMG graphics
files and display them anywhere on the
page. The user may re-scale any graphics
images (either enlarge or reduce) to fit the
required space. Conversion utilities are
provided that allow Degas and Neochrome
pictures to be used. If you don’t want to
import the graphics from other programs
then Calligrapher contains its own '

d.rawing tools.
Hisrs Tees Bea et

Bash Flle Edit Fiad Feat Format Jeari |
1

® A full specificarion is available on
request.

24 hour despatch service available—just
ring 0442-63937,

® Outlining facilities. Calligrapher
supports a highly graphical outliner, or
ideas processor. This helps in the creation
uF i'l'l“'l'l'llEI dn:,‘l.l'rne‘nl::',' Hnd hﬁ'lpa the HUser
create the correct structure for a document
before writing in earnest. The outline for
a document may be displayed graphically
as a tree structure or may be pasted into
the document in a more traditional textual
way with each ‘level” of the structure
being further indented.

k.
Computer Concepts Ltd

Gaddesden Place
Hemel Hl.‘:IH]JHI."iI.f.I
Herts HP? 6EX
Tel D442 63937

® Substitutes. Commonly used phrases or
long words may be assigned to special key
combinations.

® Multi-line footers, headers and
footnotes.

® Table making facilities.

® Text mode. For quick text only printing
or for driving printers other than those
supported by GDOS—even daisy wheels.
® Mail merge. Multiple field records may
be merged with a document as it is printed
allowing such things as personalised letters

L

Package includes Installation details
Price £69.00 (inc VAT and postage)

® Calligrapher works with the Atari 520
5T (with some restrictions on the number
of fonts and the dictionary) and on the
1040 and Mega 5Ts. It also sSupporis both
Mono and colour medium res. monitors.

|_VISA |
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Using GEM from the C language

Graphics
and

Random Numbers
in the third part of

e

Ll
LN

Steve Pedler’s series i

This is the third part of this series
which looks at the use of the §T°s GEM
interface from C. In it we shall take a
third (and for the moment final) look at
the graphics functions available from
GEM and add another demonstration to
the program we have been developing.

The accompanying listing is for the
fourth demo. You will see that there are
two additional global declarations for
functions returning WORDs and a few
lines added to main() to allow the new
demo to be called. Once you have got
this typed in and successfully compiled,
pressing any key (other than the space
bar) at the end of the third demo will call
the function demo#(). To exit this demo,
press either mouse button to rerun the
whole program, or both buttons together
to exit back to the desktop.

DEMONSTRATION 4

The purpose of this demonstration
is to draw a series of ‘wireframe” globes
having a 3D effect. To make things more
interesting the globes will be of different
sizes scattered randomly over the screen.
It starts off with the declaration and
initialisation of some auto variables. The
variables color and max_color limit the
colors used in drawing the globes, so that
only the color indices 2 to 7 inclusive are
used. This is solely out of personal
preference, and you can use the full
range of colours (1 to 15) if you wish.
Variables max_rad, high_x and high_y
impose limits on the size and position of
the globes and again can be changed if
you wish.

‘36  Page 6= Issue 30

“Demo 4 - Globes

The next five lines should be
familiar by now as we have used these
functions before. The function
vsL_color() is one of the attribute
functions, and sets line (as opposed to
text or fill) colour. It has the same
parameters as the related functions
vst_color() or vsf_color(). The next
group of lines use a function we have not
met so far. The problem with this
demonstration is that we don’t know
exactly where a globe is going to be
drawn, since we are using random
numbers to determine size and position.
The result is that a globe drawn near (for
example) the left or right edge of the
screen might ‘spill over® the edge. In this
case part of the globe will be drawn on
the opposite side of the screen, which
doesn’t look very impressive.
Alternatively a globe at the bottom of the
screen would overwrite the title of the
demo. We could get round this by
ensuring that the positioning of the
globes was such that they could never
approach the edge, but then they would
tend to all be concentrated in the centre
of the screen. What is needed then isa
method of restricting — or clipping —
graphic output to a defined area of the
screen. It won't come as a surprise to
find that GEM provides exactly that
facility.

The function vs_clip() setsup a
graphic clipping rectangle. It is called
with the following parameters:

vs_clip( device handle, clipping flag,
rectangle coordinates array )

The coordinates array is an array of
four sixteen-bit words. The first two
words contain the x and y coordinates of
the upper left corner of the clipping
rectangle, while the second two words
contain the coordinates of the diagonally
opposite corner. When the function is
called, it will restrict graphics output to
within this defined rectangle. The
clipping flag simply indicates if clipping
is enabled or disabled. If it has the value
1, clipping is enabled; if 0, clipping is
disabled. Note that on first opening a
virtual workstation clipping is disabled.
The clipping rectangle used in this demo
uses the whole screen except for 10 pixels
at the bottom, which is where the title is
printed.

We now enter the main loop of the
function. Each pass through the while
loop draws another globe, then checks to
see if the user has pressed one of the
mouse buttons. If a button has been
pressed, the while loop is terminated and
the function waits in another loop until
the button is released again. It then
disables the clipping rectangle in case it
interferes with the output of one of the
other demos and finally returns the
number of the button(s) pressed to
main().

THE MAIN LOOP OF
THE DEMO

This is straightforward. Each pass
through the loop, the size of the globe
and its position on the screen is
determined by three calls to calc_num(),
discussed further below. The fill colour

——
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is then set to zero (background colour)
and the function v_ellipse() is called,
which draws a filled ellipse on the screen.
Since the fill colour is the background
colour, the result is to clear an area of the
screen where the next globe is going to
be drawn. If this isn’t done, the new
globe overwrites the old one which tends
to look a bit of a mess. In fact, if
remember my geometry correctly, what
v_ellipse() draws is not an ellipse (a
shape which has two centres, not one as a
circle does) but an oval, which can be
thought of as a circle which has different
radii in the x and y planes. Be that as it
may, the function is ecalled with these
parameters:

v_ellipse( device handle,
centre x coordinate, centre y
coordinate, x radius, y radius )

As indicated above, this function
uses fill attributes. Clearly, if the x and y
radii are the same you get a circle - or do
you? The answer is that you do in low
resolution (and probably also in high
resolution, though I haven’t been able to
try it) but definitely not in medium
resolution. You may have been
wondering why we aren’t using v_circle()
for this purpose if we want to draw a
circle. I originally wrote this demo as a
stand alone version to run in any
resolution, and I found that in medium
resolution v_circle() didn't clear the
correct area for the new globe. This is
due to the shape of the pixels which are
more or less square in low and high
resolutions but are significantly taller
than they are wide in medium resolution.
If you use v_ellipse() with identical x and
y radii in this mode you get a
pronounced oval, not a circle. The
people who implemented GEM for the
ST must have realised this problem with
medium resolution, and ensured that
v_circle() would draw a true circle, not
an oval. Consequently, v_circle() does
not clear a sufficient screen area in this
mode and v_ellipse() must be used
instead. Although this demo is intended
for use in low resolution, I have left it as
v_ellipse() in case you want to try
converting the demo to run in other
resolutions.

Having cleared the way for the new
globe, the line colour is set to the current
value in the variable color and
temp_radius is initialised. The function
v_ellarc() is then called to draw the
outline of the new globe. This function is
analogous to v_ellipse() except that it
uses line rather than fill attributes, and is
supplied with two extra parameters to
enable part of an ellipse (i.e. an elliptical

/& Part I of denonstrations of the use of GEN from "C° &g
f# By Gteve Pedler for Page & Hagazine, England =/

/% The following lines should be added to the source code publ ished in the
previous issuss of Fage & =/

/% new global declarations =74

WORD calc_numil, demodi)j

/% new maini} function - substitute this function for that
found in the previous version, so that the fourth demo can be called #/

mainlld
i

)

HORD cj

init_gemidg
whilm! #inished '=0 1{
cehmmsl 4§
1#( cmmX 8
finished=0) break;
¥
c=deno2 i)y
LFl =3 } {
finished=0; breaky

cmdemo3 ] §

ifl cemSPACE | {
finished=0j Brsak

¥

cedamad (1§

ifl cemX §
finished=0j brmak)

% naw lines &7

3
finish_gemily

el

tration #4 - draw a seriss of globes —————— L4

WORD demcdd{)
L9

WORD centre_wx, centre_y, perm_radius, temp_radius, coler,
wtarta, stopa, clipl & 1, cj

int ma=_coler, snax_rad, high_s, high_yi

starta=0j
stopa=l400

color=3g f# Thess I paransters nay be changed for =/
maw_colar=7j fu different =ffecte &/

maK_rad=S0)

high_y=180)

high_x=303;

Setpallete! ald_pal 1

v_clrwki work_hamdls )j

vat_height{ work_handle, &, &dum, bLdum, Sdum, Sdum )j
vat_color( work_handle, 1 i)

v gtext{ work_handle, 8, 198, "Demo 4 - Globes™ 1)
val_color( work_handle, color 1§

elipl © J1=1)

clipl 1 J=1;

clipfl 2 J=318j

clipl 3 I=1%0j F% s@t wup & graphice clipping =/
va_glipi work_handle, 1, clip 1) /# rectangle =/

but ton=og
while! butten==o }
perm_radius=calc_numi 10; mas_rad ) /% calculats ths =7
centre_==calc_numi 12, high_s 1§ f® I paramsters nesded =/
centre_y=calc_numi 12X, high_y }) 7+ for sach globm &7

vaf_ealer( sork_handls, © }j
v_mllipse( work_handle, centre_s, cankre_y,
pErm_radius, peres_radius )j

w8l _color{ work_handls, color 1)

temp_radius=pers_radius-5;

¥ _@llarci work_handle, centre_sx, centre_y,
pern_radius, perm_radius; starts, stopa 1)

whilei| tenp_radius>d 1 {
v_®llarc( work_handle, centre_sx, centre_y,
pern_radius, tesp_radius, starts, stopa T
w_mllare( work_handle, centre_w, centre_y,
tenp_radius, perm_radius, starta, stopa Y]
temp_radius-=5§ /% noter this is

‘temp_radius=temp_radius-5° =/

}

}

colar+s]y

if( colarimas_color | colors3Z)

wO_nouse | work_handle, kbutten, tdum, Ldum 1)
¥
c=huktong
while! button !=0 3

vo_mouse!( work_handle, Sbutton, Ldun, Sdum }j
¥
va_clipl work_handle, O, clip ¥j /% disable clipping rectangle =/
return [cly

/% calculate the centres and radius =/
WORD calc_numi small, large

int small, large;

£

doubile val_mawx, val_temp, ret_nusj
int randomg

val_man=Z1l474E3&4T . 0f

(& sdsssmes MOTED if your compiler uses lé<bit ints rather than the 32
bits used by Lattice C, the "magie number’ val_max should be changed
to 3Z7eT.0 - this is very important! sssssssss &/

random=randi{iy /& C library function for random numbers =/
wal _temperandomsval _mas;

et niums [ a.-.l._t.gpii;rg- I+Emall g
return (WORD! ret_nong

e
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Y CHRISTMAS SALE
BUY WHILE STOCKS LAST

525" COMPUTER DISKS . BULK PACEED . TOP QUALITY

SUNARO
S~

EN

Cheques/P('s Access aumber to:-

SUNARO SOFTWARE(P6)
P.0. BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF
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arc) to be drawn if desired. These two
parameters (starta and stopa in this
program) are the beginning and end
angles for the arc, and are expressed in
tenths of a degree. By setting them to 0
and 3600 respectively, we get a complete
circle (this is similar to v_pieslice() which
we used in the first demo in this series).
There is of course a similar function
which uses fill rather than line attributes;
this is v_ellpie() which has exactly the
same parameters as v_ellarc().

We now enter a second while loop in
which the interior lines of the globe are
drawn. Function v_ellare() is called twice
each pass through the loop to draw a
series of ovals with steadily decreasing
radii in both the x and y planes. It is this
which gives the wireframe 3D
appearance. The loop terminates when
temp_radius becomes zero or less than
zero. The value of color is then
incremented, and if it exceeds max_color
is reset to 2.

USING RANDOM
NUMBERS

It only remains to discuss the
workings of the function calc_num().
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Two parameters are passed to the
function, which are the minimum and
maximum values of the random number
to be returned. To generate the random
number I have used the function rand()
which is part of the ANSI standard for C
and therefore should be part of the
standard function library in all
compilers. It returns a random number
in the range zero to the maximum
positive integer value for the compiler.
This is an important concept, since it
means that with Lattice C (used to write
this program) which uses 32 bit integers
the range of numbers returned by rand()
will be 0 to 2,147,483,647 — hence
val_max is set to this figure. If you use a
compiler which uses 16 bit integers, you
should change this tigure to the
maximum positive integer value
obtainable, which is 32,767.

If we divide the number returned by
the call to rand() by the maximum
positive integer value, we obtain a
number in the range 0 to 1. This number
must be a floating point number,
otherwise the decimal part will be
discarded. Therefore val_temp and
val_max are declared as doubles.
Multiplying this figure by the upper

limit and adding the lower limit gives us
a figure in the range we want. Since this
is still a double, it is cast to a WORD
before returning it to the calling
funcrion.

I don’t claim this is the best way of
generating random numbers, but it
works for this program. If you use it in
other programs, one thing to beware of is
that the maximum value returned by
calc_numy() is not the upper limit you
pass to it, but the upper limit plus the
lower limit value. You may need to
adjust the upper limit parameter
accordingly.

LOOKING AHEAD

In these three articles we have now
looked at a reasonable selection of the
graphics functions available from GEM.
Other than the number and variety of
different functions there is nothing
particularly remarkable about any of
them — though the GEMinterface does
make them éasy to use. In the next article
in this series, we should start to look at
those functions which make GEM really
stand out, namely the construction and
use of windows, menus and dialogues. o
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LATTICE C

Version 3.04

Metacomco
£99.95

Reviewed by
Matthew Jones.

Some time ago I reviewed the
Lattice C compiler but Metacomco
have now released a new version which
is a major revision, including many
more features. As a regular user of the
compiler, I was very pleased to receive
the new version as it has many new and
very powerful facilities,

The manual is now a massive 3em
thick, with about 700 pages. It covers
all the new features starting with
general information about using the
compiler, the language definition and
the way it uses the computer, the
compiler options, and how to use each
of the new utility programs — Debug +,
Ed, Krsc, Link, Make and Menu+.
The complete C system library is
covered together with GEM library
functions and there is a bibliography,
error messages, recent changes,
example programs and finally customer
Support.

The three disks supplied provide a
complete C programming environment,
Two automating systems are provided:
Menu + which is suited to
development of single source file
programs (lots of them), the latest
version of which solves minor problems
that have been found as well as adding
more functionality (like a program
path) and Make which is the only sane
way of managing a multiple source file
program — again it has been improved.

A new GEM version of ED uses all
the old keystrokes of the text mode
version, but allows editing of four files
simultaneously — generally a great
improvement. [t does have some
problems however, like the inability to
copy a block from one buffer to another
— you have to write it to disk then read
it back. The compiler has more
facilities to improve it, and it now
supports the proposed ANSI standard
‘void’ and ‘enum’ types, argument type
checking, and complete structure
passing (call by value).

Krsc is a GEM resource editor,
written by Kuma, as reviewed by
myself in a previous issue. As I said
then, Krsc is a very capable program.
Link is the linker from GST, as
supplied in the previous version.

Debug+ is totally new. Itisa

symbolic machine level debugger. It
has definable macros, which allow you
to perform complex interrogations of
your data, and the best thing of all is
the “backtrace’ macro which allows you
to wait for your program to bomb, and
then find out the sequence of calls and
parameters which caused it, I cannot
give a complete description, but if you
are stuck with SID, buy this —it's
invaluable,

Over half the manual is used to
describe the library functions, All sorts
of really useful functions have been
added, which [ became jealous of on
the IBM PC, and now have full access
to on the 8T. New functions include:
qsort() — sorts any size array, getfnl() -
gets filename list (reads a directory in
one go), time(), fopene() — open a file
with environment search, getdfs() — get
disk free space, getft() — get a file’s
time. Many of these can be done
yourself with Gemdos calls, but isn’t it
nice to have it done for you? There are
many more — about 340 functions
altogether.

Also included on disk is the source
for the startup code so that you can
customise it. The libraries are provided
in two forms, one for GST Link, and
one for Link68 — the rival linker (not
supplied).

If you don’t already have a C
compiler, then you cannot get better
value for money than Lattice C version
3.04. If you already have Latrice C,
then you can upgrade for a reduced fee
to a much improved package. If you
already have a compiler, and are
looking to a more capable compiler
then look at Lattice. Note that while
Lattice C is not the fastest to compile,
it does produce code that is generally
very fast. Personally, I have found it
very reliable, and the support is good.

Owerall, Metacomco have
produced a very professional system.

SUPER

DIRECTORY

Michtron U.K.
£24.95

Reviewed by
Matthew Jones

It came as a bit of a surprise to me
to find that Super Directory from
Michtron U.K. (formerly Microdeal) is
actually quite good. As regular readers
will know, I have become rather
disenchanted with their utility products

(especially Sprite Construction Kit),
but this is an exception. Super
Directory is a disk organisation
program, allowing the quick location of
a file in a collection of disks.

Don’t think that I am totally won
over though! The same old manual
writer has had a go at this manual
which starts off by explaining a few
terms, like records and fields, but
explains it all backwards. Also included
is an awfully off-putting mathematical
explanation of ‘sets’ which adds to the
confusion. Once it has passed the silly
stage however it does have useful
information, covering the main
features.

Super Directory is a GEM based
application. The main operation
revolves around dialog boxes. The
main dialog has a list of files in a large
box, with buttons on the right hand
side to select options. To add a disk to
the directory the ADD button is used.
This produces another dialog with a
‘disk number’ field in which you can
enter a three letter code to identify the
disk with, a “disk to read’ field, and the
number of records free (dependent on
memory — 3415 records (files) on my
512k machine). When vou elick on OK,
it reads each directory on the disk, and
reads all the disk file information. You
are then left in the ADD dialog ready
to add another disk. When you have
added your disks, you are given a
sorted display of the files. The sort can
be done according to various categories,
including disk, filename, extension, and
time. You can scroll up and down the
display, and select individual files. Each
file can have a remark and a category
added (to facilitate sorting by user
type). You can FIND a particular file,
or type of files, and then move to the
next in the list found.

The most useful is the PRINT
butten which allows you to get a
printout of your information in various
formats (full pathnames, full remarks,
filenames 3 across, pathnames 2 across,
remarks 2 across), and according to the
current search pattern. The printout
allows you to refer to the information
outside of Super Directory.

The information read from the
disks can be stored on disk for later
retrieval. If the file gets too big,
subsections can be filtered off into
other files.

Super Directory is not brilliant,
but does do its job, and is not hindered
too much by the manual. If you need a
program to keep track of your disk
directories, this program certainly
merits examination. ]
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FLASH

ANTIC Software
£39.95

Reviewed by
John S Davison

Isn’t it strange how some software
feels ‘right’ almost as soon as you boot
it up? I had that feeling with FLASH, a
communications program from Antic,
and after using it for a while I can
honestly say that my initial impression
was correct.

For £39.95 you get a cardboard
bookform package containing a single
sided disk and a 60 page instruction
manual. The latter is clearly written,
but I did find some topics a little
fragmented. The program disk isn’t
copy protected, so you can easily make
a backup copy or install it on a hard
disk. Thank you, Antic, for this
sensible policy.

Installation is simple, in fact you
could, if necessary, run a comms
session with the disk as supplied,
however, you'll probably want to
personalise it to suit your way of

_ working and that’s very easy to do.

Like most communications
programs, FLASH has two modes of
operation, known here as terminal
mode, and capture buffer mode. You
can quickly switch between the two
with the press of a mouse button. It's
from terminal mode that you conduct
an online communications session with
a remote computer system. Capture
buffer mode is FLASH’s offline control
mode, where you can examine and
manipulate the contents of the capture
buffer, set up and edit various control
files and parameters, and so on.

FLASH can be driven in several
different ways: through the keyboard,
using full command words,
abbreviations, or Alt/Key
combinations; or by using GEM’s
mouse and menu facilities. As you
become familiar with FLASH’s
facilities you can progress to quicker
ways of working — a nice design feature.

There are over 60 commands to
learn, but you’ll only regularly use a
small subset of these. The manual
includes an alphabetically organised
reference section, which briefly lists
and explains them all and there’s also a
Help command available giving
on-screen assistance with the most
often used features.
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TERMINAL MODE

On startup, you find yourself in
terminal mode. This screen isn'ta
GEM screen, so there’s no mouse and
menu options. Normally, anything you
key in here gets transmitted. Current
terminal parameter settings (such as
baud rate, duplex, etc.) are shown on a
status line at the bottom of the screen.
This line also displays a real time clock,
which can show either time of day or
elapsed time — an extremely useful
feature.

You may wish to issue a FLASH
command from this screen, so to talk to
FLASH rather than the remote system
you have to first press the INSERT
key. This turns the status line into a
command input line. Following input
of the command, the line turns back
into a status line again. Neat design and
quick to use!

FLASH’s terminal mode screen is
a true 80 x 24 configuration in medium
resolution. It can also operate at 80 x 48
in high resolution, but I couldn’t try
this as I don’t have a monochrome
monitor. I found the display to be clear
and perfectly legible, thanks mainly to a
sensible choice of screen colours and
text font.

CAPTURE BUFFER MODE

Capture buffer mode presents you
with a GEM screen, so permitting
mouse and menu control. Its simplest
function is to give you a window onto
the capture buffer. This is a large area
in memory into which you can choose
to automatically store anything
appearing on the terminal mode screen
(either keyed in by you or received
from the remote system). You can
switch into capture buffer mode at any
time and view anything that has
scrolled off the terminal screen.

But capture buffer mode gives you
much, much more than this. It has
built-in word processor-like facilities,
allowing you to create, edit, and save or
transmit all or selected parts of the
buffer, those parts being defined by
block start and end facilities. You can
then save, delete, print, transmit, copy,
move, or even append a block toan
existing file. There’s also a search
feature, permitting you to quickly
locate a specified character string in the
buffer. And you can insert an existing
file into the buffer at the current cursor
location. All this gives you fantastic
flexibility for offline preparation of

items for transmission, saving you
money on expensive connect time and
phone charges.

Capture buffer mode is also used
to customise FLASH for your own use.
It has facilities for setting up one or
more “dial directories’, which hold the
names and phone numbers of your
favourite bulletin boards and services.
Assuming you have an autodial feature
on your modem, dialing a service is
reduced to a couple of mouse clicks.
Obviously, different services have
different terminal configuration
requirements, so FLASH allows you to
define configuration files and load them
in when needed.

AUTOMATIC

Probably the most impressive
features of FLASH are its built-in
automation facilities. Rather than key
in commands singly, you can batch
them together in ‘DO files’ using
capture buffer mode facilities, so they
look like a program or macro. They
may then be saved on disk and executed
when required via the DO command.
DO files may be nested to three levels,
giving the potential for some pretty
fancy processing.

A DO file can be linked to a phone
number in the dial directory, and is
executed automatically following
successful connection with that
number. You can also arrange for a DO
file to be automatically executed
immediately following boot-up.

The DO file can contain a mixture
of FLASH commands, modem
commands (for intelligent modems)
and data to be sent to the remote
system. You can also perform such
things as redial of engaged numbers,
test for character strings received from
the remote system, pause for a specified
time interval, wait until a specified
time, and many other useful functions.
It's possible to completely automate an
online session, for instance to dial a
service at a given time, log on, look for
your mail, download it, save it to disk,
log off, and sound a bell to tell you it's
finished. I've tried many of these
functions and they all seem to work.
Now I know why it’s called FLASH!

Another way of automating
FLASH is via programmable function
keys. You can define up to 20 of these,
each one having a string of characters
assigned to it. These can be FLASH
commands, or anything else you want.
The manual wasn’t clear on maximum
length allowed, but it appears to be




around 80 characters. If yvou need a
longer length you can link function
keys together using a ‘GO funiction key’
command as the last part of a given
function key string. The end result is
that you can input the whole character
string in terminal mode by pressing just
one function key — very useful for
log-on sequences, for instance. The
definitions may be saved to disk and
loaded in whenever required.

BULLETPROOF ...

FLASH is advertised as having
‘bulletproof” file transfer facilities. It
handles ASCII or XMODEM transfers
directly to/from disk, and has facilities
for varying parameters to suit a wide
range of remote system requirements. I
can't verify it is bulletproof in all
circumstances, but it has certainly
worked successfully on the downloads
I've tried so far.

Another feature worth mentioning
1s FLASH’s translation table facility.
This allows you to do such things as
access bulletin boards designed for
specific non-Atari machines, and to
handle any strange control characters
which might otherwise drive your Atari
crazy. Another use would be to
implement a simple form of
encryption/decryption between two
FLASH users having the same
translation table, i.e. a basic security
systemn. Translate tables, like all other
customisable features in FLASH, may
be saved to disk and loaded in as
required.

IN CONCLUSION...

My overall assessment of FLASH
is that it’s an inspired piece of
programmuing. It’s reliable, easy to use,
offers useful features rather than
gimmicks, and sells at a reasonable
price.

The main fly in the ointment is
that it doesn’t support PRESTEL type
systems. However, it works OK in V23
mode (1200/75 baud) on text only
systems — at least, it does with my
Miracle W S4000 modem. The other
(admittedly esoteric) missing feature is
the ability to handle auto-answer — you
can’t dial into your own system from
elsewhere to access or upload vour own
files. However, Antic have recently
released an accessory package which
adds exactly this feature and much
more besides. If they could do the same
with PRESTEL type support, FLASH
would be unbeartable, But if you don’t
need this, it’s a winner anyway! 5

K-ROGET

Kuma Software
£49.95

Reviewed by
Matthew Jones

For many years I have had by my
desk both a dictionary and a thesaurus
for when I am writing. Every so often,
I find myself thinking ‘is that really
how it is spelt?’, but even more often,
‘there must be a better word’. A
thesaurus is a dictionary of synonyms —
words with similar meanings. The
thesaurus I have is small, never seems
to have the word I require and it takes
time to search for more alternatives. I
have always thought that this was an
obvious task for my computer.

K-Roget, by Kuma, is designed to
provide just such a facility. I started
eagerly by reading the 18 page manual
but soon became lost as it switched
from topic to topic so let me try and
give you an idea of the program
without the manual. K-Roget is
installed as a Desk Accessory. To select
a word, you select the K-Roget aption
in the desk menu and then type in your
word. If you have K-Word 2, you can
use a menu option to send the current
word to K-Roget automatically but this
option is not available with other
software, K-Roget will search its files,
and produce a list of similar words.
Three slider bars allow access to more
words, the top bar selecting alternative
references (e.g. broadside is in with
synonyms like flank, salvo and great
gun), another bar selecting different
paragraphs about the current reference,
and the third selecting new ‘heads’.
The ‘heads’ next to that located for you
are generally related to the subject. For
instance the ‘heads’ next to ‘untruth’
are ‘truth’ and ‘maxim’, followed by

‘absurdity’ and ‘igrioramus’.

You can move around in the
subject you are interested in quite
easily. Another nice feature is that some
of the suggestions are multiple words,
e.g. “scholar’ has the suggestion ‘man or
woman of letters’ and ‘academic
circles’. If K-Roget cannot find the
word you are looking for, it lists words
that are spelt similarly, so you do not
have to know the precise spelling to use
it.

Once you find a word, you can find
more alternatives by clicking on it in
the window to select it. Also available ix .
an history feature, which allows you to
see all the words you have looked at in
this session. If you are using K-Word
2, then you also have the option to send
the current word to replace the existing
one but with other applications you will
have to note the word and insert it
manually.

I have recently used the new
Wordstar Professional 4 which comes
with Word Finder and is, to my mind,
very much easier to use than K-Roget,
but is harder to look around similar
subjects. I find the controls of K-Roget
frustrating, as the slider bars are not
fully implemented (you can drag, and
click on arrows at the end, but not click
on the shaded part) and you cannot
double click to select and find a new
word.

The manual is adequate but a bit
of a struggle — everything you need is
there but it seems very disorganised -
but once you have the program
installed and can understand the
terrminology, use is intuitive, K-Roget
needs two 1 megabyte disks or a hard
disk, or a RAM disk, (though it is
supplied on three single sided disks).

Overall, K-Roget provides some
good alternatives to most words, and if
you do any writing, it is well worth
locking at. ]

much more.

ST STOP for PD SOFTWARE

PAGE 6 began collecting public domain soft-
ware for the Atari FIVE YEARS AGO and was
the FIRST to gather together PD software for
the ST. We have an incredible collection of disks includ-
ing languages, games, utilities, demos, graphics and

We don’t throw in everything, we select the very best, so if
you want the best in PD software ask for our catalog.
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST16 1DR
i or phone us on 0785 57005
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CYBERSTUDIO

Cyberstudio CAD 3-D may be the
most advanced of the many graphics
packages currently available for the
Atari ST, It is a program which allows
one to draw “flat’ two dimensional
shapes and objects and transform them
into ‘real’ three dimensional objects
with depth. For those who may have
logged a few dozen hours on the
original CAD 3-D (version 1.0) there
should be little difficulty in adjusting to
the new version. Version 2.0 requires
one megabyte of RAM therefore if you
own a half-megabyte Atari you will
need a memory upgrade in order to use
this program. It’s not an unreasonable
suggestion, for this program it’s worth
buying a memory upgrade!

CAD 3-D 2.0isan
‘object-oriented’ graphics program
which allows one to create three
dimensional drawings and place them
in a three dimensional universe. CAD
3-D creations may also be output as
screen images and saved in either
Degas, Neochrome, or C.O.L.R.
Obiject Editor formats. They may even
be printed as hard copy. Then, using
the Cybermate animation/ editing
program, which is included with CAD
3-D 2.0, groups of sequential frames
can be created and your objects can
move with smooth animation. Using
the optional new Stereotek Liquid
Glasses, objects may also be viewed in
breath-taking stereo.

When the program is first
booted-up we see the familiar
drop-down gem menus across the top
of the screen. The left third of the
screen is the ICON CONTROL
PANEL and the right two-thirds of the
screen consists of the four VIEW
WINDOWS which are used to look at
the 3-D Universe, The CAD 3-D
Universe is a transparent cube and all
objects created by CAD 3-D appear
inside the cube. The windows labelled
TOP, RIGHT, and FRONT (which
can be flipped to BOTTOM, LEFT
and BACK) correspond to the various
faces of the cube. These windows are
fixed and cannot be moved, unlike the
fourth window which is labelled
CAMERA. The CAMERA window is
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Has ANTIC Software
developed the ultimate ST
Graphics package?

like an actual movie camera on a ‘boom’
located outside the universe’s cube, It
is able to move to any position — near,
far, over, under or around.

There are three ways to begin to
create an new object. The first way is to
use the PRIMITIVES ICON. It
allows you to create basic shapes and
offers you the choice of SPHERE 1,
SPHERE 2, SPHERE 3, TORUS,
CURBE, or WEDGE. You may also
choose to create an original object
through the EXTRUDE or SPIN
functions. EXTRUDE operates like a
| a0 T G e i e T A

‘worth buying a
memory upgrade’

RSt i e L T b LY B e )
jigsaw, allowing a shape to be cut out as
if you were cutting a shape from a piece
of wood. After Extrude cuts the shape,
it adds depth. You can then alter the
thickness and size using the scaling
tools. SPIN creates an object of
revolution as if you were to create it by
using a lathe. After the outline of an
object is drawn on the Spin screen, it is
spun to create depth.

When using Spin or Extrude you
are brought to separate work screens.
These work screens contain their own
sets of drop-down windows which
provide tools to aid in producing

objects of greater accuracy. Once an
object is created it can be rescaled,
manipulated or placed in a group of one
or more other objects as a single
element of a greater construction. After
your object is created the ROTATE
and SCALE slider bars at the top of the
screen allow you to rotate your object
{or objects) either vertically or
horizontally and then scale them to be
either smaller or larger.

Using the camera window, vou can
ZOOM in or out, change the
PERSPECTIVE or ROTATE the
camera. These functions only affect the
camera’s point of view and don’t
change the actual objects. Using the
OBJECT JOIN icon, you can join
objects together in a variety of ways to
create a third, unique, object.

The next set of icons allow for
moving objects within the ‘cube’
universe. You can DRAG objects to
any location within the non-camera
windows as well as reposition them in
relation to any other object. You can
also rotate objects in three different
ways, Center Pivot Point Rotation is
used to rotate objects around the
imaginary center point of the 3-D
universe, Group Pivot Point is used to
rotate objects around an imaginary
point in the center of the object, and
Arbitrary Pivot Point allows one to
rotate objects around any selected point
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Sidewalk £19.95
Skull-Diggery £19.95
Starglider £24.95
The Pawn £24.05
Extensor £19.95
Phantasie I11 £24.95
Guild of Thieves £19.95
Terrapods £24.95
Publishing Partner £159.85
Indiana Jones £24,99
Superbase Personal L9095
Back Pack £49.00
Fast Basic £89.90
Bureaucracy £34.095
Metro Cross £19.95
Goldrunner £24.95
Roadrunner £24.99
Plutos £14.95
Mouse Trap £14.95

Arari 1 Meg drive L 1859.00
Eidersoft Hard Disk 20 mb L699.00
Cumana 1 meg drive £155.00
Cumana 2 meg twin drive £265.00
Philips 8533 Medium-Res

Colour monitor £285.00
Casio CZ2305 kevboard L£269.00
WE4000 modem £168.00
Special Offer
Atari 500k Disk Drive £99.95
Branded /guaranteed Unbranded
3.5" 85/DD £1495 35 55DD L£12.00
35"DSDD £19.95 35°DSDD £16.00

DISK BOXES

1.5" x 40 lockable
1.5" x BO leckable

£ 995
£14.95

WE WON'T BE BEATEN ON PRICE
PLEASE PHONE US NOW FOR THE BEST
DEALS ON 5T's

within the 3-D universe.

There are also separate Icons
which allow even more precise control
over changing the positioning of
objects, their size or their relationship
to one-another on the screen. Double
clicking on the SUPERVIEW icon
creates a full screen, 16 colour, low
resolution display of the CAD-3D
composition from the same view point
of the camera window., It is this image
that is used when you elect to save to
Degas, Neochrome or C.O.L.R
formats.

A new feature in superview mode
allows you to use the mouse to rotate,
zoom, change the perspective, or bank
the camera angle, in real time while the
image shown in superview is in
wireframe mode. Clicking once on
superview brings the super view mode
setting menu to the screen. It allows
you to load a Degas picture into the
background, display the image in stereo
for Stereotek glasses, change the images
from object oriented to a pixel image
background and change the mode of
the colour image displayed.

All objects which are displayed are
affected by lighting. By clicking on the
LIGHTING icon a control box
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appears which allows you absolute
control in position and intensity of
three different light sources and an
ambient light. The ESTABLISH
SCALE icon allows to choose a scale of
measurement to use later with the
OBJECT MEASUREMENT icon and
the TAPE MEASURE ICON. With
the Object Measure icon, you can
rescale an object by editing it’s length,
width or height and with Tape
Mesasure you can measure the distances
between icons. The final icons control
the animation facilities which record
sequential image files for plotter/
GDOS output or animation files for the
Cybermate system.

Cybermate is an advanced
language which animated CAD 3-D 2.0
creations. Using advanced delta
compression techniques, Cybermate
transforms a one megabyte ST into a
ten megabyte frame buffer. Thousands
of animation frames of 3-D objects can
be stored in RAM and played back at
speeds up to sixty frames a second (24
times faster than a film).

Cybermate also allows the addition
of sound effects or music (created by
the very competent G.I.8. T Sound
Editor) to the 3-D films.

CONCLUSION

CAD 3-D 2.0 is exceptional value
for money, it's an incredibly advanced
and useful graphics program made as
user-friendly and convenient as
possible.

Creative use of CAD 3-D can
design impressive logos, breathtaking
special effects in film or video, brilliant
images for use with Degas or
Neochrome, well designed 3-D sprites,
as well as many other inventive uses.
CAD 3-D 2.0%s restrictions appear to
be only the bounds of the user’s
imagination. ®
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Zoomracks I

John S Davison takes a look at the
latest version of one of the most
original computer databases

Zoomracks, the innovative
database program for the ST, first
appeared over a year ago. Its flexibility
and unique visual interface based on
the idea of cards in racks (like those
used by employees for clocking in and
out at work) made it very easy to use.
Now Microdeal are marketing a Mk I1
version offering even more facilities.
They’ve also launched a companion
series of ‘Starter Kits’ designed to get
either version of Zoomracks into
productive use in double quick time.

Zoomracks 11 is supplied in a
substantial A5 ring binder containing a
command reference card, a function
key template, a single sided disk, and a
fully indexed 150 page User Guide.
The Guide’s tutorial style is designed
to get you using the package quickly,
and the disk contains online tutorial
and help facilities for use if you get
stuck later.

The program is driven mainly by
menus appearing across the bottom of
the screen. Selections operate as
‘toggles’ — making a given selection a
second time reverses the action of the
original, returning you to your starting
point. Selections may be made with
keystrokes or by positioning the cursor
over the required item with cursor keys
or mouse. Certain features are
implemented via function keys, which
can be a little confusing until you’re
familiar with the program.

A card holds up to 27 data fields,
each up to 250 lines by 80 characters
long. Each card is held in aslotin a
rack with just the top line showing, so
you can see what it contains. A rack can
hold thousands of cards, with actual
capacity depending on the amount of
data on each card and your 8T’s
memory size, as a rack has to fit
completely into memory. A gauge at
the bottom of the screen shows how

much free memory remains at any time.

A rack may be named and stored
on disk just like any other file, but with
an extender of ZRX. When requested,
Zoomracks displays the rack names — in
a rack, of course! So the overall
Zoomracks database structure is as
follows: a disk is a rack of ZRX files, a
ZRX file is a rack of card records, and a
card is a rack of data fields.
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CREATING A DATABASE

A rack is created by defining a
‘template’, which names and positions
the card’s data fields. Field type and
length don’t have to be specified, as all
data is ASCII, and the length is.... well,
as long as you want it! The template
generates blank cards into which you
simply key the data (of any length)
when prompted by fieldname. This is
repeated until all required cards have
been set up. It’s unbelievably easy!

Zoomracks IT's editor has a
number of wordprocessor-like facilities
to help vou enter and edit data. In fact,
you can use it like a simple
wordprocessor for producing notes and
letters. Input mode is switchable
between insert and overtype; you can
delete data by character, word or line;
there are cut, copy, paste and replace
facilities at rack, card, field or line level;
margins can be adjusted and text
reformatted to fit; lines can be split and
joined at any point and tabs can be set.
Also, there’s a facility for pastng
current date and time into a field.

RETRIEVAL AND
UPDATE

Data retrieval is where the “zoom’
part of the program’s name becomes
evident. You use the program rather
like a zoom lens on a camera, in this
case to get closer and show more detail
of your subject data. After loading a
disk you select a rack from the
displayed disk rack. This rack then
loads and zooms you into rack level
detail, showing the top line of each card
in the rack. If you then select a card the
program zooms you into card level
detail, showing individual data fields.
Finally, if the field holds more data
than actually shown on the screen, you
can zoom in again to display the whole
field.

If a rack, card or field is too big to
fit on one screen you can scroll up and
down to find the part you want.

Unfortunately, Zoomracks isn't GEM
based so there are no scroll bars.
Scrolling is performed by different
methods depending on the current
zoom level - very annoying in practice.

With many database programs,
making changes to an existing database
can be a painful experience. Not so
with Zoomracks. You have complete
flexibility to change field positions,
add/delete fields, and alter the amount
of data displayed for each field, as well
as altering its length or content. And if
you mess up the format changes there’s
an ‘Unde’ command to put everything
back as it was. Cards may be added and
deleted easily, too.

Up to nine racks may be loaded
into memory at any one time. You can
quickly switch between them, or even
display multiple racks on the screen
simultaneously, with Zoomracks
automatically compressing the data to
make this easier, if required.

MATHS AND MACROS

Zoomracks IT's mathematical
capability is restricted to the four basic
arithmetic functions. You can use it like
a calculator, with numeric data input
from the keyboard or picked up from
any field on the card. A semi-automatic
mode permits the summing of all
numbers in a field or the same field
across cards. Results may be put back
into the card if required. Further
automation may be obtained using the
macro facilities described below.

A macro is a collection of
commands or frequently used text
which can be set up in a special macro
rack and invoked by a two key
abbreviation. The rack holds up to 27
macros, and may be saved for future
use. A disk may hold mulriple macro
racks, but only one may be loaded in at
any given time. Creating macros is very
easy — the first one I tried (admittedly a
simple totalling operation) took about
30 seconds, and it worked first time.



Macros operate on single cards or a
specified number of cards from a given
starting point — you don’t have to
process the whole rack in one go.
Zoomracks can also automatically load
a default macro rack and even execute a
specific macro at boot-up time. A
simple macro language is included to
help you produce quite slick macro
procedures, as demonstrated
convincingly by the online tutorial
supplied.

PRINTING

Zoomracks can print to a screen
for checking layouts, a printer for hard
copy, disk (in ASCII formart) for input
to other programs such as a
wordprocessor, or internal field buffer
for pasting elsewhere in the database.

Print layout is specified by the use
of “forms’, allowing you to customise
the printout’s appearance. A default
form (same as the card layout) is
automatically provided, and this may
be edited to produce your own
customised version. Page layvout
parameters such as page length,
margins, offset, headers, footers, page
numbering, and datestamp may be
specified as well as positioning of fields
anywhere on a page. Data may be
printed one card per page orasa
continuous report. It's not quite as
sophisticated as some database
programs, but adequate for most

purposes,

CONCLUSIONS

Zoomracks I represents a
refreshingly different approach to ST
database applications. Once you've
mastered its quirky mix of keyboard,
function key and mouse input it
becomes simple to create, use, and
maintain many basic home or business
applications. A gquick look at the
contents of the Starter Kits should give
a good 1dea of what's possible.

For more advanced applications its
limitations in the search, sort and
arithmetic areas could cause problems.
Also, I found the lack of disk utilities a
pain. You can’t even list a complete
disk directory from within Zoomracks -
the disk rack facility shows only
Zoomracks files! But having said that
there’s still an awful lot it CAN do. In
fact, it could well be the only database
program you ever need, .

If you're a Zoomracks user and
can’t spare the time to set up your own
database applications, then these
inexpensive starter kits from Microdeal
at £9.95 each could be just what you
need. Basically, they're sets of
Zoomracks templates, sample data,
macros, output forms and hints files
which you can load and use straight
away, They’re designed to work with
Zoomracks I or I1.

Each disk holds a large number of
different application racks, with each
rack being pre-loaded with a few
sample data cards for that application.
You build on these to form your own
customised databases.

Each rack includes a comments
card describing each field in the
supplied template for that rack. Ifa
template doesn’t quite fit your
requirements, the amazing flexibility of
Zoomracks allows you to immediately
add to, delete from, or otherwise
modify it — even though it already
contains data,

Having a database doesn’t
necessarily mean you've got a usable
application. You need to be able to
rapidly manipulate the data, produce
reports from it and maintain it. This is
where the supplied macros and output
forms come in. Once again these may
be modified and your own added until
the applications are exactly as vou want.

ZOOMRACKS STARTER KITS

If you put all the home
applications on your ST you’d spend
all your waking hours updating them!
Still, they give ideas of what can be
done, and all of them are probably
useful to someone, somewhere,
sometime. The ones of interest to me
seemed to work OK, and were adequate
for their purposes. In addition to the
templates there are 43 output forms
provided for producing reports and
listings from the different racks, but
only three macros. i

There’s a lot in the Business
Starter Kit also with most of it looking
suitable for general office use or at least
providing the basis for developing vour
own applications. Some areas (such as
Invoicing, for instance) would probably
require considerable modification to
meet individual needs. The kit also
includes 47 output forms and 10
macros, the latter handling such tasks
as adding items and calculating the
remaining balance on an invoice.

Overall, I think the Starter Kit
concept is excellent. Not only does it
provide ready made applications for
your ST, but it could also give you
ideas for using your ST in ways vou'd
never previously dreamed of. At £9.95
each the kits are great value and I'm
sure all Zoomracks owners will find
something in the series to interest
them, ®

HOME STARTER KIT

Conrains templates for:

1 Appliance Records
! Appointment Calendar/THary
Book Catalogue
Checkbook Balancing
Clothes Sizes
Computer Disk Index
Cookery Recipes
i Cookery Recipe Index
Correspondence Log
Credit Card Details
Family Contracts
Family Health Records
Freezer Inventory
Fruit Canning Records
Gift Log
Home Inventory
Information Sources
Investments
Items Loaned Log
Mames and Addresses
Mewspaper Clipping Index
Pets and Veis Log
! Phone Gall Log
! Prescription Log
Record Catalogue
Restaurant Log
! Sewing Index
Shopping Lists
Special Offer Coupon Log
Storage Log
Subscription Log
Videotape Catalogue

BUSINESS STARTER KIT

This one includes templates for:

Appointment Calendar Diary
Area Codes (USA)
Assets

Chegues

Company Details
Correspondence
Customer Details
Customer Orders
Employee Records
Expenses

Inventory

Investor List

Invoices

Meeting Agendas
Memos

Names and Addresses
Office Files Index
Office Forms Catalogue
Office Procedures
Payables

Payroll Details
Phone Log

Price Lists

Prospect List
Purchase Orders
Shippihg Log

Things To Do List
Vendor Quote Details
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LANGUAGES.

GFA

THE BASIC

BASIC
COMPILER

As a programmer who learnt the BASIC language many
years ago but then left for the brave new world of C, the
opportunity to review GFA BASIC was an interesting chance
to see what BASIC has been getting up to since I left.

GFA BASIC comes in a video cassette style box, and
includes a 293 page ring bound manual and a single floppy
disk. The disk contains two versions of the BASIC (both
unprotected — please don’t abuse), a full featured one for
program development, and a run-only version to allow you to
give away or sell your programs.

IT DOESN'T USE GEM!

Being a normal user, the first thing I did was not study
the manual but run the BASIC program. [ have had my 5T
since the first shipment hit the U.K., and since then have
become very familiar with the GEM interface, using windows,
icons, menus and mice. When I ran GFA BASIC therefore I
had quite a shock. GFA BASIC is a standard rext mode
program, though it does use a mouse. I fully expected to find
GFA BASIC using windows, but having used it for a while, I
have to admit that even without windows, it still presents a
good environment to work in. GFA uses a ‘Command line’
menu at the top for mouse selections which is similar to a drop
down menu but nothing drops down! There are ten options,
doubled up to make twenty. Clicking on the command text, or
pressing a function key (shifted for the extra ten), activates the
command. Commands include load, save, run, program check,
search, replace and block functions, as well as options like
insert and overwrite mode toggles, and (on monochrome
screens) a 50 line mode.

The BASIC program is not entered in the traditional
form with line numbers, but is entered with one command to a
line and automartically ‘tabbed’ within loops (GFA isa
procedural BASIC, also incorporating DO...LOOP,
REPEAT..UNTIL and WHILE...WEND). A nice touch 1s
that keywords can be differentiated by automatically
capitalising the first letter. I did miss a scroll bar to reflect the
current position within the program and to provide easy
movement to anywhere in the program, but for those who do
not like GEM, this may be not be a problem.

IT DOES USE GEM!

GEM is not neglected by the program though, for whilst
the programming environment is not GEM based, very good
provision has been made within the commands for
incorporating GEM into a user’s program. As an example, it is
possible to define an array of text strings, which can then be
used with a command to build a proper GEM menu bar across
the top of the screen. Activating the menu is then just a case of
using the command ‘ON MENU GOSUB’. The user must
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Reviewed by Matthew Jones

know a bit about the GEM system, but other commands allow
much more transparent access to GEM facilities, like the
window commands, and an alert handler. So the programmer
who wants to use GEM is not held back by GFA (an interface
to the heart of GEM is provided if you want to sidestep or
enhance the standard facilities).

GFA BASIC is not just about working GEM however, as
a lot of new and useful functions have been added to make
programming in BASIC a lot easier and more powerful. I
cannot include them all, but for a few examples: access to the
address of a variable, and passing of pointers to procedures;
single operand maths functions like ADD A%..5 (which is
twice as fast as LET A%, = A, + 5); graphics primitives
(lines, boxes, circles, ellipses); chaining of other programs;
date and time functions; structured file read /writing and
random access files; PRINT USING:; form inputs (limiting
input to a set length); local variables in procedures; reading of
all mouse actions (x,y, buttons, leaving/entering boxes); sprite
definition; sound command; upper/lower case of a string;
blitter type block moves; screen save/Testores; an
‘approximately’ equal to comparison; and both user and
supervisor mode POKE functions (byte, word and long sized)
for twiddling within the computer. I can’t cover them all here,
and I haven’t included the more basic (no pun intended)
functions that have been added. Overall this is a function
packed BASIC.

THE MANUAL

Considering the number of functions and the general
power of GFA BASIC, it is a great pity that it is let down by
the manual.

Despite its size, and at least one page per command, it
does not give as much information as I would have liked, and
it is often not very clear, partly because of its (obvious)
German translated origin. Another point is that it has been
printed on a bright red paper, a technique used to stop
photocopying. I tested this and found that with a bit of
experimentation, the photocopy was easier to read than the
original manual! Glentop told me they were doing a new
manual, and may be dropping the red paper. I hope that
existing owners will be able to send back their manual with a
SMALL fee to upgrade to a new one. At the current time, the
manual is a disappointment, but it does contain all the
information — you just have to spend a long time finding it as
there is no index.

CONVERTING PROGRAMS

My experiments with the system included an attempt to
convert an old 8 bit Atari BASIC program (*Martthews Label
Maker”) to run on the ST. GFA provide a program which
converts Atari ST BASIC programs (with line numbers and
multiple statements per line), and converts it to a file suitable



Software for the ATARIST

Art Directar £49 895 Film Direcior E£59 95
Deadline £22.9% Q Ball £19.95
The Pawn £24 95 Warzane £18.95
Red Alert £24 95 ST Protector £19.95
Winter Games £24 95 GFA Basic £59.95
Galf £29.95 Roadwar 2000 £24 95
Time Bandit £28.95 T-R-I-M £89 a5
Sundag £29.95 ST Accounts £150.00
Major Motion £19 95 Syperbasze £99.95
Deep Space £34 95 4Bman £113.85
Slarghder £24 95 Music Studio £29.95
ST Karate £19.95 Degas Elte f69.95

emple of Apsha Colourspace £19.95
_ Inlogy £24 95 Caghiink Accounts £295.00
strike Force Harrier E24 85 wioamm o f£49 a5
World Games F2495 y (B | he £99 95
Karate Kid || £24 95 Fastcom £49.95
Trivia Challenge £1995 Fleet Sireet Publisher £115 00
GFA Drafr £33 95 prohibition £24.95
Gauntler £24.95

PRINTERS. . PRINTERS. . .PRINTERS

Including EPSON ® BROTHER e Panasonic
® MANNESMANN TALLY o Microperipherals
STOP PRESS!
Call for details of NEW Mannesmann MT910 LASER PRINTER
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9a.m.-5p.m.

MANY ST SYSTEMS
AVAILABLE FROM 3
STOCK - CALL FOR DETAILS
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SPECIAL OFFER

520 STFM + GFA DRAFT
SOFTWARE &
MANNESMANN TALLY PIXY
3 PLOTTER £653.95
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520STM inc. Mouse £199
1040STF inc. Monitor £595

SVa" ssonwaron £7.90 | ws2000 £125.00
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3" £1.95 egq. | Auto-dialiAuto-answer £195.00

SUPERTEC LTD. corRNWALLIS HOUSE. HOWARDS CHASE. BASILDON, ESSEX SS14 3BB Tel (0268) 282308

for GFA BASIC (single command per line, using labels in
gotos). After a few unsuccessful runs (the program picks up on
FORs in REMs), the program was in a form suitable for
reading into GFA BASIC. It seemed too good to be true, and
was, for my original program seems to have had some
convoluted system of conditional NEXTs in it, and I gota
‘procedure in a loop’ error, which meant I was totally unable
to use my original (I can’t remember how it works any morel!).
This may not be typical though, and if I were to write it again
today, I would make much more use of the structuring
capability of languages like GFA BASIC.

A set of public domain programs for GFA BASIC is also
included, which really show off the program to its best. Some
are quite astonishing (for instance an animation of a horse by
blitting), and if I hadn’t run them myself I might not have
believed they were written in BASIC (and interpreted BASIC
at that). More GFA BASIC programs are available from other
public domain sources,

THE COMPILER

The separately bought compiler comes in the same style
box, with a 31 page manual and disk. Compiling is very
simple. A dialog is presented which shows the possible
options, and when you have chosen you select a file to compile,
then a file to save it as, and then it is done. Simple as that. The
available options are: whether the program can be stopped by
pressing the Shift/Alternate/Control keys together (and how
often checks are made for them); whether integer overflow will
be trapped; whether run-time error messages are text and

number or number only; whether bombs are to be trapped
(e.g. erroneous instructions which cause three bombs can be
stopped and made to create an error 103, and thus detected by
ON ERROR GOSUB). All the options can be specified in the
source code if desired.

Only a few commands cannot be compiled, and they are
only because they are not applicable (like LIST and SAVE).
No separate compilation is possible, so it is not possible to
split your code up into smaller files, but this is not too much of
a drawback. The only requirement for distri buting the
compiled code is that you acknowledge GFA BASIC.

CONCLUSION

GFA BASIC is a very capable programming system, and
would be quite suitable for any level of programming, from
beginner to very advanced. Itisa pity that GEM is not used
when writing programs, but not having it probably contributes
to the claimed interpreter size of only 55k, and the program is
quite usable anyway. The only drawback to GFA BASIC is
the manual, but this may be replaced soon. The compiler is a
nice option, but with the run-only version of the interpreter
supplied, only the commercial user will need it as the
interpreter does a very fast job on its own. If GFA BASIC is
representative, BASIC has come a long way in the last few
years,

GFA BASIC interpreter and compiler cost L£45.95 each,
and are available from: Glentop Press Ltd, S, tandfast House,

Bath Place, Barnet, Herts, EN5 5XE -
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ST GAIMES

YOUR MISSIONIS....
SHOOT EVERYTHING!

more games for your ST

JUPITER PROBE

Microdeal
£14.95

Reviewed by
John Davison jnr

Your mission in Jupiter Probe, the
latest release from Microdeal is to fly
above the surface of Jupiter sending
back photographs. However, a hostile
race of beings whose only desire is to
destroy Earth is trying to stop you from
discovering the dark secrets of Jupiter.

The mightiest powers on Earth
have united and supplied three scout
ships with which to scour the surface of
Jupiter. These ships are equipped with
twin laser cannons and a limited
number of ‘advanced features’. These
advanced features are Ultrasonics,
which cause a disturbance in the area
around your ship, thus destroying all
aliens in your vicinity, and Shields
which protect your craft from enemy
fire for a short period of time.

As you can probably tell from the
above, this is yet another shoot ‘em up
game. In fact it is very much like many
other games of this type. Vertcal
scrolling, nice bold graphics, neat
soundtrack, lots of aliens and plenty of
action. Considering this game is “yet
another vertical scrolling shoot ‘em up’
it does have a surprisingly impressive
pedigree. It was programmed by Steve
Bak who was responsible for many
superb games including Goldrunner
and Karate Kid II.

The graphics were done by
someone I’ve not heard of before, Chris
Kew. Now don’t get me wrong, they’re
good but there’s just something not
quite right about them. The many
craters, mountains, rivers (on
Jupiter!!!?) and ground bases are all
well drawn and very colourful, however
they appear to be very ‘chunky’.
They’re good, but on the ST I expect
something a little better.

The sound is, in most respects,
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excellent. Like many other games at the
moment, Jupiter Probe contains
sampled speech, however it is not very
clear and only says a few things. The
speech warns you whenever a
formartion of aliens or a mutant space
craft (one which can’t be destroyed by
the Ultrasonics) is approaching. [t also
tells you which advanced features have
been awarded at the appropriate
moments. The Jupiter Probe theme
music was written by Rob Hubbard,
and is considerably better than his last
attempt on the ST — Goldrunner.

The game is very playable as it is
just about the right difficulty level for
most people, making it fairly hard but
not impossibly so. Control is with
either mouse, joystick or keyboard.

Jupiter Probe is a good value for
money game, the price (£14.95) being
something which I hope to see more
often from both Microdeal and other
software companies. ™~

R e S e o]
‘a good
value for money

game’
R T 7 S DRSNS

LIBERATOR

Microvalue/Tynesoft
£12.95

Reviewed by
John Davison jor

Liberator is yet another
vertical scrolling shoot ‘em up at a
reasonable price. This time your job is
to “search the five Colonial prison
planets and free the Federation
refugees who are being held captive by
the rebel Altarian Storm Troopers and
androids.™

Before loading the game I was not
really sure what to expect. I read
through the instructions, which
incidentally are a bit longer than your
average MicroValue instructions
(almost a whole side!!!) and discovered
that it really was just another shoot ‘em
up. You must guide you T.H.G.C.
{Tactical Hover Gun Craft) through
the enemy controlled terrain and
liberate the imprisoned Federation
members. Basically what you have to
do is to shoot at all of the aliens that
descend on you from all directions, and
hover over large ammo boxes to




CRAFTON & XUNC

ERE/Infogrames
£24.95

Reviewed by
John Davison jnr

The year is 2012 AD and the
possibility of a global war breaking out
on Earth is high. All of the sparial
colonies are threatened, and if the
Central Galactic Control Computer is
destroyed all life will disappear on the
dependent planets.

You play the part of Crafton, an
Android who specialises in dangerous
missions and you are accompanied by
Xunc, a creature known as a
podocephale who is like a head sitting
on top of a foot. Your mission is to
penetrate the research centre protecting
the Control Computer and avoid the
catastrophe. Well, there you have the
basic story behind the game.

In play, ‘Crafton & Xunc’ is fairly
good. The screen layout is similar to
that of many arcade adventures,
showing the proceedings in 3D, You
view each of the many rooms within the

replenish yvour supply of ‘bombs’.
When you eventually reach the prison
cell you must shoot out the cell gates to
release the prisoners. You must then
teleport to the next planet avoiding the
“T'ime Space (Gates’ (at least that what
the instructions say, I've never actually
seen the Gates).

The graphics in Liberator aren’t
bad, but as with many of the budget
games they are not amazing. As you fly
above the surface of the planet the
rather dull background scrolls by fairly
smoothly. I think that possibly the
most graphically impressive things in
Liberator are some of the alien
creatures. Each sprite, although not
very well animated, is very well drawn
and extremely colourful, especially the
large spherical orange aliens which look
suspiciously like the old ‘Corona’
adverts on TV.

The sound in the game is fairly
bad. There is a pretty awful multi voice
background tune, which fortunately
can be turned off and some puny sound
effects which aren’t really worth
mentioning,

Liberator isn't bad, but it isn’t a game I
would rush out and spend thirteen
pounds on. ™

LLEL

research centre from above one of the
corners, making the room look like a
diamond shape. The rooms each
contain many objects, such as tables,
chairs, settees, plants and usually
something hostile, be it alien robots or
green haired punks! All of these objects
are very colourful and well drawn, thus
giving the game a very pleasing look.

The sprite which you control is
fairly well defined, as you can see all the
major features such as his face, arms,
legs and his red bobble hat wobbles
about when he walks. “What!?’ you may
well ask, ‘an Android wearing a bobble
hat!” Yes, Crafton wears the bobble hat
to cover up his topless head. According
to the comic book which accompanies
the instruction sheet, Crafton’s

skullcap was misplaced, and then eaten
by Xunc your (faithful!?) companion.
But enough of that, it is not really
important to the game.

As you roam about the research
centre you will come across many
different objects (as mentioned above).
Most of these objects are movable, so
moving cupboards away from walls can
sometimes reveal hidden doorways.
Also, hostile robots which chase you
around can be trapped by cutting off
passageways with tables or chairs. In
addition, you will meet a few people
during your exploration, including
green haired punks and various blonde
haired women, who will do their best to
stop you doing any more exploration.
Furthermore, there are some ancient
looking scientists who must each be
interrogated to obtain part of a secret
eight figure code, which will eventually
give you access to the central computer.

The sound in “Crafton & Xunc’ on
the whole is not bad, the music at the
beginning is fairly catchy, and the
sound effects throughout the game are
above average.

Overall not a bad game with some
nice touches and new ideas, although I
do think that it is a little overpriced. w»

TEE UP

Anco/Artworx
£9.95

Reviewed by
John Davison jnr

Tee Up is a game with an identity
problem. The box claims to be “TEE
UP from Anco’ and the title screen of
the game claims to be ‘HOLE IN ONE
from Artworx’. Oh well, never mind.

Tee-Up, as you can probably tell
from the title is a golf game, and to be
quite honest, it is not very good. When
most ST owners think of golf games
the first to spring to mind are
‘Leaderboard’ from Access/U.S. Gold
or ‘Mean 18’ from Accolade. Well,
Tee-Up is absolutely nothing like
either of these. No flashy animation or
three dimensional graphics here! Your
view of the proceedings is from above
(a very long way above) and you cannot
actually see your golfer, just the ball.

Each hole is one screen in size and
usually has a good scattering of trees
and water. I say usually because that is
only in the eighteen holes provided on

create your own holes with the supplied
construction kit. The ‘fairway editor’ as
it is called, is possibly the only
redeeming feature of Tee-Up. Creating
a hole is just like painting a picture.
You can have different sized brushes
for drawing the water, rough, sand,
fairway and green, and you have preset
shapes for the various trees, etc. The
different holes you create can all be
saved out to disk so you can make up
¥our own course or copy real courses.
Apart from the construction kit, I
can’t really say much more about
Tee-Up which is positive, other than
the fact that it is cheap. I don’t really
think it is really worth trying to save a
few pounds in this case, if you want a
good golf game save a little more and
buy either Leaderboard or Mean 18. ¢
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TNT

Infogrames
£24.95

Reviewed by
John Davison jnr

TNT is the latest release from the
French company Infogrames and is
possibly their most impressive yet.
Those of you who have played
*‘Commande’ or ‘Ikari Warriors’ in the
arcades or on other micros will
probably feel at home with “TINT" as
it’s a sort of cross berween the two.

My copy was a pre-release version
so I didn’t get any documentation, and
therefore I'm not sure what the
ultimate aim of the game is, however
your primary task would appear to be

to shoot, knife or grenade anybody who
moves! Upon loading the game you are
greeted by a reasonable picture of a
soldier with the game logo.
Accompanying this picture is a very
good piece of music, in fact it is some of
the best I’ve heard so far on the ST.
The French composer, Charles Callet
would appear to be perfectly capable of
equalling anything which either Rob
Hubbard or David Whittaker have

PLUTOS

Microvalue/Tynesoft
£14.95

Reviewed by
John Davison jnr

Yet another ‘budget’ release from
MicroValue, this time it’s a vertically
scrolling shoot ‘em up, and not a bad
one either!

This game will be a right doddle to
all the Goldrunner freaks out there, but
it is still quite an enjoyable game. The
graphics are quite good, showing the
large mother ship you are flying over
mostly in different shades of grey. On
later levels you will fly over large
framework structures and around built
up areas casting long looming shadows.
The alien attackers are each very well
drawn, especially the circular shaped
ships on which the shading changes as
they rotate, making it look as if the light
is just catching the flat area of the craft.
All of the alien ships fly in formation
and are very smoothly animated. The
scrolling is very good, the huge mother
ships move slowly by without any
flicker whatsoever.

The sound in Plutos leaves a little
to be desired. The few sound effects
that exist are not terribly good but they
serve their purpose. Some music might
have been nice, though.

The main selling point of Plutos
will be the fact that it is extremely
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playable. One of the main reasons for
this playability is that upon losing a life
you do not die. Instead, your small
spacecraft becomes a ‘shadow’ (just an
putline) and you may continue playing
the game, until a few seconds later you
turn back into your spacecraft again.
This is a great idea, as with most shoot
‘em ups it is most annoying to have to
go back to the beginning of a level if
you lose a life.

As with most games of this type,
there is not much of a plot. Just a
typical ‘you must fly above the
enormous mother ship destroying the
weapons installations and the enemy
spacecraft’. To finish a level in Plutos
you must ‘blind the Sentinel’. The
Sentinel is the very last part of each
mother ship, and here you must blast
away at its eyes whilst it is trying to get
you. If you fail, you will have to repeart
the previous level, however if you
succeed you will be awarded a five
thousand point bonus, and you
progress on to the next level.

Two player action in Plutos is
simultanieous, i.e. both players are on
the screen at the same time. Players
cannot shoot each other but they must
compete for fuel and points. This little
feature makes two player games much
more enjoyable, as you fight it out for
the sparsely distributed fuel icons.

Owverall, Plutos is a fairly good
game with several nice little features
not found in other games. [ quite like
it, but it’s not amazing though, so
check it out before buying. *

produced and these are two of Britain's
foremost computer musicians!

You move onto the first game
screen, 4 Very pretty swamp, drawn in
some nice pastel shades. The swamp
water appears to move slightly around
the reeds, and then a large helicopter
flies in from the bottom of the screen,
dropping a lone soldier and then flying
off. This lone soldier happens to be
you! Selecting a machine gun using F1
you move on into the jungle, and
suddenly enemy soldiers start running
towards you from all sides shooting and
lobbing grenades. You mow down a
few with your trusty machine gun and
then finish off a small group with a well
aimed grenade. Continuing on you
come across many more soldiers until
eventually vou reach the end of the
swamp. The helicopter then picks you
up and takes you to level two. The next
level loads in revealing a jungle in the
middle of the night along with another
very good piece of music. In all there
are four levels, each graphically more
impressive than the previous one, and
each level having it’s own exceptional
piece of music before you begin.

In the final version you will have
five weapons, a machine gun, a rifle,
grenades, a knife, and a flame thrower.
You can only carry a limited amount of
ammunition and grenades, so you must
use your weapons carefully. The flame
thrower can be used only once per
level, however it was not implemented
on my copy. [ understand that on the
production version it will act as a form
of ‘smart bomb’, frying all of the enemy
soldiers that are on the screen at that
particular time.

The sprites in TNT are more ‘in
proportion’ than those in other games
of this type. Each soldier can be seen
carrying his weapon and wearing
camouflage gear, with a back pack and
beret. My only complaint about the
game is that the sprites sometimes
flicker a bit.

The scrolling is superb, because
whereas most scrolling games at the
moment only scroll a relatively small
proportion of the screen, TN'T
manages to scroll the full screen
extremely smoothly. When I see
scrolling of this quality it sometimes
makes me wonder what other software
companies must be doing!

TNT, looks, plays and sounds
superb and I expect that the finished
version with the simultaneous two
player option should be even better. By
the time you read this it will probably
be out, so save your pennies! .

More on page 52
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Cyber Studio Presents . . .
Your Own Living CAD 3D Works of Art!

Cyber Studio for the Atari 1040 ST is an exciting real-time package which combines
the versatile CAD 3D 2 with Cybermate, an advanced animation facility.

Cyber Studio provides you with the tools to create a virtually limitless range of 3D
Images - from cartoons and science fiction fantasy fo designing a car or landscaping
your garden! The package is ideal for illustrating the various dimension of objects
viewed from different angles and plane - invaluable for both educational and
practical usage.

Dimensioning can be either in metres or feet, allowing for relational scaling between
objects and real world situations. Additional features include arbitrary rotation points
and a custom colour rendering sysiem with up to 16 colours. Total control of light
sources enables you to cast shadows from your objects - just like natural lighi!

The Cybermate animation facility allows you to view complex objects in a continuous
sweeping movement, showing all possible perspectives. Just imagine it . . . design
your own house or castle - then fly round your creation for a bird's eye view!
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SOI'TLINL
— the ultimate software support service
If you've dreamed of having access fo a helpling where your
Questions are answered by technical expers, receiving
advance warming of upgrades, fips on bugs, regular newsletiers
+» YOUF prayers are answered! Subscribe for £19.95, and
all your Electric Software packages will be covered by
the Softine support service, Join now!
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£149-00

You Created it . . .

Now Join In
— In Fabulous 3D

Wanl to get right in with the action on
your screen? Well, now you can! These
amazing Stereotek glasses will give you
a startling view of your software, a 3D
depth of vision you won't believe! As well
as your screen adventures, enjoy your
education and business presentations in
glorious 30 too! Simply plug these hi-
tech glasses into the cartridge port of
your Atari 1040 or MEGA ST and get a
whale new perspective on [ife.

INC. VAT,

o

ELEGTRIC-BISTRIBUTION-8 GREEN-STREET-WILLINGHAM-CAMBRIDGE-CR4 oA

TELEPHONE: 0954 61258 TELEX: 81113 [PMPROE G FAY: (1954 80318

Cyber Studio is a trade mark of Antic. Al et trads Frarke are sbredatnd
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Hacker 11
Activision
£24.99

Reviewed by
John Sweeney

Hacker II starts just like Hacker.
You are presented with a blank screen
headed:

* H2-PLUS VERSION 1.0 *
LOGON PLEASE:

- Never fear, it is even easier than
Hacker to get logged on. In fact
whatever you do you will be logged on
and then interrupted by a message from
the Director of Special Agents in the
CIA, asking for your help to combat
international terrorism by obtaining a
copy of the ‘Doomsday Paper’ from a
Siberian Military Complex!

Fortunately you don’t need to
travel to Siberia yourself — they have
managed to infiltrate the complex with
three MRUs ( Mobile Remote Units -
remote control robots really) which you
can use from the comfort of your own
home computer.

After a couple of screens of
introductory information you are
presented with the display you will use
for the rest of the game. This consists
of four small screens arranged in a
square and taking up most of the
screen, and a control panel at the
bottom. Apart from a few keyboard
inputs at particular places in the game
all interaction is performed by pressing
the buttons on the control panel. For
this purpose they provide a small hand
at the bottom of the screen which can
be controlled by whichever input
device you prefer — keyboard, mouse,
joystick depending on your machine
and your mood.

The four screens can be used to
display a number of different views.
You can look at the current view from
any of the 38 cameras placed at
strategic points in the corridors and
rooms of the military complex. You can
look at what either of the monitors is
showing as they scan through all the
camera views. You can look at a video
recording of what any of the cameras
recorded yesterday. Or you can get a
bird’s eye view of your MRU and the
surrounding rooms and corridors.

The game takes place in real time.
As the seconds tick away on the various

52 Page 6 - Issue 30

on-screen clocks you can see the guard
making his rounds, the monitor
activating the cameras, your MRU as it
passes in front of a camera, and the
destruction of your MRU as it is
turned into scrap metal by the
Annihilator!

Your MRUS start in a safe room.
You can take control of one and move it
out to explore, but there are lots of
ways of triggering alarms — the result is
always the same — the Annihilator!
Once you have worked out where you
are and how to control all your systems
be sure and get the annihilation scene
up on one of your screens so you can
view your demise.

The game has a number of stages.
First you must master all the controls.
The introductory screens give you a
little help, the 32 page manual
(Multi-Function Switching Matrix
Operator’s Manual Volume 1) will also
help a little, but mainly you have to
find out for yourself! Second you need
to learn how to survive outside your
initial safe room, avoiding the guard,
the monitors and the annihilator, Third
you need to map the complex. Once
you have done all that, you can get
down to the serious business of trving
to solve the game! :

Solving the game basically
requires working out how to open the
vault undetected. There are codes to
crack and traps to avoid, and you are
not helped by the fact that your
equipment is faulty and breaks down
bit by bit so that you end up having to
drive your droid in the dark! You will
need to understand ALL the controls
on your Multi-Function Switching
Matrix, study the introductory screens
in detail, and work out how to manage
with only four displays — to start with
four seems more than enough but you’ll
soon wish you had more. Even when
you think you have finished there is a
sting in the tail which will keep you
busy for another hour or two.

My only slight quibble would be
with the price. I usually reckon I am
getting my money’s worth if it works
out a a pound an hour or less. Maybe I
was lucky in working it all out, but
Hacker II cost me well over two
pounds an hour. However I thoroughly
enjoyed Hacker II and have no
hesitation in recommending it to all
thinking games players. One of its best
aspects is its sheer originality. It is so
refreshing to find a game which can't
easily be fitted into any existing genre. o

Shuffleboard/Pool

Diamond Games
£14.95

Reviewed by
John Davison jnr

Two games on one disk for £14.95
on the ST! “What a bargain!’ you may
think to yourself. Well, er, sorry fellas
but this ain’t really a bargain, because
the games themselves seem to have
something just not quite right about
them.

POOL looks very nice, in fact the
graphics of the table and everything on
it look most impressive. There are
plenty of options to choose from
including loading demo games from the
disk and changing the colour of the
table. The balls are all animated very
nicely and the direction algorithms all
seem to be fairly accurate as the balls
act almost exactly as you would expect
them to. So what’s the problem? Well,
it's playing the game, and above all the
control of your cue, as it’s so difficult.
The review copy I received didn’t have
any instructions with it so I had to
work it out for myself. It would appear
that first you move the cue up to the
ball and rotate the cue around it (by
moving the mouse left or right), then
once the cue is in position you must
pull back on the mouse to define the
amount of power required, and then
push the mouse forwards! You may be
thinking, ‘what’s so difficult about thar?
Well just you try it! It's VERY difficult
to get used to.

SHUFFLEBOARD, I am led to
believe is like curling. The screen
layout is very pleasing with a three
dimensional view of the alley taking up
most of the screen and an overhead
view on the right hand side. Now, from
what I can make out you have to slide
weights down an alley (similar to a
bowling alley) into scoring zones at the
far end. If your opponent’s weight gets
in the way then you can knock it out of
play. Whenever I play it I can’t help
thinking, ‘well is that it?’, and I always
arrive at the same answer — YES!
Shuffleboard isn’t a bad game but I
would imagine that the real thing is
much more enjoyable than the
computer version.

It's a pity really because these two
games could have made an excellent
package if Robtek/Diamond would had
spent a little longer on them. ®
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The leading North West
Specialist ATARI Dealer
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This Company has given years of full support to ATARI users Countrywide from their retail shop
premises at Ormskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same
Excellent service to all Mail Order Customers.
All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items
so that returned goods, and all the attendant frustration are a thing of the past. All Hardware is
supported by our own ‘ON SITE’ engineers, therefore quick turn round on all repairs is Guaranteed,
All prices quoted are fully VAT inc. and there are no 'hidden extras’, what you see is what you get.
Prices include delivery. Phone for latest Prices/Releases.

520STM Packages...........ccooruunens PHONE

10405TF+Mouse
s [ R £480.00
10405T F+Mouse
+Hi-Res Mon
Lo, PRiry i VTR SLIE £580.00

+Colour Mon
3 TRy A e e £780.00

5% D/S
D/D 46TPI
Per Disk ................E188 |....... £0.80
T0cBasks S EIBEA | oallq £6.50
10 Disks+Plastic
lik case ...E£17.60 | ........£7.50
100 Disks +Cases .£150.00 | ...... £60.00
500 Disks +Cases .£650.00 £280.00

All Disks are covered by an
unconditional lifetime guarantee,

We also stock a full range of quality
P/D ST Software at £3.99 per Disk
Send SAE for catalogue.

1Meg Upgrades are available for the
520STM. These are our own design
and are very simple to fit,

Using the same board, all ST's can be
Upgraded to 2mg or 4mg. So no need
to sell your 520 just Upgrade to a
Mega ST using our board.

1Meg Upgrade (STFM....occovennnn. £70.00
1Meg Uparade (All 5T's)+Board £150.00
Upgrade Boards......c.c.uconneneecssnes £120.00
2.5Meg Upgrade +Board.............PHONE
4Meg Upgrade +Board.........cccu. PHONE

If any of the above Upgrades are
purchased with Hardware then deduct
£5 from total.

All Hard Disks come with Utilities to
cure the 40 Folder problem + Backup
Utilities, Fast Read Write etc.

repair all Hardware in minimum time
at competitive rates. Please ring for a
quotation, All repairs carry a 90 day
warranty.

NEWLY IMPORTED

Imager. Easily fixed to your printer
it will digitise anything placed in the
printer and save to Disk to be used
with Dega, Elite etc. RRP £99.99,

All Printers, Disk Drives etc supplied
with cables etc. NO HIDDEN EXTRAS
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520STFM+Maouse
a4, | oM SRR £285.00
520STFM+Mouse
+Softwr
+1Meg Upgrade.......... E£350.00
5205TFM Mega Pack
520STFM+Mouse
+Softwr
+1Meg Upgrade
+1Meg 2nd Drive.......£485.00
Equal to 10405TF+%Meg Drive
+Modulator

For Med Res Col Mon add........ £299.00
For High Res Mono Mon add....£129.00

All Hardware is covered for 12 months
by our service dept. and is tested
prior to delivery to assure satisfaction.

-

We have a complete range of Software
in stock and fully tested,

We also stock a full range of ATARI
8Bit Hardware and Software including
the new XE range. Please ring for prices

PERIPHERALS
Triangle 1mg D/Drive..............£E139.00
Triangle 2x1mg D/Drive.......... £229.00
Pro Draw Graphics Tab“.......... £299.00
Cumana 1Meg D/Drive
All Drives come complete with Software

PRINTERS

Dot Matrix

Star ML1D cceueriieccenieiecinnenee. 240,00
ML10 Sheetfeeder.............ecevnene.. E55.00
National Panasonic.......cc.cceeeeee.. PHOMNE
| [ 07 e B e e M PHONE
MP135 Ayt e R - (3], [ =
LXB6 Tractor Feed..................... £19.00
LXB6 Sheetfeeder..........c.ooeeennnns £556.00
LQ800 24pin D/M....................£525.00
I e s e PHOMNE

DUST COVERS

COMPULETS .c.ouv s ssassissinnnnssissennces 3,99
MEnTEopE, S i e i e £4.99
DiskDrivess o ah £2.99
Printers.ln i e s e ey

IF IT'S AVAILABLE we have itl
Send SAE for full catalogue.

All Dedicated books and mags in stock

HARD DRIVES
T e[ e B SR R £560.00
Triangle 20mg Hard Disk......... £575.00
BDUPTE 200 e £550.00
30Meg (Cumana)............c.......... E699.00
40Meg (Triangle)...................... £799.00

Any Sufgware problems? Queries?
give us a ring we usually have the
answer

TO ORDER Simply send, or phone your order, stating Full Name, Address,
Visa or Access Nos, Cheque or Money order. Make payable to Ladbroke
Computing International, 33, Ormskirk Road, Preston, Lancs. PR1 2QP.

FOR MORE INFO CALL ON THE
ABOVE NUMBERS OR SEND SAE
AND STATE FULL REQUIREMENTS
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SUPER
CONDUCTOR

Microdeal
£49.95

Atari’s decision to fit a MIDI interface as standard to
their computers has lead to the ST becoming quickly
established as the premier musician’s micro. Products now
cover the whole range - from the full spec system used by top
producers and musicians, down to simple programs for the
novice.

Unfortunately most professional MIDI packages have a
suitably professional price tag, whilst the low cost packages on
offer tend to offer only the most basic facilities. Microdeal’s
Super Conductor is a MIDI sequencing package aimed at the
low end of the market but with many features which are
comparable with the more upmarket products.

TEN SONG BUFFERS

Super Conductor’s first screen displays a list of the songs
currently held in the ten song buffers. You can switch between
these buffers with the function keys F1 to F10 at any time
during editing. It is possible to play these songs in sequence
which could be very useful for live performance or demos!

Whenever Super Conductor needs a reference to a
position in a block or song, the Bar/Beat/Click format is used.
Every bar of the song is divided into beats, and every beat is
divided into 96 clicks. That is three times the resolution of the
MIDI standard, so it should be good enough for most people!

RECORDING AND PLAYBACK

Unlike many sequencer packages, Super Conductor does
not attempt to emulate a cassette recorder with the familiar
‘PLAY’, *STOP’, and ‘FAST FORWARD’ type buttons.
Instead, Super Conductor takes advantage of the fact that
most music is structured in some way; verse 1, verse 2, chorus,
verse 3 and so on. These sections are called ‘blocks’ and you
simply record a block for the chorus, and one for the verse and
repeat them as many times as necessary.

A Super Conductor block contains any type of MIDI data
including note events, aftertouch, controller changes, program
changes and pitch bend. Normally, these events are
accompanied by a MIDI channel number but Super
Conductor removes the channel information when the track is
recorded and so is able to reassign the MIDI channel on
playback. Each of Super Conductor’s sixteen tracks can be
assigned to any of MIDI’s sixteen available channels
(confusing, huh?). It is possible to assign any of the channels
to the internal speaker during playback if you should run out
of synthesizers although the usefulness of this facility is
restricted by the limitations of the 8T"s sound capability.
Personally, I would happily forego this option in exchange for
a metronome at playback since without one I found it difficult
to decide how accurate the timing of my latest masterpiece was
(or wasn’'t)!

Each track can be individually muted (silenced), but the
program lacks a “solo’ facility to enable you to quickly listen to
a track in isolation.

The Super Conductor editing screen displays sixteen bars
which represent the contents of each of the sixteen available
tracks. As blocks are entered into these tracks, you get a visual
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display of the structure of your song.

In use, I found it best to imitially record very small blocks
which could be later combined into larger groups as the song
required. You can insert, delete and copy blocks simply be
pointing to the required position and clicking the left mouse
button — couldn’t be easier!

EDITING

Super Conductor provides a comprehensive editing
facility which enables you to examine and alter the MIDI data
contained within a given block down to the finest detail, You
are presented with a screen which displays, in chronological
order, all of the MIDI events contained in a block, You can
insert, delete and edit these events as desired.

Although the editing facilities are very thorough, many
musicians are likely to be absolutely horrified by the sight of
all those numbers. I can’t help feeling that a graphical display
such as that used by the Steinberg Pro 24 would have been a
much better solution.

T e B e L R e £ R TR
Paul Huggett takes a look at one of the

most economical software packages for
musicians. Can good Midi software be
had at a reasonable price?

After a block is recorded, you can filter selected types of
MIDI data, transpose it, and quantize it (correct it for timing
errors). Quantization is a very useful tool which can make the
difference between a song sounding just ordinary or being

- ‘tight’. However, if you overdo it, you can easily end up with

something that sounds stale and mechanical. The ability to
filter data from a block can be especially useful if yvou have a
keyboard which transmits after-touch informarion — which
often wastes a vast amount of memory, Although these
functions perform their designated task perfectly, they suffer
from the disadvantage that they operate DESTRUCTIVELY
on the data itself. Once you have quantized or filtered a block,
your original data is irrevocably altered. The moral must be to
save your dara first!

DOCUMENTATION

Super Conductor is supplied with a comprehensive
manual which does an excellent job of guiding the user
through the program. It includes the complete MIDI 1.0
specification, an index and an appendix containing
descriptions of all the possible error messages — all of which
are very welcome,

VERDICT

There is no denying that this is a capable package. For a
low-cost MIDI sequencer it provides a comprehensive range
of facilities and good use of the GEM environment. On my
wish list would be the ability to have a metronome click on
playback - without one it is difficult to tell just how accurate
vour recorded performance was. I would also have liked to see
the ability to synchronize with an external clock — without it
synching to tape is virtually impossible,

A professional musician or producer would probably do
better to look at one of the more upmarket packages such as
the Steinberg Pro24 or the Hybrid Arts systems, but for the
amateur, the simply curious or for those who lack deep
pockets, I would not hesitate to recommend Super Conductor.
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Finally, thare's a parscnal computor thal Aot only solves problems ke otbar computers, but alia solves

the one profilem thal other computens have crasied, Atordability. Silica Shop are pesssd to prosant the
5T ramge ol pemsonal/business computers from Alari, The ST was designed wiilizing the most recent
braakihroughs in semicenductor technology, Fruducing a pssonal compubes thisl perfonms teake with
fewer parts. Which means il costs lesa 1o maki, And less to buy, The latest 5T compulers now includs
built in power supplies and bulh in d&k drives, The TOS gperating system and GEM window eavirorament
arn now an AOM chips which ane alresdy instalied in tha 5T keyboand This erables automalic instant

whan you swiltch on Silica Shop ara pi d 1o oifer the P Akani BT ranges. Our mail ooder
depariment i siluated in Sidoup amd we have 3 mtail culbets a1 Sidcup, Lien House (Tattenham Court Ad)
and Selridges (Cwford Sireel). We have sighl years rence of Atarl products, longer than any other
UK compay, and ane wall esteblished as the UK's Mo.1 Atasi apacialiel. With a group furnceer of gver £3
millicn and in &xceas of B0 sisfl. we offer you unbestable servics snd suppont. Wi provide sevanal
Tacilitien which you wil find svaluabla during your Atari camputing life and most of thesas tacilities ane
#aliable ONLY FROM SILICA. Wa suggesi thei you read trough what we have 1o offer, betore pou
decide whars 10 purchase your Al 5T.

FREE STARTER KIT - Only From Silica
When you purchase any Aan 5T keybanard, you will sat anly recaiva the best walue tor money compular
or ihe markel, but you will also receiva the kallo from Atadi Corporation s part of the packags:

" BASIG Dk ‘m:mm * 8T Ownars Manval  * TOSAGEM on BOM
I yo buy your 3T from Silica Shop, you will 280 rachive:

* MECohrome = COVCMIF GQraEANIDS DO * 1t Word - Wievd Processar

In acditicn, we a1 Silica would like to soo you gel off 1o & flying siart with your niw compuler, 5o wa e
pul logether a special T STARTER KIT worth aver £100, which wa an giving awsy FREE OF CHARGE
with every 5T compuinr purchased at pur nosmal netasl prices. This k2 s availabsls ONLY FROM SILICA
and i aimad at providing users with a valuabils imroductian b the warid of o pisding. We am inually
upgrading the ST Starter Kit, which conlains publc damain ang othar lipensed soffwarn, & well as books,
magazines and accassaries sl relovand 16 5T computing, Fstunn the: coupon bekow for full detads,

DEDICATED SERVICING - Onl ly From Silica
Al Silica Shop, wa have a dedicated sarvice depammant of sevén jull limss Arari brained sechnical stadf.
This taam is totally dedicated o servicing Ateri computer products, Their accumul kncwindge, akill

MUCH FOR SO LITTLE!

There is nothing that can compare with the incredible value for money offered by Atari's
3205T-FM. For only £260 (+VAT=£299), you can purchase a powerful 512K AAM computer,
with a 85 kay keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 5205T-FM has a TV modulator
built-in, and comes with a lead to allow ¥ou to plug it straight into any domestic colour
television set. The mains transformer is also built-in to the keyboard, so there are no messy
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And that's not
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
gat a lot more, including a FREE Silica ST Starter Kit worth aver £100. Read the OMLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's Ne1 Atarl Specialists. For further details of tha range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the raply coupon below,

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)
5208 Upgrade

T-FM with 512K RAM & mona monitor £399 (inc VAT) from 512K RAM to 1024K RAM £100 (inc VAT)

warranty), our léam is also abde to oMaer memory and dul B

1M RAM UPGRADE: Dur upgrade on the standard Atar SZ0ST-M or SZ0ST-FM keyboard will
Increase the memory fram 512 to & massiee 024K, It has & full 1 year warranty and is availatls from
Silica at an addfional retall price of only £86.96 [*VAT = £1004.

TV MODULATOR UPGRADE: Silica can upgrade e 10405T-F bo include a TV modulator so
Ehal youw can Bhen use M will your TV sl This i an inteemal upgrade and does not involve any undidy
entemal boxes. A cable 10 connect your ST o any domestse TV i included in thi price of the upgrede
wiikch s oty £49 {inc WAT). The upgrade is alsc avadable for sy S205T computers at the same price.

THE FULL STOCK RANGE - szf From Silica

We aim o keap stocks of all Abasi related products snd our warehouse camies & Sock of aver ©% millign.
Wi import mary softeare titles direst from the LISA and you will find thal we have new releases in
acwanca af many of our competitors. Uindie dealers who may cnly slock salaciad lites, we have (he full
range. In addilicn, we carry a pi=de line of all Bocks which have been writion ahowl the Afarl 5T, &
FRAGE BE Wit BS SUPs is something you will find is avalisble ONLY FROM SILICA.

AFTER SALES SUPPORT - Dn{ny From Silica

Risd asaured that whean yow buy your ST fram Silica Ehop. you will be fully supporsd. Cur free mailings
[ ive rirws of releases and developments. This will help o ksap you up 1o date wilth new sofwars reksases
an well as what's in Irse Atari markat, And in addition, our sales stal! ane &1 the end of a
talaphane line jo service all of your Atari requirements. i you purchasa an ST from Silica and would like
any techrical advicn, we hive a full lima echnical support leam to help you gel the best fromn your
computer. Basiume we have both the siaff and the sysbems specifically dedicated 10 providing after sales
Bérvios on Atarl 5T computers, wa are conflident thal our users onjoy an sxcepbianally Fegh kel of
suppodt. This can be receéved ONLY FROM SILICA.

FREE CATALOGUES - Only From Silica _
Al Silics Shop, we recognise that serious weers reguine an in-gepih mlormatian serice, which is why we
madl rea néeslattens and price lists to our ST owners, These A up b 48 lang and ars oramimad

ATARI 1040ST-F - NEW PRICE
'lhmplauadmmrmumamwmumnrlmmmlnnuu
WHOST-F which is now awvaitabls for only £405 {ing WAT). The
VM0 is & powarful computer with 1Mb of RAM and also includes
8 built=in 1Mb doubile sided 3%" disk drive. Tha 1040 has baen
designed for use on biginess and professional appilcations
mast of which reguire & high resolution monochrome or colaur
mandlar. it does not thesedore have an AF modulator for use
wilh & domestic TV st Modulatoms can be fitted for £49 (ing VAT),
NHDST-F Nayboaed  WithootMoniter . . . . 4 finc WATY
WHDST-F KipDosoe + High Res SIS bono Mooty R (e WATY
1T wou wazaald |l firtd ataiis of dhe 10405T-F, returm tha foupon below.

MEGA STs NOW IN STOCK
For the user who reguires even mane FAM than the 520 or 1040
5Ts oifer, Ihe now MEGA ST computars are now avallabls,
There are two MEGA 5T's, one with 2Mb of RAM and the other
with a massive 4Mb. Both new compurlers are fully compatible
with axisting 5T"s and run currantly available 5T softeare. The
MEGA 5T's are styled 88 &n expandabie Cendral Processing
Unit with opan architeciure and a detachable keyboara,

are supplied with GEM, a free mouse contraller and all eatras
&5 with the 520 or 3040, Pricas are as follaws:

with techinical data®s as well &3 special offers and produet descriptions, |f ¥ou have afraady prchased an
ST and would like 1o have your name added 10 our lig, pleass camplets the coupan & mabarn it bo MEGA ST 26b Kerbosrd + CPU ..., s 8RR (i wAT]
us. This ink ior sErdicn i% A OHLY FROM SILI 5

FREE OVERNIGHT DELIVERY - From Silica

Most ordars sre processed through our compuber within 24 hows of receling them. Most hardwane
arden are sent by the overnight GROLP 4 courler sarvice FAEE OF CHARGE to customars within the
UK, This method halps 89 ensure minimum delsy and maximum profection

PRICE MATCH - Only From Silica
Wa hape that the combination of our low prices, FREE LIK delivery sardice, FREE Starier Kil and FREE
after salas support, will ba ancugh ko maka you buy your Atari sgquipmesnt from Silica Shop. H howeer,
Ihewe i samathing you wish 1o prirchass, and youul fined one of our compatitors otfering il 81 a iower price,
Ihar pleass conteci our sales depanment, providing us with our comp 5 name, acki andl
lelephang rumbes. if cur compstitor hes the goods in stock, wa willl normally match the cHer fon a ‘same
product - sama price’ basis) and siill provide you with dur nommad fres delivery. We maliss thal we ane nal
1hin gnily company who will melch o compelitors price Howegvar, il you coma ta us for a price mahch, you

’--------------_--‘
Tu:Silr;aBhantd.DOMPSIIHHT,HWHWH,HIMMHM,SMKMLBAHWI

g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST B

el i e i M e e, St e i

h' will B4G bo erlitied to our after saies sarvice, including fres Aewsletters and ischnical au is ' Mr/Mrs/Ms: Initials: ... ... Surname: .. e R A T I
4 makes Jur prics malch promise miker special, somathing you will recehs ONLY FROM SILI ‘e dioan

'_ﬂ nunqmmqnmmmmhymmmm.&nwmSun.hmur:'ihhu.t-rlﬂp-dalln. I e L Ry o~ T l
4

| SIDCUP (& Mail Order) st | Db onal s Sashs i o ¥

! 1-4 The Mews, Hatherley Road, Sidcup, Kent, DAT4 4DX . I
1 LONDON : 01-580 48390 g 3= &

o Lion House (1st floor), 227 Tottenham Court Rd, London, W1P OHY I e e e Postcode: . | Bt RN I
. LONDON 01-629 1234 ext 3914 Do you already own 8 compuler

Kl Selfridges (st floor), Oxford Street, London, WiA4 148 i 5o, which one do you own? ... ... . i DR N T sl '

et Tl
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SEE23 is basically an extension of the Atari’s already
powerful E: device. The name means ‘Screen Editor
Extension version 2.3" and the program will add information
to the normal Graphics 0 screen to let you know the status of
various keys and in addition will allow you to use a joystick for
quick movement of the cursor, including a ‘home’ facility
similar to that found on many other machines.

The status line at the top of the screen will tell you
whether the machine is in Caps, Control or lower case,
whether the text is in inverse and whether the start/stop flag
(CONTROL-1) is on. The joystick will enable the cursor to
be moved anywhere and the fire button will return it to the top
of the left most column on screen.

GET IT RUNNING

50 how do you get it runming? Firstlyyou should type in
the BASIC listing using 'TYPO 3 to check it as you go, and
then SAVE this listing to disk. Get a fresh disk with DOS
written todt, put it in drive 1, and run the SEE23 listing. This
will write an AUTORUN.SYS file to your disk and this.disk
can then be used to re-boot, ¥ou will see the screen change
colour and SEE23 will be up'and funning.

SOME TECHNICAL NOTES

The program reconfigures the system in four ways.
Firstly it sets up a new Graphics 0 display list which, instead
of having three 112 (8 blank scan lines) instructions at the top
of the screen, has one 112, one 96 (7 blank scan lines), one 2
(Graphics 0 line) and one 0 (1 blank scan line). Secondly, it
sets up a VBI to handle the cursor movement, the detection of
upper/lower case etc. and to update the status line. Thirdly the
DOSINI pointer is altered so that all RESETs are trapped to
re-initialise SEE23. Finally LOMEM is raised to protect the
program.

SOLVING A COUPLE OF PROBLEMS

During the VBI the Display List pointers are changed to
point to the new display list which is used to create the extra
line. I believe that this is the easiest way to do it, certainly
much easier than re-writing the E: handler but, obviously, if
the user issues a graphics call, e.g. GR. 8, he will only be in
this mode until the next VBI — approx 1/50th of a second! To
solve this I thought that as location 87 contains the BASIC
mode number, all I have to do is check location 87 and if it is
equal to (0, change the Display List, otherwise leave it alone. It
turns out however that this location is always set to 0 during
the VBI (either that or my code is naff!) so it wouldn’t work.
The solution I came up with was to look at the Display List
and see if it contained an Antic mode 2 two lines down the
screen. If it did, I would change the screen otherwise I would
assume that the screen was not GR. 0 and so leave it alone.
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SEE23

A neat little utility from Gavin
Jones that will give you instant
information on your keyboard
status

There might of course be a problem with a custom
written Diisplay List as, sometimes, the display will get
corrupted but this doesn’t matter too much as, if you are using
a custem Display List, you probably won’t want SEE23
runnipg anyway and all you have to do is press OPTION and
RESET together, re-run your program and it will work fine.

DOS.is a major problem. I had two ghoices about where
to place SEE23. I could have placed it at the top of RAM, and
have it trashed'by a GR.8 call, or Leéuld put it at the bottom
of RAM and get it trashed by DOS! I chose that latter so my
code starts at $1 FO0-and changes the LOMEM pointer to
point just after it. If you call DOS however, while the program
15 running it will crash the machine as DOS overwrites the
VEI code but there is, fortunately, a way round this. If you
hold down OPTION and press RESET the SEE23 program
will turn itself off and you can go to DOS as many times as
you like. To get back to SEE23 type X =USR(7936) and press
RESET.

SUMMARY

The status line will show the effect of the Caps, Inverse
and CNTROL-1 keys. Play around with them to see the
effect.

The joystick moves the cursor and the fire button will
‘home’ the cursor to top left. On the 400/800 machines you
will hear an awful buzzing sound from the console speaker and
the cursor may disappear sometimes. This 18 not a program
fault, it happens because the K: handler is making a click using
STA CONSOL and STA WSYNCs, STA WSYMNC waits for
a horizontal sync, so if you move the cursor past the line
waiting to be drawn, the cursor seems to disappear. On the
X1./XE machine the problem is solved by turning off the key
click.

If vou get fed up with the new screen colour, pressing
START and RESET will return the colours to the normal
default. }

To go to DOS, turn off SEE23 by pressing OPTION and
RESET. If you want to boot up directly to DOS, hold the
OPTION key down until after the ‘raspberry’ sound and this
will prevent the program from ever being activated.
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1 REM SRl b oo o e -
2 REM = SEE2Z *
I REM = k.2
4 REM * by Gavin Jones »*»
oS et — e s *
6 REM * POGE & MAGAZINE - ENGLAND *
7 REM  Peeee bl e e Do 0o e
& REM

18 REM AUTORUM.SYS builder for S5EEZ23
28 REM by Gavin Jones,

X8 REM

35 7 “AInsert formatted disc with DOS
then":? "“press to write AUTORU
M.5Y5."

36 IF PEEKC(S3IZ7914>6 THEN 36

40 OPEN H1,8,128,"D:ALUTORLUMN.SYS"

45 % :1? “Creating AUTORUM,SYS file,,."
S0 FOR A=1800 TO 1458 STEP 1@

88 RESTORE na

20 FOR B=1 TO 1S:READ C:PUT Hi.C:NEHT
B

188 MEXT &

118 7 :? “File created"!CLOSE H1:END
1800 DATA 255,255,8,31,159,33,173,31,2
08,201,3,208,1,96, 165

1016 DATA 12,141,20,31,165,13,141,31,3
1,169,29,132,12,16%9,31

1928 DATA 133,13,76,.33,31,32,255,255,2
16,169,1,13%,66,173, 36

1838 DATA 2,141,158,3F,173,37,2,141,15
9,%3,169,32,141,37.,7

1849 DaTA 169,77,141,36,2,169,0,133,66
+141,48,2,169,32,141

1858 DATA 49,2,.169,35,105,1,141,3,32,1
69,32,141,4,32,169

1868 DATA 168,141 ,231,2,169,33,141,232
32,173,31,208,2681,3,268

178 DATA 13,173,30,31,1XX,12,173,31.,32
1,133,13,76,116,228,173

1888 DATA 31.206,201,6,288,18,169,148,
141,15%,3X,169,2082,141,154

1898 paTA 33,173,153,33,141,198,2,17%,
154,233,141 ,197,2,96,108

1188 DATA B,96,98,180,Z1,0,66,64,156,2
e - B

iiie paTa 2,2,2,2,2,2,2,2,2,2,2,2,2,2,
2

1129 DATA 2,2,65,31,144,179,128,128,12
8,179,165,165,128,182, 165

1136 DpaTaA L78,179,169,175,174,128,146,
142 ,147,128,128,181,176,176, 165

1149 DATA 178,128,163,161,179,16%,128,
128,174,175,178,173,161,177,128

1156 baTa 128,128,141 ,21,3IX,149,21,33,
142,211,323, 17X,48,2,132

1168 DpaTh 204,173,.49,2,1X7,205,160,11,
177,204 ,201,2,206,19, 160

ii70 DATA 31,149,49,2,160,0,140,112,96
+928,0,6,0,66,64

1i8e DaTa 156,2,2,2,2,2,2,2,2.2,2,2,2,
2,2

1156 paTa 2,2,2,2,2,2,2,2,2,65,0,%2,8,
8,8

1209 pATA 0,0,0,0,0,0,0,0,0,0,0,0,6,0,
(1]

iz21e pATA ©,8,0,0,0,8,0,0,0,0,0,6,0,08,
5]

1?78 pDATA ©,0,0,0,0,0,0,0,0,141,155,33
148,156,333

1230 DPATA 142,157 ,33,173,48,2,133,204,
17Z,49,2,13X,.205,160,11

1249 DATA 177,204,201,2,208,10,160,32,
149,49,2.160,0,1408,48

1259 paTa 2,160,0,173,196,2,2601,08, 248,
7:201.64,240,17,76

1268 DATA 156,32,185,125,33,153,92,33,
200 ,192,7,208,245,76,169

1279 DATA 32,185,116,33,153,92,I3,2080,
1%2,7,208,245,76,169,32 ’

1280 DpaTh 185,132,3%,15%,92,33,2008,192
»7,208,245,160,0,173,1872

¥YP

LD

DP

0x

LN

KD

WD

50

™

G5

RU

IE

BS

RE

Ca

TR

NE

1298 DpATA 2,201,0,240,Z,76,195,32,185,
133,33,153,104,3X,2a88

1iI0@ DATA 192,7,208,245,76,206,32,18%,
146,3%,153,104,33,2606,192

1318 DaTA 7,208,24%,173,255,.2,201,0,24
8,8,16%9,171,141,111,33

1320 pATA 76,226,32,169,160,141,111,33
,168,0,185,71,33,233,31

130 DaTa 15%,35,32,200,19%2,42,.208,243
169,255,141 ,219,.2,17Z,0

1Z48 DATA 211.,41,15,201,7,249,208,201.,1
1,240,21,201,13, 240,27

1XI580 DATAH 281,14,240,18,16%9,0,141,219,
2,76,39,3%,169,135,76

1X68 DATA I6,33,169,134,76,36,3X,169,1
42,76,36,XX,169,14%,141

1378 DATA 252,2,173,132,2,281,0,2068,13
»165,82,123,85,169,23

1Z88 DATA 1XX,84,169,143,141,252,2,173
+ 155 ,33,172,156,32,174,157

1T98 DATA £3,76,928,228,160,160, 160,160
+211,197,197,1606,214,197,21i@

1480 DATa 211,201,207 ,206,160,178,174,
179;15“,1551213;255,2“3,19?,21“

i4i8 DATA lﬁﬂ,1’5;153;211;15?115“,155;
206,207,218, 205,193,204,160, 168

1428 DATA 15#,15“;15“,155,155,155,213,
265,205,15?,210,15&,195,2ﬂ4.zn?

14Z0 DATA 21%5,197,210,160,195,195, 206,
#17,2190,204,168,195,206, 207,718

14408 pATA 295,1&3,234,15&,201,205,214,
137,219,211,197,6,0,0,0

1458 DATa B;B.H.224;2.225;2;0,11,“,513
(B,8,8

COME AND SEE PAGE 6 and

Novotel Hotel, London
November 20th - 22nd

mck up all those missing back issues

s.k us about Atari
et some great books

Enquire about the very best in Public Domain

SPECIAL ‘PROBLEM DESK’ FOR 8-BIT OWNERS

Visit our ‘Problem Desk’ manned by new PAGE 6
member and Atari 8-bit expert Phil Cardwell.

Phil will try and help you with any problems you may
have whether it's programming, listings from the
mag or any other topic. Give him a try!

Page 6 = Issue 30

THE PAGE 6 ACCESSORY SHOP

THE ATARI CHRISTMAS SHOW

mgreat reasons to come to the show (well four really
but who has heard of PAGE 4!)
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PEN PALS/CONTACT

ST PENPALS WANTED: To swap hints
and tips etc. on a European basis. All letters
replied to. Contact David McKeever,
Hillhead, Tarbolton, Mauchline, Ayrshire,
Scotland, KAS 5NT

FOR SALE

ATARI 850 INTERFACE: In mint
condition plus dust cover, communication
software and quick connect [/O board.
Bargain at £65. Tel. G.Tinsley (0270)
766462

XL SYSTEM: 800XL, 810 Disk Drive,
1010 Recorder, all with manuals, 2
Joysticks, dust covers, 42 disks and 9
ROM's, some books and many cassettes. All
for £499 o.n.0. Call Alan on (344 56814
after 6 p.m.

XL SYSTEM: 800XL with Disk Drive and
cassette plus £250 of software, books,
magazines etc. £275 o.n.0. Tel. Hednesford
5607

ST FOR SALE: Atari 520 ST with one {
Meg disk drive and one 1 Meg drive. High
res colour monitor, over £275 worth of
software, blank disks and stand, £500 o.n.o.
Ring (0689 36805 after 6 p.m.

SYSTEM FOR SALE: Two 800XL's (one
still boxed), 1050 disk drive and laser, 1020
Dot Matrix Printer, 1010 Recorder, 1020
Printer/Plotter, Touch Tablet, Trakball,
Joystick. All mint condition and with dust
covers, paper, etc., 200+ disks, tapes,
books, etc. £450 secures. Will not split.
Buyer collects N/W Lancs. Phone (0706)
B43065

BOOKS: Atari Technical Users Notes,
Computer Animation Primer, Inside Atari
D05, Mapping The Atari. Offers. Tel.
Worksop 720727

XL SYSTEM: 800 X1, 1050 Drive {still
under warranty), XC12 cassette. Well over
100 games. Joysticks, mags and manuals.
£299 Telephone 0920 870519

PROM PROGRAMMER: Fits into
joystick port, complete with software,
EPROMS and blank cartridge board £55.
Also 48k Arari 400 with full keyboard and
410 tape unit £55. Phone Gloucester (0452)
33863

XL SYSTEM: 800X L, 1050 enhanced disk
drive, 1010 tape deck, touch tablet, joystick,
selection of tapes and disks. £170 ono. May
split. Tel. (0706) 3544577

1029 PRINTER: Nearly new, plus
Atariwriter £90. Also Atari 800 plus Basic
cartridge and manuals, excellent condition
£45, ;'\r?:ppi the Atari (early edition) £5.
De Re Atari LB v.g.c. Write to F. Duggins,
28 Hill Drive, Exmouth, Devon, EX8 400

1020 PLOTTER: Complete with leads,
power supply, manual, pens, paper and
program tape, Still in original box! Excellent
working order only £40. Phone 01-630 8657
Andrew

XE SYSTEM AND MORE: 130 XE with
1050 Disk, 410 recorder, Turboprint/A and
Atari touch tablet, all in ex-con.
Assembler/Editor, Microsoft Basic,
Superscript, Printshop and Mini Office 1
all with manuals. Lots of software, books,
mags, etc.. Will split. Offers to A. Giles,
(703 464600

PERIPHERALS: Atari 1050 Drive — £90,
XC12 recorder £20, includes games and
manuals. Miss. J. Pilling. 03224-33340

XL SYSTEM: 800XL, 1050 Disk Drive,
1010 recorder, Joyball, §/ware, Books.
Bargain at £160. Tel. Mike on 0452 33863

600XL SYSTEM: Expanded to 64K, 1010
Program recorder, 1029 Dot Matrix printer
and 2 CX40 joysticks with software,
Telephone Mr. A.B. Jones, Wigan 53780

XE SYSTEM: 130XE, 1050 disk drive,
1027 LQ printer. All boxed and as new,
Loads of software, value £300 included
freel! £330 o.n.0. Ring RAY on 0293
{Crawley) 24657 anytime.

XL SET UP: 800XL., 1050 Disk Drive, 3
joysticks, computer desk, magazines and
over 400 games in lockable boxes, £220
o.n.0. Tel. Runcorn 76404

MAGAZINES: 45 issues of Antic, Analog,
Compute!, Atari User, Creative Computing
and IO, dating from 1982 to present. NO
split. Phone Mark (0334) 75673

130XE SYSTEM: Includes XE, 1050 Disk
Drive, Touch Tablet, Joystick, Dust covers,
2 boxes full of software, PAGE 6 library
disks 1-40. Fantastic system that has to be
seen. £250. Phone Darren on (0621) 782826
after 7 p.m.

XL SYSTEM: Arari 800X L, 1050 Disk
Drive and XC12 Data recorder (still under
guarantee). Software, manuals, dust covers,
all in excellent condition. £200 o.n.0. Tel.
01-459 7923 Evenings (Willesden)

IS PLATE: 1050 IS Plate disk drive
enhancement and Grabber Software. Only 7
months old. £55 o.n.0. Phone Bradford
(0274) 675739 After 6.30 p.m.

X1 SUPER SYSTEM: 800XL, 1050
Drive with U.S. Doubler chips,
SpartaDOS, DOS X1L,/2.0/2.5. All with
original packaging and documentation, plus
Atari Basic/DOS manuals, memory map erc.
Forty disks crammed with software, various
Antic [ Analog | PAGE 6 | Atari User
magazines. £275 the lot!. Phone Mike
Doyle, Derby (0332) 810785

WANTED

WANTED: Mapping the Atari, fairly cheap
and quickly, preferably revised edition. A.
Thompson, 135 Henlly's Way, St. Dials,
Cwmbran, Gwent, NP44 7NF

URGENTLY REQUIRED: Page 6 issues
1-18, also needed ANTIC August 1984.
Please phone Dean, 021 472 0073, after 6

p.m.

WANTED: Atari 130XE in good working
condition, pay £50. Contact ]|, Dimmer
0980 2299]

TRIPLER BOARD WANTED: From
ex-Computer Support or a Ramrod XL
(from CDY Consulting (USA}). Also an
internal 256K upgrade for 64K 800XL or a
cheap external version. Cash or swap for
Omnimon XL chip. Harrogate 0423-879533

WANTED: Atari magazines, books, etc. for
new Atari owner. Please write 1o Mrs, M.
Hamlyn, 37 Sedgeley Grove, Elson,
Gosport, Hants. PO12 4NL

MAGAZINES: | offer a minimum of £1.50
each for Issues 1-3 of Monitor and Issues
1,2,4,5,6,11 of PAGE 6. Phone Ron 0772
T91470

DISK DRIVE /PRINTER: Wanted any
B-bit drive or printer. Swap for WASP
synthesizer:- twin VCO’s; VCF; VCA;
White Noise; Only 2 octave keyboard but
capable of any note by means of band
shifting. 4 waveforms; frequency controls;
FULL ADSR control. Valued about £100.
Write to: 5. O’'Hanrahan, 6 Northdown
Ir}ill, St. Peters, Broadstairs, Kent. CT10
3JH

XE COMPUTER: 130XE computer
wanted and/or original games and utility
software, also instructions for 850 interface,
Tel. John on 091 2260835 (evenings)

PRINTER: 1029 printer with paper
wanted, must be in good condition, will pay
up to £50. Other printers considered. Tel
(0203) 311727

ST BITS: Wanted ST add-ons, disk drive,
Hard Disk, Monitor, printer, etc. Please
phone John on York 413373

CLUBS

P.A.C.K.: Potteries All Computer Klub.
For further details contact G. Tinsley on
0270 766462

ATARI HOME COMPUTER CLUB:
Join today. For details and a free newsletter
contact Richard at 49 Ambleside Road,
Beckworth, Nuneaton, Warwick, CV12
BRE. Overseas Applications welcome.,

SPENNYMOOR COMPUTER CLUB:
For anybody interested in computers, we
meet every Monday night at Spennymoor
Leisure Centre in the Alpine Room at 6.30
p.m. All ages welcome. Further info? Phone
Teresa on 0388 813150

YOU can use CONTACT. It is free of
charge and open to any notice
connected with Atari with the
exception of the sale or exchange of
commercial software. The Editor
reserves the right to reject unsuitable
notices. Please study the format of the
present notices and draft yvours
accordingly. Put your notice on a jlain
sheet of paper headed CONTACT and
send to CONTACT, PAGE 6, P.O. BOX
54, STAFFORD, ST16 1DR
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The

Have you ever wanted to sit in front of your computer,
sketch a simple outline of an object with a joystick and then -
watch as your computer turns the outlin¢ intoa full 3-D image
complete with hidden surfaces? The 3-D Animator will do this
for you but it will also allow you to view the 3-ID) image at any
orientation and scale with a variety of surface textures and it
will automatically calculate and record different views of the
image and play them back at high speed to produce full 3-D
animation!

Sounds interesting? Type in the listings, following the
instructions given carefully, and you will then be ready to
follow the Tutorial which will teach you how to use The 3-D
Animator fully. After that, use vour imagination to create and
animate some beautiful objects of your own.

The 3-D Animator will only run on 48k disk based
systemns and uses virtually all of the available memory. In
order to leave as much memory as possible available for
images, the individual modules are only loaded when required
and there 15 minimal error trapping, so take care, especially
when entering filenames. Mote thateven small changes to the
listings may cause the programto crash.

TUTORIAL

The easiest way to learn how to use The 3-D Animator is
to follow a tutorial, so boot up your 3-DrAnimator disk and
follow each of these steps which will start with drawing a
simple image and end-up with afully animated Image File.
Before beginning, take note that your 3-D Animator disk must
be left in the drive at all times and must not be
write-protected. Note also that error trapping in the program
is minimal and it is particularly important to include the drive
specifier (D:) in all filenames.

1. GENERATING AN IMAGE

Let’s begin'by creating a simple image. Select Option 1 ~
Generate-an Image from.the main menu.and the Graphic
Editor screen will appear.- A joystick plugged into port 1 will
control a small single pixel eursor which can.be positioned
anywhere on the right hand side of the screen. The space bar
will toggle berweeti a fast or slow cursor. Ty it.

Our first shape Wwll be a square headed nail as shown in
Figure 1. This shows the Graphic Editor screen with an
outline drawn on it and a view of the 3-D image that will be
generated-from the outline shown. Positien the cursor at point
Aand press thefire button (a short $harp press to avoid
selecting the point twice). Mowve the cursorto point B, press
the fire button te select the point, and then move to points C
and D pressing the fire butten each time. Now press any key
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In Issue 26 Philip Robinson
presented Solid Modelling which
allowed you to create complex
objects with shading to give a
three dimensional effect. Now he
goes further with a super program
that not only allows you to create
true 3-D objects but also allows
you to animate them at high
speed!

ANIMATOR

on the keyboard and you will be prompted for the ‘Number of
sections’ required.
This represents the number of ‘steps’ taken in rotating the

outline around the central axis when forming the 3-D image.
In this case a square headed nail is required so enter 4 in
response to the prompt and press Return. A prompt for the
filename will now appear. Enter the drive and a filename in the
normal way bur do not specify any extender. Note you must
include the drive specifier. For our tutorial use the filename
D:NAIL.

Four files will now be created. Using the example given
these will be NAIL, NAITL.XYZ, NAIL.FAC and
NAIL.CTL. You will see messages as each section is
processed and information is stored into two of the files
(NAIL.XYZ and NAIL.FAC). When all the sections have
been processed a message will appear showing the number of
coordinates required to represent the 3-D image. The number
of coordinates is calculated as follows:

(Number of points) % (numbers of sections + 1)

The 3-D Animator can only display images with up to 98
coordinates due to memory limitations so you must not exceed
this limit or the display function will crash! With our square
headed nail, the number of coordinates message should be 20 -
(4 points) % (44 1 sections) = 20,

Following this message will be a prompt asking if more
outlines are to be added to the image. Enter Y and then add
points E, F, G from Figure 1 in that order. Next press any key
on the keyboard and the prompt for “‘Number of sections’ will
appear again. This time we require a more rounded shape for
the shaft of the nail so enter 6.

Each section will now be processed and messages will be
displayed as further information is stored into the two files
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NAIL.XYZ and NAIL.FAC. The number of coordinates
message which appears after processing is complete should
now be 41:

A,B,C,D (4 points) x (4 + 1 sections) = 20
E,F,G (3 points) x (6 4 1 sections) = 21
Total = 41

Mow enter N to the prompt asking if more outlines are to
be added to the image and a message ‘Completing image file’
will appear. Information will be stored in the NAIL.CTL file
and you will be returned to the main menu.

At this stage details of the 3-D image are stored in the
three files NAIL. XYZ, NAIL.FAC and NAIL.CTL. These
three files are collectively called the Image File. The fourth
file (NAIL) is empty, ready to be used for stora ge of views of
the 3-D image.

TWO SIMPLE RULES: When drawing outlines YOou must
conform to two simple rules:

L. Outlines must be drawn in a clockwise direction. In the
NAIL example you did that by drawing the points in the
order A,B,C,D for the first outline and E,F,G for the
second outline,

2. Qutlines must be ‘closed’. They can be closed either by
the central axis being part of the outline or, if drawn away
from the central axis, by closing the outline itself (i.e. a
square, triangle etc.) The outlines for the NAIL are closed
by the central axis along the lines AD and DG.

2. DISPLAYING/FILING VIEWS OF AN
IMAGE

Now you have drawn an image in outline which has
automatically been saved to disk, it is time to have a look at
what the 3-D image looks like. Select Option 2 - Display,File
Views of an Image from the main menu. A prompt will appear
asking for the name of an Image File. This can be any image
that you have created and which is on your 3-D Animator
disk. Remember to enter the drive specifier followed by the
filename of your image but do not specify an extender.. In this
tutorial example you enter D:NAIL. The image will be read
from the NAIL.XYZ, NAIL.FAC and NAIL.CTL files into
memory and the screen will blank.

The following control keys are now active.

D - Display/File views of an image

V - Viewing specifications for an image

I - Initialise (to null} settings for rotation, scaling and
transformation of image

R - Specify rotation of image

8 — Specify scaling of image

T - Specify transformation of image

E - End (Return to main menu)

The first thing to do is see what our image looks like so
press the D key and you will see a prompt for the ‘number of
displays’ required. For the time being we only want to see the
image on screen so enter 1 and you will then be asked if you
want ‘filing’. Enter N and press Return. If you enter Y the
resulting image will be saved to disk and will overwrite any
existing image,

The 3-D Animator will now start generating the display.
There are many calculations involved so the screen is ‘turned
off” allowing more CPU power to be devoted to the
calculations. So that you will know that the computer is still
working, it will ‘beep’ once after each of the three major sets of
calculations it performs and after the third ‘beep’ the display
will be turned on and the image will be drawn. A fourth ‘beep’
will indicate when the image is complete.

Selecting a Different View

You should now have a front view of your nail bur this
doesn’t show the 3-D nature of the image very well so we will
rotate it into a better viewing position. Press the I key which
will initialise all the rotation, scale and transformatjon settings
to null. A message will be briefly displayed indicating that the
settings are initialised. Press the R key and you will be
prompted to enter the rotation (in degrees) that you require
for each axis. Positive values will rotate the image in the
directions shown in Figure 2, negative values in the reverse
directions. Enter 45,0,45 to rotate the image around both the
X and Z axes and wait for the prompt to disappear.

Each time you change the image you must redraw by
pressing the D key. You will know when the image is ready
because any on screen prompt will disappear, so wait and then
press D. Request 1 display and no filing and after the
calculations (blank screen, three ‘beeps’), the image will be
drawn. If you watch the image you will notice how it is built
by drawing the most distant parts first with the nearer parts
being overlaid on top. This is the so-called ‘Painters -
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Algorithm’ and provides the correct display of the image with
regard to ‘hidden surfaces’. You now have the image of the
nail viewed from a different angle.

Scaling and Moving the Image

Supposing you want to enlarge or reduce the image? No
problem, just press the S key and you will be prompted to
enter the scaling factor that you require for each axis. You may
scale each of the three axes independently allowing you to
make, for instance a ‘fatter’ or ‘longer’ image. Enter 0.6,0.6,0.6
to reduce the size of each axis to 6 tenths of its original size and
wait for the prompt to disappear. Press the D key, request 1
display and no filing and the reduced image will be drawn.
You will see that the image has reduced in size but it has also
rotated. Why?

An important peint to remember regarding rotation,
scaling and transformation is that each change is ‘added’ to
any previous change unless the settings are initialised first. If
only scaling had been required, the I key should have been
pressed prior to setting the scaling factors.

Now, let’s put the image back to its original size. Press the
I key followed by the 8 key and enter 1.67,1.67,1.67 to scale
the image up to its original size. Press the D key, request 1
display and no filing and as the image is drawn you will notice
that it doesn’t rotate this time.

So far we have changed the viewing angle of the image
and reduced and enlarged it, but suppose we want it move to
another part of the screen? This is where ‘transformation’
comes in. The T key works in a similar way to the examples
given so far but moves the image along its axes with the values
entered representing the distance moved in pixels. Positive
values cause movement in the directions shown in Figure 2
and negative values will move in the reverse direction.

A WARNING! No ‘clipping’ of the image is performed and
the program may crash if the image overflows the screen
boundaries of Graphics 8 i.e. 320(X) by 192(Y). This option
has been omitted in the interests of speed and to allow
maximum use of memory for images. If you do crash, you may
start again by entering RUN “D:MENU.3D". When the main
menu appears you must start right at the beginning with
Option 1 - Generate an Image, however if you hadn't filed any
views of images before the crash you can start at Option 2 -
Display/File Views of an Image. With a little care you can
easily avoid this problem anyway.

Adding Texture

Having got this far you should be able to draw any image
and manipulate it on screen as you wish, so let’s take a look at
one final option before finding out how we can animate the
object we have created.

The images displayed so far have been white with black
edges (the initial default) but many more options are available.
Press the V key and you will be prompted for a shade value.
This value determines the density of pixels that are set on the
surfaces of an image. The value can range from 0 for all pixels
on (white) to 64 for no pixels (black). Enter a shade value of 60
{almost black) and you will be prompted for the texture of the
surfaces. A response of Y will give a regular effect known as a
Half-Tone and a response of N will give Random effect. Enter
Y for Half-Tone. You will now be prompted for white or black
edges. Enter Y for white edges. The image will now be drawn
again (no rotation, scaling or transformation is performed)
using the new specifications.
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Try some of your own settings to see the effects. Fora
‘wire-frame’ image enter 64 for Shade, Y for Half-Tone and Y
for White Edges. To return to the default settings enter 0 for
Shade, Y for Half-Tone and N for White Edges.

3. MAKE IT MOVE!

You should now be able to display an image at any
orientation, scale and texture so now comes the big moment!
Let’s produce a moving image.

Firstly you should position the image using the features
you have learned so far, so that it looks roughly as in Figure 1.
You should have white surfaces and black edges. If you can’t
manage to get back to that view, don’t worry, it is not that
important so long as you have a good view of the image
otherwise the animation could be disappointing.

Animation consists of rotating the image through a
number of steps. Press the I key to initialise all rotation,
scaling and transformation and then press the R key. Enter
0,90,0 to rotate the image around the Y axis and then press the
D key and request 5 displays with filing.

The next process will be automatic and in this example
will take around five minutes. Five displays will be generated
and filed on disk (in the NAIL file) and after filing each
display, a message will briefly appear showing the total
amount of data written to disk so far and the number of
displays still remaining to be generated and filed. Keep an eye
on the amount of data written for each image as it will show
you how many displays you can have in the Image File if you
should want to change it later.

When all displays have been filed the image will remain
on screen but the ‘Filing — Please wait’ message will disappear.
The process is virtually complete so press the E key and after a
little more file activity you will be returned to the main menu.
You can now use Option 3 to view your animated sequence.
Simply enter D:NAIL when prompted for a filename.

That’s just about it, except for one final option when you
are viewing an animated sequence. Pressing any key apart
from F will abort the image and return you to the menu but
the F key allows you to select the speed of the animation. The
speed is initially set to the maximum of 256 (approximately 1
tenth of a second) which is the slowest animation. Try a delay
of 100, or less, for some really fast moving shapes!

TWO SIMPLE RULES FOR ANIMATION: When
producing animated sequences you must conform to these two
simple rules.

1. The first and last display in the animated sequence must
be the same. In the NAIL example you did that by rotating
the image through 90 degrees five times — think about it!

2, The animated sequence file must not contain more than
22,000 characters of data due to memory limitations, which
is why it is important to note the amount of data written for
each image. When producing an animation, it is wise to
generate and file a few displays to start with so that you can
judge the likely size of the final file by watching the data
written messages. Obviously simple shapes can be animated
through more stages than more complex ones.

There you have it! You should be able to create some
superb objects and animate them as you wish. Use your
imagination to combine as many of the features as you can and
have fun! I hope that you have as much enjoyment using The
3-D Animator as [ did in developing it!
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YI-p SOLID ANIHMATIOM ASSEMBLY LOADER"
1% DaTA ©0,1,2,3,4.5.6,7,8,%,8,0,0,8,0,
8,8,10,11,12,.17,14,15
Z0 DIM CATSC2L) ;HEX(Z2)Y:FOR H=0 TO Z77:
READ WiHEX(HI=M:WEHT H:LINE=2%8:RESTOR
E 1808:TRAP F@:?
25 TOTAL=0:LIME-LIME+18:7 "LINE:";LINE
'READ DATS1IF LEMIDATS) €398 THEM 180
I8 DATLIM=PEEK(183) *+PEEK(184)%256:IF D
ATLINCYLINE THEW &8
I8 FOR H=1 TO 8% STEP Z:D1=AS5SCIDATS (M,

1 B P o B
2 REM = 2-0 SOLID aMIHATIOM L
I REM = LESTING 1 L
A REH M ————— e mm s e "
5 REM W PAGE 6 HAGAZIME EMGLAND =
[

?

17 " CHECKIWNG DATA*™

HId-dBiDZ2=ASCIDATS(H+L, H+13Y A8 :BYTE=H
EHEIBL) ®16+HEN CD2)

48 IF PASS5=2 THEW PUT H1.BYTE:!MEXT H:R
EAPF CHESUM:GOTOD 25

50 TOTAL=TOTAL+BYTE:MEMT M:READ CHESUM
iIF TOTAL=CHESUM THEMN I5

68 GOTO 186

78 IF PEEK(195) {36 THEN 188

78 IF as5=8 THEW iZ@a

77 T “ALL DOME' iEMD

B8 IF a55=27 aWD LIME=1188 THEN 178

B3 IF A55=7 ANl LIME=ZZ8@ THEWN 178

B6 IF LINE=1108 THEN LINE=1%%8:RESTORE
Zaee::O0TD 25

87 IF LINE=2Z@8
Igee:c0TD 2%

98 T TLINE ";LIMNE;" MISSIMG!™
tEND

THEHN LINE=Z%%B:RESTORE

iCLOSE ®1

1?8 CLOSE ®mL

118 IF A4S5=@ THEN OPEM #1,.8.8,"D:0BJL.

ID":PASS=21A55=2:LINE=990 :RESTORE i1@8a
I TRAP 78:GOTD 160

148 IF a55=% THEM OPEN B1,8,.98,."D:0BJZ.
I ASSSTILINE=1398 1 RESTORE 2008 : TRAP
781GOTO 16@

158 IF A55=F THEM OFEN H1.8.8,"D:0BJE.
ID":PASSSZILINEC-Z990:RESTORE I088:TRAP
7T IGOTD 168

168 ? :7 "HMRITIMG FILE“:GOTD 25

iga 7 "BaAD DATA: LINE “;LIME:T7 TOTAL:L
IST LINE

1888 DaTa FFFFZELDDBLEFFSS00QBASCCLABT
J8AYRRESCCASCCASCOAIBDAZODAECD ORI LEES

CCeAGECECADAFIASCrGOa?NR, 5658

1818 DATH BDFCACEDFDACAZIBZEGRIDZEALLD

2EFCACZEFDLCIOADFCACEDFELCABADFBLCEDFF
ICYBRGRCFCACADFDLICCADBDE, 5616

LBZ8 DATA ZEGBLDZE@LIDAEFCLCZEFDLCHBABEF
I0ADFELCEDFCICADFFICEDrDACBARBEEABLDDD

BIEEQLIDEDAZORAYERBDBZID, 4502

1838 DATE BDOILDASDAASDIBERZIDZEAILIDEE

BZIDDAAIEEDILIDAGCCZECDIEDO2EDLBGCC2ECD
ZHDBZEDLIBASDOEDOZIDABAS , 4651

ile48 paTa DLEDOILIDYBLZE8SD1IS4ADBEEDZLDDE
BICERIIDCAPOCSA4COSIETBADRAZ AIDESRLIEDAZID

BOBICEOILDCADODIGERTADGE , 4712

1858 DATE MZIDGOADZELIDACIRIDAGZFIDZESL

1pGAGETLIDODZELDADTALIDBDZF IDEBADRELDES

SEADBGLIDASSEADBTIDESSA68, TIL7

19068 DATA ZOZ6LEATOLACAIIEZOZEIEATOZED

BALDAZEHAIOEIDAZETAIVNBIDABOTIDLIOTADAL

1GZ2ASGELAEDADBSIDZ907E006 , T241

1870 BATH LDADBTLDZ®E70ARLGABDABLDAADD

FILECDOBIDLIORIACIELEACIGLEZOOCIEAA4ACD
BOIDI0OIACIELEACIGLEADBR, T494

1dEd DATA LDFBBIACSCLIEACTELEOOODISIDDZ
BAIFIFLALBZSZDLZIGZ7ZFILI9040CIIIBAERE

TYPING IT IN

The program is split into seven listings and all of these must be on the same
disk. Any image files created must also be on this disk so it is recommended that
you start with a newly formatted disk before typing in the listings. Now follow
these instructions carefully.

L. Type in each of the listings separately, checking them with TYPO 3 as you go,
and SAVE each to disk. Note that you should type NEW after each listing has
been SAVEd. The listings MUST be saved with the following filenames.

Listing 1 should be D:LOADER.3D

Listing 2 should be D:ANIMATE.3D

Listing 3 should be D:ASM.3D

Listing 4 should be D:MENU.3D

Listing 5 should be D:GEN.3D

Listing 6 should be D:DSP.3D

Listing 7 should be D:PR].3D

If you don’t use the above filenames the program will not work.

2. With the disk containing the above files in drive 1, type RUN
“D:LOADER.3D", This will create three additional files on the disk, OBJ1.3D,
OBJ2.3D and OBJ3.3D.

3. The file LOADER.3D is no longer required and can, optionally, be deleted
from your disk (make sure you have a copy on another disk, just in case!)

4. Note that the main disk MUST be used for storing all Image Files created with
the program so it is recommended at this stage that you make a working copy
using the DOS duplicate disk function. Write protect your original and file it
away and use the working copy which should not be write protected.

RUNNING THE PROGRAM

1. Boot up the computer using DOS 2 or 2.5, insert your 3-D Animator disk and
type RUN “D:ANIMATE.3D”. The program will load the various reutines and
present you with the main menu.

2. If you have any problems you must switch off before running ANIMATE.3D
again.

-—-—-___—.-h
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FAZFIALCZIEZBLIGIEAIOBIGIE, 1840

1898 DATA DLIG9I43ICLIINFEZELLIFZAZ2CIZ234
OFOFIOIEONSORZIZ2AL7IF2OZALS 1000060 HHSH0
DHBONEBNENEBNNADABNERNGE , B8

1108 REM ® 450 BYTES

Z0ae pATA FFFFO91EICIZONBZB900LD48B910
AR ADGREIFLIGIDEEI0EFGAADOZEILIOIDABAY
1TID9F1IBIDEES YL TIDABIAEF , 4117

ZOL0 DATH GAAZOZIGRADIALDEDODIDAGLLIDED
BELDDBOIZODXIECAFBLSIAADISIDEDLOLIDADLA
APECLLIIDBRDCZAEDLEACOSLIF 4107

ZOZE DPATH GO6GEAFOZODLI4L0ZE0LIrZOCLZOAD
enADADOSIDADBELDODEGLDADBF IDADAT IDAD LA
1pca?pIA4b I FIDEDLELIDROTL , 3478

28%0 DATA ADLEIDSDZ81DBDZBLDAEZBLDIBAD
131pERZBLDBDZEIDADLAIDESBOBDZ9IDEE2ZBLD
AR ZALDDOOEZOIGIEACEYAFZA, T433

2048 DATA ZIELEADZILDDEOSEERTIDDAAICEAT
AbZCE2HIDIRLAEEOSIDDORIEERGIDIAADT BIDED
AEADEDZBIDADZIIDESBODDEY , T6TE

ZA5S8 DATA LDLIOADZALIDEDLYIDEDZELDADZILD
EDLALDADZFIDCEZBADDOAEGOAD LY IDADZBLDBD
ZHLDADLALDBDZYIDADECIDAE , 42T

Zae8 DaTa ZFIDGEZS1IDIAADIELDEDZALDBDZAE
ADGFABED2FIDBD 29I DADZALDDAMEZNTIGLEACAE
ZBZAIELEEEASLDDOBIEEOGLD , TX0A

2070 pATA ZCZPIDIOZOADIZIDDOGSEEOTLIDDA
GICEATLDIBADZALDEDLYLDODZALDADZFIDEDLA
1DBD2IIDIBADZALDEDIELDED , 3491

Zes8 DATA Z8LDADZFILDEHEBODZHIDIBADZELD
ESQL8D2BIDBABICEZCIDRZCZCADIDADERIBADLE
IRERLZ7ADDEOEADLGLIDABADLT , T4T4

Z9%9 paTa ADBDAGLDGASDPL7IDADLIGLDADO7ID
ZBBELEADLGIDCDAFADFEBGCELGLDACTOZRERAD
ZZIDBSCCADZLIDASCDZOIFLID, 3693

2108 pATA BDOLIDASCESDBOLIDAYBOBDFFLCAD
iPiIDEDFELCZOSIIDADZGLDDEOOTLBADLIBIDGD00
109887 I8ADLBLDEDABLIDEATE , I799

2118 DATA ADLBADEDODADBDIFLIDADLIIDEDOE
180 1ALDIEADLIIDECLIALDADIBLDISADLILIDED
BPIDBDLICIDATORBDZIIDAD 2L, 3448

2128 DATA ADEDZSIDIGADLZIDEDGFLDDOBIEE
Z2Z1DADOFLIDEDLZIDADIEADISADASIDEDLZADEA
BFEEZ4LDPADLZIDEDLSIDEBDLF , I711

2138 DATA 1DIBADLSIDEDPAFIDBOBIEEZSLIDAD
BFLPERLSIDODZRLIDGRERZARLIFADZDIDDOBTLC
ZP222BCLZOADBDADEDOSLIDAD , Z470

Zi40 DATA BELDBDAGLIDIBADBSIDEDODLIDODZZ
APARLFIDFESIADIOLDADLIELDADE LIDADZILIDED
2G10ADBFIDBD1BIDZOB6286D , 3340

2158 DpATA L16iDADLICIDFBIIADIDIDADZOLIDED
21I1DGEDZSIDEDZGEIDZOBADZARDAFIDZASFZAADABE
IpPCRLLIDDEBMADBSLDCDLGLID , TTITT

Z160 DATAH FORBEEDSLIDDARIEERGLIDACAEZLIS
OAMESIDEDADIDADZZIDADACIDFOGIEDIDiDADEG
ADERZLADADZSIDED26 LDADAF , I700

Z178 DATA LDEDIBLDZOB8ZOBDLTIDIBADBSLID
Ep10iDOD2ZiDADIBADFOIFEDIOADADLIFIDBDZL
1raDZ4108DZ261DADLZIDBADLA, IXI57

Zisg DATA ADZOBBZABDIGLDZASIZAADGGLOCD
141008 ADBSIDCOLIIDFADBEEASIDDOOIEEDS
IDACBBZ1ADZ7IDFALSZOITLIF , 3624

2198 DATA ZOEDLIEZOIVAIFZODPLEZOCDLIEZODY
IEZ@IFIFGABABADRD00D0AR000RR0RD0RDRBRR
BRB0RBDB0RADADDODRBRDB0N, L4BE

208 REM ¥ 988 BYTES

I0008 DATA FrFrFIDZ2Z42I6BGAASCDGRASCCES
BSCFEBOSCEAOE0AAARNERDLCCILCERBDAF JEGCD
EGCFCAMBFZE60686085CDEA8T, 6616

I818 DAaTa CCAAESCFEAASCEAGRABICCDICEDS
BACEDBF 7EGCHEGCFLAYOFOBACEASCCLOGSCERS
CCY98RZEGCDASCCHSDAASCDOS, P72

I8z DATA DSEAGAGEASDIGABSDAASDIBSCOAS
CAESCCAYFFAGDLIDICCDOZ4B8DLCCODOZFBE AT
ODADRBBBDOFDCADBFBASCCLE, FATO

I8i@ DaTa E¥ZEASCCIIBZEGCDASFFCDFCABZFA
BSEAAARREBICCASCECHBACCASCFASCCLAGYRZAS
CCYRAZEGCDAABNBLCCABBLCE, 6766

Ig48 DATA FLCEBODOFIASCCLATICCOSCCTOOR
EGCOASCCLABGTIIAGCCIRPEEGCDLEYRIFIGEGEED
SHEAIGEEDSABIAIFFADSODIAD GBI
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L]
HE

LY
[}
YE
Ha
oz

Zc
LIRS
EG

EIX
SH
BH
Ed
™
Ep
iy
EP

2858 DpaTa SF0T4IDTARSIDIAZIAZIOSEEAG000
G0N0 0B00000R80DBB0RB0R0DBRDE
BOBERDDEIDEGRBE00RDDBED, 1114

3060 REH % Z78 BYTES

1 REM et oot e R 5D -
Z REM ®= THE 3-0 aNIMaTtOR L
I REH ® by Philip RObinson L
4 BREM #* e »
5 REM = LISTING 2 »*
MG RS IR S e e et e e b
¥ REM ¥ PAGE 6 MAGAZINE - EMGLAND #
B REIH oo 0
18 PGHSIZ=Z4:0IH SUBRS (IPGHSIZ)

28 FOR I=1 TD PGHSIZ

Ia READP BYTE

40 SUBRSCII=CHRSCBYTE)

58 HEHT I

68 PROTECT=1G688

¥ HI=INTI(PROTECT/256) :LOH=PROTECT-256
wHI

80 SUBRS (B, 6)=CHRS (LOMD

78 SUBRS5C14,143=CHRSCHI)

?5 7 "KRUM";CHRS(Z4);“D:A%H. 30" ;CHRS (I
4 ;I i POKE 784,12

188 Z=USRIADR(SUBRSD )

118 paTa 24,173,231,.2,105,0,141,%3%1,2,
173,232,2,105,9,141,232,2,16%9,9,133,8,
76;0, 160

1 REM SEeci i b o o o -
Z REM ® THE 3I-D aNIMaTOR *
I REM = by Philip Robinson £
4 REM %  -——————-——==c====aaa -
5 REM = LISTING ¥ ®
6 BEM # ——— e -
7 REM ®# PAGE & MAGAZIMNE - EMGLAMD #
B REM s e - e -

18 DIH FHSC20) tGRAPHICS R:SETCOLOR 2,8
«B:SETCOLOR 1,08,15

Z8 PRINT "LOADING ASSEMBLER CODE®

I8 PRINT “PLEASE WAIT"™

48 FNS="D:0BJ1.ID":GOSUB Sao0a

S8 FAS="Di10BJZ.ID":GOSUB S@80

68 FHNS="D:0BJI.ID"1GOSUB S880

188 RUM "'D:MENU. 3D

5080 REM LOAD OBJ FILES

5018 TRAP S89%0

S0Z0 OPEN 11,4,0,FHN5:GET #1,V:GET H1,v
S8I8 GET #1,V:GET #H1,H:ADSTART=2SEHMIY
GET #1 ,V:GET Hi,H:!ADEND=ZSaMKIY
ACCUR=ADSTART

GET ®1,V:POKE ADCUR,V:aDCLR=ADCUR

G040
soge
S068
*1
Sa7e
sasn

IF ADCUR<=ADEMD THEN S@60
GOTO 5838

SE70 CLOSE H1II1RETURM

1 REM St bbb -0 i - -
£ REM = THE I-D ANIMATOR *
I REM = by Philip RObBinSon -
4 REH #® e e s e e -
5 REM % LISTING 4 L.
8 REM % ——=—-———-—"-—===w=n== ol *
¥ REH ¥ PAGE 6 HAGAZINE - EMGLAND
B REM SRR b

II

ak

LS
EK

HP
CH
W
AS
Ak
By

Ll

HJt
Ry
uL
HH

BH
o
TF
M
L

WF

EI
SH
RN
ED
ui
ED
i
EP
BS

cY
&8

oo
HE
HU
SK
11
JT

HM
HM
4I
EC
oH

TZ

KU

NE

ES

(] 4
el

RU
HO
HC
Fli
RO

au
PB
Hi
EJ

18 GRAPHICS @:SETCOLOR Z,.8,0:SETCOLOR
1.8,15

20 POSITION 13,1

38 PRINT “CEITFGIAEGL]

POSITION 18,3

PRINT K"

POSITION 12,5

PRIMT “[IF SN CENL

FOSITION 2,9

PRINT "1. GEMERATE AN IMAGE"(PRIMNT
LD PRIMT "2, DISPLAY FILE WIEHWS OF aN
IHAGE" : PRINT ]

48
5@
L1
7a
B
Bl

1Z8 PRINT "I. PROJECT ANIMATEDR SEQUENC
E"1PRINT

130 PRINT “4. EXIT":PRINT :PRINT

148 PRINT "ENMTER SELECTION" ; iIMPUT M

150 IF M{1 OR W*4d THEM Iad

155 PRINT :PRINT "N TECEDE

FLEASE WaITR

168 IF W=1 THEM RUN
178 IF M=% THEW RLUN "C:iD53F.JID'

188 IF M=Z THEM RUN "“D:PRJ.ID"

1%8 IF M=4 THEH GRAPHICS 0:EMD

180 SOUND L,58,.6,8:FOR I=1 TO LS@:MENT
I

Iie

"D GEM. 3D

S0UND 1,8,0,0:G0T0 1@

1 REM St s om0 s bbbt e R
2 REH ® THE I-0 aMIMaTOR -
3 REW ® by Philip RObinSon ]
4 REM % ===m=w= B L e s = e -
T REM ®= LISTING 5 *
B REM ¥ ———————=== ki
¥ REM # PAGE 6 MAGAZIME - EMGLAND *
B R P00 -3

18 DIM KOZ0@l , YEizea)d ,Z(2a0)  Hb (16683 , YD
Ci@@l

Z8 DIM ro4l

I0 DIM FHLSC28) ,FNZ5C20) ,FNISC20D ,FNSC
zad

40 DIM D5SC25) ,a%C1)

99 GOTO 11808

1808 REM DRAW RTHM FOR JOYSTICK

118 HUMVY=@:IMC=&:A0RH-168;:A0RY =26

128 CH=AORH:CY=a0RY

125 COLOR 1:PLOT CH,8:DRAMTOD CH,19%1:PL
0T CK-8,CY:DRAMTD CK+8,CY

138 IF PEEK(764) {(}Z35 THEN ZO@

148 IF STRIGCB) =B THEM 258

158 I=STICK(@):IF I=15% THEM 13I8

168 COLOR Z:PLOT CH,CY

A78 IF MUMV{}8® THEN DRAMTD HBINLUHUY , YD
LML=y

188 IF I=7 THEM IF CX+IMC{=319 THEM CH
SCH+INC:GOTO 228

198 IF I=11 THEW IF CH-IMC»>=a0RH THEMW
CH=CH-INC:GOTD 2278

THEN IF CY-IMC>=@
CY-IHC:GOTO ZZ@

218 IF I=L3 THEN IF CY+IMC{=1%1 THEN C
Y=SCY+INC

228 COLDR 1:PLOTYT CH,CY

230 IF MUMU{}8 THEM DRAMTO HD (NUMHUI , YD
CHLIMUY

Z48 GOTO 138

250 GOSUD S140:MUHV=HUMHV+1

68
i ]

gl IF I=14 THEM CY¥=

HD CMLIMUY =CH : YD CMUMUY =CY

GOTOD 138

288 IF PEEK (7643 {3II THEW Ii@&

230 GOSUB S5140:POKE 764,255 :INMC-INCH7:
IF INGC}8 THEW IWNC=1

a0 GOTOD 13I8

Iié GOSUB S140:POKE 764,255

320 FOR I=1 TO HUMV:HD(I)=HDC(I)-ADRMH
IT8 YD CIXN=YDCI)-AORY:MEHT I

I48 NUMY=HUMU-1
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4888 REM FILE
4018 GOSUD SB10

AD40 PRINT "EMTER HUMBER OF SECTIOMS *
FEINPUT WUMH

ARS8 IF MOF=8 THEN GOSUEB 10860

40BN THETA=PHI:GOSUB 6508

THE THAGE

4838 MNOF-HOF + CNLUMHVSEHIMHD : NOV-HOU+ ONLTHY
1YW CMIHH+ 13

4875 COSUB S018:PFRINT
HL_LiLt

4188 BS5="ADDP MORE TO IMAOGE C¥-M)*:G05UDR
S108

"COORDIMATES — &

4118 IF as="y"
B

THEW GOSUB SOI0:GOTO 10

4128 PRIMT
UG 10108
4130 RUN

"COMPLETIMG IMAGE FILE':GODS

"D HEMU . FD"
5008 REHMH GRAPHIC SETTINGS
5819 REHM SETUP TEST HIHMDOH

5028 GRAPHICS 48:GOSUB S@878:%7 :% :% 19
TRETURM

5838 REM REHOVE TEHT WINDOH

5848 GRAPHICS S6:G05UB SO70:RCTURN

2858 REM CLEAR SCREEM

5868 GRAPHICS 24:GOSUB Sa78:RETURN

5070 REM SET COLOUR REGS.

5088 SETCOLOR Z,8,8:SETCOLOR 1,0,1%:C0

LOR 1

5098 RETURMN

F108 REM ASK OUESTLION

5118 PRINT O%;:INPUT A5
128 IF as{"yY" aND a${roue
S168:GO0TO S11@

F1I8 RETURM

5148 REM BEEP 0K

5150 SOUMD 1,30,10.8:FOR SHD=1L TO S6:N

EHT SHE:GOTOD S1i80

5168 REM BEEFP ERROR

5178 S0UME 1,58,6,8:FO0R SND=1 TO

EXT SND

THEN GOSUB

150N

Si80 SO0UMD 1,8,08,0:RETURM

6508 REH REVBOD

B518 K=PI®Z/MUMH

G528 L-MUMV+L:iCT=COSCTHETAD :ST=SIML(THE
Tad

6538 REM FIRST VERTICAL SET

6548 FOR P=1 TO L

GBESE HIPI-HDEPIRET: ¥ EPI=YDOP)Y : 7 £PF) =MD €
PI®5T

ES60 PRIMT HAL;XIP) ™, :Y (P "™, % :

G578 PRINT BL;ZI(P)

6580 MEKT P

6598 REM SECOMD VERTICAL SET

6688 FOR Q=1 TD MUMH

G605 GOSUB S8Le:PRINT "PROCESSIMG SECT
IOM ";@;" OF *; MUMH

6618 THETA=THETA+K:CT=COSCTHETAX:ST=5I

HETHETA

6628 FOR P=1 TO L

GEIA HIP+LI=HD(PIMET ¥ EP+LI=YD (P) : Z (P +
LYISHD CP)#ST

G648 PRINT BL;XOP#LY ;"™, " YIP+L) ;" ,";
BLE@ PRIMT HL1;Z(P+L)

BEED MEHT P

EGEF7D REM FA&CET (FL,F2Z,FI..CF433 SETUP
BNTI-CLOCKHISE

OO0 FOR P=1 TO WUMHY

GEIB FOHLI=P:F(HZI=P+L:F CHE)=F (W2) +LEF
[HAY=FIHEY -1

6780 SIZE=4

6710 IF HOCFCWL}3=8 THEM SIZF=3

BFZ0 IF HDIFOWZIDI=@ THEM SIZE=X:F{W3}=
FiHd)
6730
ETA4D
&E758
BTGO

PRINT ®Z;SIZE

FOR H=1 TO SIZE

PRINT HZ;F (M) * 00- 1) %L +N0Y

MNEXHT H

6798 MEXT P

G8I0 REHM MaKE FIRST SET SECOMD SET aNMD
REPEAT

848 FOR P=1 TO L

FL
1
FZ
JH

UM

il

Ia
uo

IcC
aT

5L

HG
BY
K
U
0E
VR
FF
KD
L]

EI
SH
RN
ED
UF
ER
i
EP
KF
JE

JH
[ F4

IE

KH

YZ

ar

BI

BL

FH

ay

nH
HE
RS

MI
uF
L]
Y

av
55

FZ

GHSH HIOPI=HAIP+L)Y ¥ CPI=YOP#L)Y :ZEP) =T (P +
Ly

BBGH MEKT P:MERT 0O

BUFD RETURN

10888 REM GET FILE MWAMES
10818 PRIMT “ENTER FILEMWAME
ML1%

"ItINPUT F

10620 FHZS=rMLS FHNIS=FMLIS:I-LEMIFHLS)Y +
LIFNS=FM15

1LOBI0 FHLISCI) =" HYZ":FNZSCID =" FAC:FM
ISCII="".CTL"

REH OPENM OUTPUT FILES

OPFEW H1.8,8,  FMLI5:DPEW HZ, 8,8 ,FN2

10040
il@as5e
%

la06a
1168
L

i@i18
i@1za
i@13e
i@r48

OFEW H3,8,8,FN5:CLOSE M3:RETURN
REM CLOSE OUTPUT FILES,HRITE .CT

CLOSE H1:CLOSE n2

OFEWN ©1.8,.8,FHIS

PRIWNT HL;HOF ", " N0V

CLOSE @1

RETURM

REM IMITIALISE
HLI=1:HWZ=21HI=F:H4=4
PHI-@:PI=3.142:MOF=01NDV=@
GOSUBR SA50

GOTO 168

10158
11808
11818
iiasa
L1868
113%@

REH
REH = THE I-0 ANIMATOR
REH ™ by Philip RObin=Zon
REH =

REH ™

REM
REH # PAaGE 6 MAGAZINE - ENGLAND
B OREE MR B B R
18 GOTD G006

28 OPEN H1.%,8,FN5:P=TV:0=P+7680:D0=DI1%
P

b - I R

*
*
L
3
-
*

30 P=USRIFIND,P.P-D)

42 IF P=@ THEN 835

58 S=PiR=P#2551IF R}Q THEN R=0Q

68 P=P+1:iIF PEEKCP){}PEEKIP-DI AND P{R
THEM &8

7O UVISINTECS=13 /2663 1PUT H1,S-1-Uiwzse

IPUT BL,VLi:PUT HL,P-5:FOR Vi=5 TO P-1:
PUT B1,PEEKCVLY iNEXT V1

B8 pAaT=DAT+P-5+3:GO0TO I8
B DAT=DAT+Z:PRINT “DdaTa =
ISPLAYS = "“;ND—-1

78 PUT HL1.8:PUT #1,255:CLOSE HLIK=USR(
HOVE, TV, APRCSCRSY , 38 :RETURMN

91 REM

9 FOR I=1 TO mOw

9T VASREOL,13®HETI +RLL, 23 WY CII+R L, DI nZ
(I +*RCL,4)

P4 VITRCZ,LIMHECII+RCZ, 2IRYCIIFRCZ, Z) W7
[IY+RCZ, 43

PE WISRCI, LIRHEII+ARLT , ZIRYLIIFR T, I #F
EIV+REX, 43

96 HIEII=NL:YCIN-SU2iZCINSUIIHENT I:RETU
W
18
i1i@
1z@
a8

tiraT+I " b

REH
Ti=2
T=TL:P=T:TA=TL®2Z:IF Ti<{MUF THEM 12

118
140
158
168

O=T:R=@:D0=p
G=MVF=D-1:5=P+R:IF P=R THEN 5=P
TL=SmZ

FOR K=R TD & STEP TL:H=K+5-1:IF G
H THEM H=G

178 FOR I=K TD HiJ=I+1

188 IF SAZCIYDY {SAZLJ) THEN TZ=SAZCJ):
SAZCJI=SATCI4D) i SAECIYDI=TZ I TZ=STGLJ)
STGLN =3TGCJHRD :STLCAHDI=TZ

198 MEMT L:iWENT K

oy

A
ZC
L]
G
JF

L
Gl
FH
aR
Mk

K
LI
nn
5
oY
nH
vC
ab
1]
BK
SH
oX
uv
bR

ER

¥P
L
YN
RH

N5
ar
B2

Ba
CH
JC
oY
By
G5
i d. ]
BL
GT
BH
HF
™

HR
cw
Ja
ES
ar
HE
51

up

HF
ap
HZ
o
s
oy
T
Ip
JP

It
UK
C5
Bl
L]

e IF OCxF THEW D=0-P:0=0/2:R-P:GOTO
148

210 P-IMTEP#2)1IF P{}@ THEN 130

220 RETURM

S8 REH

I10 MUF-B:FOR I=1 TO MOF

528 VISFACETCL,IdIVZ-FACETLZ,I) (UI=FAC
ET(Z,13

JZ0 DHAI=HIUVZY-HIUVL) iDYL=Y CWZ) =¥ IUL)
I48 DPHE-HIVII-HIVZ) 1DY2=YIUZII-¥EUZ2)
I58 IF DHLI#DY2-DHEZWEYL{D THEW JI98

I68 MUF=NUF+L:5TGIMVFICI:SAZCHUFY =@
I7A FOR J=1 TO FACETCE,TI):547 (MUFI=SAZ
(NUFI +ZCFACETCJ, TD) : MEXT J

T80 SAZ(NUFI=SAZ CHUFIAFACET (O, 1)

190 MEHT TI1RETURM

588 REM

518 REH

G20 IF PEEK(764)=255 THCW 520

518 REH

548 EY-PEEK(764) :POKE 764,255

558 REH I

S60 IF KY=13I THEM 10008

578 REH R

588 IF KY=48 THEN 119088

598 REM 5

608 IF KY=62 THEN 12008

G188 REM T

628 IF KY=45 THEN 1Z80a

658 REM W

GE@ IF KY=16 THEW L15e88

678 REM D

GHO IF KY=SE THEW i6o8a

718 REH E

728 IF KY=42% THEM OPEN H1.9,.0,FM5:PUT
BH1,Z55:PUT HL,295:CLOSE Hi:RUM “'D:MENU
{10

798 GOTO Sea

BBl REM

B10 FOR I=1 TO MYF:T=5TGCI)!S=FaCETL@,
™ ;

BEG Vi=1:VZ=1:GOSUB Zoeo

BF¥8 VISZI1VZ=Z2:GOSUB Zooa

aga Vi=T:UI=I:GO0SUB ZaA@d:GOSUB ZZoe
B%8 IF S5{4 THEN 3I@

98 Vi=F:uiz1:G05UB Zaoa

18 VIS4 I1VZSZGOSUE ZO0a

FZ0 VI=1:VESEGO05UB ZOea:GOSUB ZZoR
938 VAIz1:UZ=1:GOSUB ZO0Na

48 VISZUZ=2:GOSUB ZO80:GO5UB Zi1i68
958 VI=Z21V2=1:GOSUB 2808

960 VIST:UZ=Z2:GOSUB ZA00:GOSUBE Zio00
378 VI=I1WI=1:GOSUB Z@08:IF 5{4 THEW 1
Lil:0:]

288 VIS4 :iVE=Z:GO0SUB ZO@0:GOSUB Ziao
990 VAI=4:iU2=)1 GOSUB 2088

1088 VIZ1:UZ=2:GOSUR Z800:GO0SUB 2i00
1818 MEXT I

1829 RETURM

ZBad REM

2818 P-FACETIVL.T):IF INTCKLIP) +AORK) T

53 THEN z8Ia

ZHZ0 POKE PECL,VUZ)+1,0:POKE PKCL,U2),I
NTCHEP) +A0RH) :GOTO ZO4@

ZOI0 POKE PKEL,V2)+1,1:POKE PECL,V2),I
HWTIHIP) 256 +A0RM)

Zoda
Fasa
Eloa
Ziil
zzo0
2z10
Saoa
So10

POKE PKC{Z,U2) , INTIYEIP) +A0RY)
RETURM

REH

KE=ZUSRELIMEL) :RETURM

REM

E=zUSREIEFCTI :RETURN

REM

REM

uuznf:napuxcs 40 :GOSUD Sa7e:T &7
TRETURM

SO0

5od4@

Sa50

S068

Sa7e

REH
GRAPHICS S6:GOSUB SO781RETURM
REM CLE&R SCREEM

GRAPHICS Z4:GOSUE SO870:RETURM
REM SET COLOUR REGS.

&
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S080 SETCOLOR 2,8,0:5ETCOLOR 1,8,1%:C0
LOR 1

SO0 RETURM
S108 REM
S118 PRIWT
510 IF aSdiyvye
S160:L0OTO S116
51380 RETURMN
5148 REM

150 SOUWND 1,308,108 ,.8:FOR I-1 TO SO:WEM
T I:GOTD SL18A

S168 REM

S170 SOUMD 1,.5@.6,8:FD0R I=1
i [l

S180 SOUMD 1,0,0,0:RETURM
8888 REM INITIALISE

0% :INPUT a%

AND AS{3TUN"™ THEM GOSUB

TO 1G5@81HEH

BO1G GOSUR 20888 :40RK=-160:A0BY=96:0AT=
@

BRZD RAM=T4Z0

BaZ8 VALUE=RAM+LI:POKE VALUE,®

8040 HTORRM=-RAM+14:POKE HTORRM, 1
BAS8 PEIL, 1) -RAMELT

BO60 PKIZ, 1) -RAMYLS

B8a7e PKC1,2)=RAM+I0

B088 PKIZ,2)-RAMFZZ

8@%8 PKILl,T)-RAM+ZI

8108 PEKCZ,TI=RAMZIE

8118 EDGESCRAM+4I:POKE EDGES. 8
8120 HODE=RAMY46:POKE MODE, 1
B1I0 MOSHO=RAM+4%:POKE MOSHE, 1
Bi148 LINEL=RAM+S6Z

81580 FCT=RAM+*L1B7Y

0168 MOUE=RAM+1I4S5

8178 FIND=RAM*LI7O

8288 DEG :GOSUB 3I08:GO5UE S05a

BZ18 TV-PEEK (BB} +PEEK (BPIMZEEIDISP=TU-
abR (SCRE)

8228 POKE TVUH7680,08:P0KE ADRISCREI+7ED
8,255

B23I8 K=USRCMOVE, TV, a4D0R (SCRS) ,Z0):GOTO
14088

aGa8 REM

B618 I-ANIS-INTCAMIS/ Z2%I+1

A28 J-I-INTI(IAX)I®I+1

BEI8 CT=COSC(THETA) :1S5T=SIMCTHETA)

B648 ACANIS, ANISI=L:ALANIS, Id=0:ACAKIS
LAJI=8

8658 ACI,AKISI=@:ACL,I)=CT!ACI,J3=—5T

BEER ACJ,AHISI-@: Al ID=5TiALS, JI=CT
BETE ACL,4)=0:14CF, 4)=-R:4C(3,43=0A

8688 RETURN

908 REM

8918 afl, 1)=-viiactl,2)=@1afl,.3)=0:a01,4
1=8

8920 ACZ, 1)=01aC2,2)=VZ:all,3)-0:aC2,4
1=8

B930 ACI, 13=01ACT,.21=0:4C3,II=VIIALT, 4
1=a

8948 RETURN

T80 REH

9010 ACL,1)=1:AC1,2)=01ACL,3N=01ACL,4)
=i

020 Al2,1)=0:AC2,2)=11AC2,3)=01AC2,4)
=vi

020 ACI, L)=0:ACI,2)=01AC3, 3=11ACT,4)
—¥3

9048 RETURM

188 REM

9118 FOR I=1 TO I

#1728 FOR J=1 TO 4

9138 BCI, M -ACT, 13MRCL, JYFALCT, ZIWRIZ,
IHRCT, FIHRCT, J)

9148 MEHT J

158 BLT,43=BIT,43+4CT,4)

9168 MEMT I

*1780 FOR I=1 TO 3

2180 FOR J=1 TO 4
#1990 ROL,JI=BLL, . )
9200 MEHT J
218 MNEXRT I
320 RETURN
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1388 REH
9T10 RCL,13=L:RCL,ZI=M:RCL, TI=0:RC1, 4
=@

9TZ0 ROCZ,LI=0:RCZ,ZI=L:1RCZ,3VI=0:RCZ, 4]
=0

FITI0 ALY, 1I=D:RCT, 2I=0:1REI, II=L:RCX, 4)
=@

FX40 RETURM

18088 REH

10018 GOSUB G148

18028 GOSUD SOL8:PRIMT
BLISED

1860 FOR I=1 TO S0:MEHT I:GO0SUB 9308
18848 GOSUB SO30:GOTO S88

11088 REH

11818 GCOSUB S148
11028 GOSUB S81i0:PRIMT

"SETTINGS IMITI

CROTATION"

11838 PRINT "EMNTER K.Y, Z"::IHPUT Vi, w2z
+ VI

11040 AHISSL:THETA-UL:GOSUR BG688:COSUB
108

11050 AMIS=2:THETA=VZ:GOSUB 8600:G05UB
108

11068 AMIS=I:THETA=UZ:GOSUE #600:G605UB
LI

119070 GOSUB S@30:60T0 F08

12888 REM

120818 GOSUB 5148

12628 GOSUD S010:PRIWT "SCAaLE"™

12830 PRINT "ENTER H,Y¥.Z";::IMPUT wi,uZ
Tk

172040 GOSUB B988:GOSUE 180

1Z058 GOSUD S8I8:GOTO S88

1zZe8d REM

1T818 GOSUB Si4@

1020 GOSUB S010:PRINT "TRANSFORM"™
13838 PRINT ""ENTER M,¥,ZI";:INPUT wi,u2
ALk

1Z848 GOSUB 000 :GCO0%UB 188

1T858 GOSUB S583I8:GOTO S68

14800 REH

14018 GOSUB S5148:GO05UB SOL8:PRINT "ENT

ER FILEMAME™; :INPUT FHL1§

LA4B20 FHZS=FMLS:FNIS=FMLS:I=LEMCFHLS)+
1

14038 FHS=FHLS

14848 FNLSCII =" .HYZ":FN2SCII=".FAC'":FN
ISCII="*.CTL"

14858 PRINT "READPIMGE IMAGE FILE™
14068 OPEN 221 .4,8,FNIS

14878 INPUT 8H1,V1, UVZ:NOF=-UL:NOVZUZ
14088 CLOSE ni

14898 OPEM H1,4,.8,FNLZ

l4i@@ FOR I=1 TO NOV

14118 INPUT BH1,V1,VZ, VIIHCI?=Vi:YI(I)=V
2:TLIN=VE

14128 MENT I:CLOSE #i

14138 OPEM ®1,4,8,FHZ2S

14148 FOR I=1 TO WOF

14158 INPUT H1,V1:FACETIO, II=V1

14169 FOR J=1 TO V1

14178 ITNPUT HI1 . VZ:FACETC(J,IX=VE

14188 MEKT J:HEHT I:CLOSE mi

141%8 PRINT "IMAGGE LOGDED"™:GOSUB S140
14288 FOR I=1 TO G8:MEXT I:GOSUR S8I0:
GOTD S8

158088 REH

15810 GOSUB Sid@

15628 GOSUB S810:PRINT “"UIEHING SPECIF

ICATIOMS"

15830 PRINT ""SHADE (8-64)"; 1 INPUT V1
15048 IF Vi@ OR Vi}64 THEWN GOSUD S168
teOTD 150Z8

15858 POME VALUE, L

15060 OS="HALF-TONE (Y W)™ :GOSUB S108
15878 POKE HTORRMN,1:IF aS-"N" THEN POK
E HTORRM,B®

15088 OF="WHITE EDGES (¥ M)":GOSUB 518
(-]

15890 POKE HODE,8:IF A5=""N"
HODE . 1

THEM POKE
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15108 GOSUD S0I0:GOSUDE BOD:GOSUD S148:
GOTD S88

16808 REM

LGB1E GOSUD SL148

16828 GOSUB SA18:PRINT
LAYS" ; :INPUT WD

16088 OS5="FILING C¥/M}":GOSUB Si0d:G605
ug Hess

16048 POKE 553 ,8:605U8 S058

1G858 GOIUD
16068 GOSUB
16878 GOSUB

"NUMBER OF DISP

FLIGOSUR G148

I00:GOSUB Si48

188 :GO05UB S148:FOKE 559, 34
16088 GOSUBR BOD:GOSUEB Si48

L6@%8 IF AS="Y" THEN GOSUB S010:PRINT
“FILING - PLEASE HWAIT':GOSUB 20:605U6
SOID;GOSUD Hi4e

16108 WE=HD-L1:IF MD<H0 THEM 16840
16118 GOTOD S

20008 DIM SCRS(7EBL) ,FACETC4,90) , 40X, 4
1,BCX .43 RET. 4]

20018 DIM KOP8) v OB ,Z028) ,3TGCIB) ;50
T8  PHLZ, 3D

20028 DIM FHLS (200 ,FHN2ZS (200 ,FNIS (200 ,F
LER+T}

200%I8 DIM 0SCI00 . A%CL)

20040 RETURM

L REM st a0 000 oo
2 REM THE JI-b ANIHATOR

I REM
4 REM
5
6
F

"
- by Philip RoObinson
»

REH =
)
-

i
]
I
i
I
I
1
I
I
1
I
I
1
]
]
1
1
i
X x E ¥

REM
REH PAGE & HAGAZIIME - EMGLAWD =
BB M N ke KB
12 GOTO 18098
28 POME 764,8:K-USRIOASL,ADRIDSE))
Id ADDR-PEEKC(ZO4) +*PEEKC(ZBS5) %256
48 POKE 764,255 :K-USR(BOSL, ADDRY
50 IF PEEK(7G4) {})56 THEW POKE 764,255
RUW "D:HENU.ID"
68 POKE 784,255 :GOSUB S5140:G0S5UB Soié:
PRINT "ENTER FRAME DELAY (L=25E63") :INPU
T Fi
78 IF Fp{1 OR FD}2Z56 THEN GOSUB S5168:G
oTO &8
88 IF FD=2858 THEN FD=8
98 POKE 8882.FD:GOSUB S85S@:GOTO 28
1888 REM IMNITIALISE
1818 DIM DECEZOBB) ,FHNS (20D
18Z9 GOSUB 5858 :605UB S01@:G05UB Si4@
18X8 PRINT "ENTER FILENAME"™ ) 1 IMPUT FHS5
1848 PRINT "READIMWG DATAY
18580 OPENM H1.4,0,.FNS
1868 K=-USRI{8%69,ADRIDSI)
1878 CLOSE ®HL:GO05UB S638:POKE aaaz,e
GOTOD Z8

laoo

5888 REM GRAPHIC SETTIMGS

5818 REM SETUP TEST HINDOH

5828 GRAPHICS 48:GO05UB S@7@:7 9% % 19
SRETURN

58378 REH REMOVE TEXKT HIWNGOH

5848 GRAPHICS S6:GOSUB SO70:RETURM
5858 REM CLEAR SCREEM

S860 GRAPHICS Z4:G05UB S878:RETURM

B872 REM SET COLOUR REGS.

Sese SETCOLOR Z.@8,0:SETCOLOR 1,.@8,15:C0

LOR 1

5078 RETURN

5148 REM BEEP OK

5150 SOUND 1,308,108, 8:FO0R I=i TO SO:iHEX
T I:60TD S188

5160 REM BEEF ERROR

S1¥8 SOUND 1,.58,6,8:FO0R I=1 TO 156:MFH

T X

S160 SOUND 1.8,8,0:RETLHRN

B
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CHRISTMAS SPECIAL
OFFERS

ALY NASOUND sampLING SYSTEM
TAPE/DISK WAS £39.95 NOW £35.00

I X3 mini iINTEReACE & SOFTWARE

TAPE/DISK WAS £29.95 NOW £25.00

(PERCUSSION MASTERPY I TN

HARDWARE & SOFTWARE
DISK ONLY WAS £29.95 NOW £25.00

mm LOW COST SAMPLING PACKAGE

DISK ONLY WAS £19.95 NOW £16.00

CIAEEITI D sorrware bRum MacHINE

TAPE/DISK WAS £6.95 NOW £5.00

ALL PROGRAMS RUN ON ANY 48K ATARI
PRICES INCLUDE VAT & P&P

SEND YOUR CHEQUE/PO WITH YOUR ORDER

OR AN 18p STAMP FOR
OUR FREE CATALOGUE TO

2 BIT SYSTEMS LTD,
385 HITCHEN ROAD, LUTON, BEDS

Y Attention Atari
% Adventurers!

oF"
Lt Wargames Adventure
a5t . D i 1 n
5{._9:'*' o Simulation Specialists!
e L W :L
i . a3 A
e - .
m\cﬁl‘}:ﬁ “\-ﬁ"o Run by Enthusiasts
i g i .
sed O - for Enthusiasts!
- ey
Ay
o g
i J-ﬁ' .
, 5 o6 We stock: (Disc)
o ] s
ot . ¥ Atari/ST - Apple I1
~ "
'L't" ﬂo '\ﬂ:‘fnﬁ‘; Cﬂmmﬂdﬂl"ﬁ- Amlgﬂ
o A
'{*_ e N IBM/Amstrad PC
] g
"C:*'
\& nie
av ;
Lclov
_U-fhli i

Mail Order Anywhere or Visit Our Retail Store
Send £1 for Catalog (Refunded with 1st Order)

Call in for a Coffee & a Chat! '

COMPUTER ADVENTURE WORLD

1A Charing Cross, BIRKENHEAD L41 6E], England

Telephone 051 666 1132 (Mon Sat. l0am-5pm)

STORT SOFT

ATARI MAIL ORDER SPECIALISTS

INCREDIBLE LOW PRICES!

ALL DISKS CARRY A NO OUIEBLE REPLACEMENT GUARANTEE ARE CERTIFIED 100% ERROR FREE AND
COME WITH LABELS, 5~ ALSD HAVE SLEEVES AND WRITE PROTECTS. FLIP SIDED DISLS HAVE TWO
INDEX HOLES AND TWID NOTCHES.

SPECIAL OFFER !

25 55 48T 5.25" DISCS & 100 CAP LOCKING DISC BOX £16.00
50 55 48TF 5.25" DISCS & 100 CAP LOCKING DISC BOX f£25.00
100 35 48T 5.25" DISCS & 100 CAP LOCKING DISC 80X £39.95
25 DS 48TPI 5.25 DISCS & 100 CAP LOCKING DISC BOX £17.00
50 D5 48TP1 5.25° DISCS & 100 CAP LOCKING DNSC BOX £26.50
100/ D5 48TPI 5.25° DISCS & 100 CAP LOCKING DISC BOX £42.00

5;"DISCS FROM AS LITTLE AS 33 PENCE

BELANK 5 1/4" DISKS
DISK NOTCHER FREE WITH EACH 100 DISKS PURCHASED

10w
UNBRANDED TRIAL 10 25 50 100 plastic lib, caes
3548 TPI £4.50 £9.00 E17.00 £33.00 £5.50
0548 TPI £5.50 £11.00 £13.00 £35.00 £6.50
D556 TPI E6.50 £13.00 £21.00 £37.00 £7.50
(596 TPI FLIP SIDED £7.00 £14.00 £22.00 £3E.00 £8.00
MIMIC FLIP SIDED (596 TPI £8.95 £20.00 £28 00 £70.00 £5.05

MIMIC HIGH DENSITY 16meg  £2300 £52.00 £100.00  £180.00 £24.00
COLOURED - mix & match or all one colour

55448 TP £6.50 £12.00 £22.00 £42.00 £7.50
D548 TP £7.50 £14.00 £24.00 £44.00 £4.50
D596 TPI £8.00 £16 00 £28.00 £50.00 £9.00

SPECIAL PRICE" Dysan DS48 TPI BOX OF 10 ONLY £10.95

BLANK 3.5" DISKS

1 351ps unbranded 10 25 a0 100 500 10 in a case
SS.-'I% (MF100) 11.95 25.00 57.00 98,00 ? 12.95
05,0 {MFZ0D) 13.85 33.00 B62.00 110000 ? 14.95
3.5" SPECIAL OFFERS

25 55,00 135 TPI(MFIDD] & 80 or 50,/90 locking dise box £35.00

50 55,00 135 TPI(MFIDO) & BO or 60/90 locking disc box £59.85

25 05,00 135 TPI(MFZ00) & BO or 60,90 locking dise box £30.85

50 D5,/00 135 TPIIMF200) & 80 or 60,90 locking disc box £65.00

FULL RANGE OF ATARI HARDWARE & SOFTWARE - BEST PRICES - RING FOR DETAILS!

Just wnite for more mformation. Cheques etc, payable 1o STORT SOFT {Intarnational ordars
add 10% and remit sn pounds Starling by bank draft or intl. money order. Write for quetE inany

other Curréncy)
ACCESS/MASTERCARD/EURDCARD /VISA accepted. CREDIT CARD DROER LINE - 0279 83509
24 HOURS A DAY, 7 DAYS A WEEK - VAT &P P. INC. NO HIDDEN EXTRAS — WHAT YOU SEE IS WHAT
YOU PAY

18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CM22 7NX

LOCKING DISK BOXES

5z HOLDS 50 £7.95
357 HOLDS 40 £795

COMPUTER STATIONERY
PRINTER PAPER - Continuous fan fold, sprocis fad

5:" HOLDS 100 £9.95
60,90 (HOLDS 60 3" or 90 317)  £9.95

SHEETS 117« 8.5" 8l A4 TO 117 = 5.5° S0gsm Ad J0gam
500 £4.95 g l'.'I':“.ﬂ?| £3.00 £m
1000 £8.95 £10.95 £14.00 E£15.00
2000 £13.95 £16.50 £24.00 N/A
LABELS - Contisuous fan fold, sprocket fed

10mm x J6mm  BOmm x J6mm  102mm x 36mm  BSmm x 49mm
1000 £4.15 £4.75 £4.50 £5.75
2000 £7.50 £7.90 £B.40 £10.50

Please specify number of Labels across (1, 2 or 3)
BOOKS — END OF SUMMER BARGAINS!

Pubdishies ARP Our price

Atari Basic ‘Wiley £9.75

Aani Eaa:hu:s B Sound Wiley £8.00 £4.95
Anari 1 JUXE Mach, Lanl_ Far Baginners Melborne £6.35 £4.00
Atari 130XE Games Bool Melborne £6.95 £4.00
Advanced Spectrum Mach Laﬁ Melhorne £6.95 £6.50
Mach I:udeul:*mhna'rms For trum Sureshine £6.95 £450
Creating d ames on your Z Fim Interface £395 E2.75
Advanced Mach. Code Programening For CEMGS Granada £7.95 £5.95
The Complete Commodere {4BE pages) Granada £9.95 £6.95
Machine Code Master (A Lirary of M/ Routines)  Sunshine £6.95 £6.25
Commadare 64 Assembl Lmﬂ:e*d Shiva £7.95 £5.75
Advanced Commodore 64 Basic Callinz £8.495 £6.35
Micro Wars On The CEM A4 Century £5.95 £350
Bugsiess Applscations For The CEM 64 Surshing £5.95 £4.50

ATARI HARDWARE - BARGAIN PRICES

570 5TFM £278.95 10405TF £425.00
1040 STF & SM125 momo monitor £570.00
Mega 5T (2 megabyte RAM & 1 meg drive) £B45 00
Mega 5T (2 megahyte RAM & 1 meg drive) & SM125 £835.00
Mega 5T (4 megabyte RAM & 1 meg drive) £ 1095.00
Mega 5T |4 megabyte RAM & 1 meg drive) & SM125 E1190.00

All Hardware comes with free dust covers!! AN 5Ts coene with § public demain disks inchuding CPM emula-
tor and the arcade gamse Megaroeds, 5 blank discs to get you going. Basic language disk amd marsals

COMPUTER ACCESSORIES

5 DISK NOTCHER (Double your disk capacity on a single sided dive) £385
IJIEK CLEANING KITS Liquid man-abrasive type - protect your valushle snitwane

5+ OCK £31.85 ﬁ" CK £4.95
SfIIEH.-'.ﬁMSTFIM] 1512 T0 CENTRONICS PRINTER LEAD [? metres) £8.95
ST 10 AS232 MODEM LEAD E? metres] £8.95
HATTERY POWERED MINI-VAC - for keyboards, printers etc £9.95
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You play Fred, a Kansas wheat farmer who is paid for not
growing wheat. While not plowing the fields one afternoon,
Fred and his dog, Tito, are consumed by a violent tornado. It
brings them to a musical, colourful, land populated by magical
elves who sing, dance and use TYPO 3.

These elves are being annoyed by an evil band of witches
who live in a desert on the other side of the planet. Most every
day, the bad witches shortsheet the elves’ beds, hide their
morning newspapers and fly around yelling ‘Hey shorty, your
mother’s a fire hydrant!’

Your mission: You and Tito must fly the elves’
patent-bending, brass-plated, sodium-powered, warp-driven,
salad-spinning, nuclear destructo-blaster space cruiser deep
into enemy territory, and ...

DESTROY ALL WITCHES!

But first, type in the Listing, checking it with TYPO 3 as
you go, then SAVE or CSAVE a copy before you RUN the
program.

Until you came along, the elves only used their
destructo-blaster cruiser for shopping trips and pleasant
Sunday afternoon picnics in the surrounding countryside.
Hence, it has a rather small fuel tank. When you run out of
fuel, vou crash and explode.

To compensate for this, the elves received a multi-trillion
dollar government grant to develop the Sodium-Depleting
Instrument (SDI). Upon contact with a witches spaceship,
SDI removes all sodium from the witch fuel tank and transfers
it to vours. Without fuel, the witches ship quickly loses power
and blows up. What fun!

Your ship’s radar (controlled by a type-in computer
program from a popular Atari magazine) can detect a witch’s
ship before you can see it on the horizon. Use the radar wisely.

The SDI has a maximum range of 400 metres and a
minimum range of 100 metres. Push the joystick forward to hit
distant targets, pull back to hit the closer ones. Press the
joystick button to fire the SDI. The indicator at the bottom of
the screen tells you how far your SDI will travel before it hits
the ground. Each witch’s ship carries 30 gallons of sodium.

Witches attack in waves of three screens each. Destroying
all the witches on three consecutive screens allows you to
advance to the next wave. If you fail to destroy a fleet of
witches, they’ll turn you into a toad and blow you up.

Your score, remaining fuel, and wave number are
indicated at the top of the screen. There’s no turning back.
Strap Tito into the Navigator's seat, fire your engines, and
begin your witch hunt.

Oh yes, and don’t forget your ruby slippers!

Desert Chase first appeared in ANTIC magazine Volume 5
No. 3 and is reprinted with ANTIC’s permission under an
exchange agreement with PAGE 6. Program author Guy
Aitehison lives in Illinois and had been programming his Atari for
rewo years at the time he wrote the game. The article is by
ANTIC Program Editor Charles Jackson.
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DESERT

a weird and challenging blast ’em
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game by Guy Aitchison

1 REHM

Z REM ® DESERT CHASE *
3 REM * by Guy Aitchison *
4 REM % €c) 1986 AGNTIC PUBLISHING *
S TENL AR vt e e s e e AT T T A e .
& REM ¥ Republished with permission *
7 REM ® BY PAGE & - ENGLAND *
B REM eIt 0E- - -3 Do - - e
% SE=IS:DIM A%(2) ,B5(2) ,C5(2),D5C2);:YE

=10;:5K=08:5H=1:POKE 106, PEEKC7468)

18 POKE 106, PEEKC(186)-5:GRAPHICS @8:DL=
(PEEKC1086) +1) %256 POKE 756,DL/A256+2: DM
=PEEK(560) +PEEK[(S61) ¥Z256+6

17 FOR I=8 TO ZZ:POKE DM+I,4:NEXKT I:FO

R I=1268 TO S60:P0OKE DPL+I,PEEK(S7344+1I2
tNEHT I

1Z FOR I=1 TD Z28:READ D:P=(D+64)%E:FOR
A=8 TO 7:REaADP K:POKE A+P+DL,H:NEHT A:

MEXT I:GOSUB S08:VL=0:VH=Z

41 POKE DM+5S,Z:POKE DM+Z,S:POKE DM+3I,5
:POKE DM+6,2:F=999:0=28:L0OCATE @8,8,C:G

DSUE a8

47 SOUND 8,255,10.4:SO0UND 1,250,18,4:5
OUND Z,34,8,4:Z=9

580 C=C+1:IF €2 THEN C=0:IF STICKIA)=1
4 OR STICKE@)=13 THEN GOSUE 108

51 IF C=2 THEM POKE 798,Z+4:POKE 782,

+6:POKE 711,Z+8

52 IF C=1 THEM POKE 709,Z+4:PODKE 711,

+6:POKE 7808,Z+8

5% IF C=0 THEN POKE 711,Z+4:POKE 708.I
+6:POKE 789,Z+8

668 S=STICKIB) (H=H-I¥(5=11 aAND H}G60)+I*
(S5=7 AND H{1G66) :POKE S3Z48,H:POKE S5IZ24

9,H¥14

78 IF STRIGC8)Y=A AND FF=8 THEN GOSUB 8

aa

71 IF FF=1 THEM GOSUB 818

80 G=6G+1:IF G}SE THEWN G=8:G05UB G688
98 F=F-1:POSITIOM 11.,8:7 F;" "":IF F4{1
THEN %9%9%%

99 GOTO S8

1808 IF STICKC(B8)=14 THEM H=-H+100:IF H>4
88 THEN H=188

181 IF STICKCBI=1X THEN H=W-108:IF MH{1
88 THEN H=408

1962 POSITION 18,22:7 "“"D="";H:RETURN

200 SK=0:5M=4:5E=SE-0.5:6G=GG+1:IF GG}
? THEN GGo0:HA-HA+*1:Z=Z+16:IF Z>248 TH
EN Z=8

287 HI-INT(14%RND (B> +IIXZ i HZ=INT (14%ANM
DAY +ZIMZ i HI=INT CLAMRND (B) +I) %7  H4=TINT
(14¥RND (O3 +T) 2

283 HS=INTC14¥RND(B)+3)%Z:IF HA{S THEN
HS=99:5N=3

204 IF MA<I THEN H4=99:5N=2Z

205 IF HWA<1 THEM XI=99:5N=1
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289 YE=i1i0:POSITION Z4,0:7 MA+1l:RETURM

S88 COLOR 97:PLOT 1,18:DRAMTO %9,18
581 SOUND 0,0,0,0:50UND 1i,8,0,0:S50UND

2,100,4,14

582 RESTORE 1010:FOR I=11 TO 28:READ C
:COLOR CHAZB:PLOT @,I:DRAWTO 3I9,1:NEXT
I

SB8ZT FOR TY=1 TO 100:POKE 704,I:POKE 705
+I:MNEXKT I:POKE SXIZ48,8:POKE S53Z49,0:C0

LOR 4

S04 PLOT 0,18:DRAWTO 39,.18:G0T0 3999
600 YE=YE+1:IF YE=11 THEN as-"mll':BS=%

l.“=E$-_—". L

601 IF YE=12 THEN AaS="Ef":BS='"“Flr:c5="

il :ps="a

682 IF YE=1Z THEN aS="";as5=""FI:c5=1"

m-:ns:llllll

603 IF YE=14

ml==n5‘:||wi

604 IF YE=15 THEN AS="Sugg_wmmtn, ng=n
B :p5="1CF"

685 IF YE-16 THEM S08

686 IF H1{99 THEM POSITION H1,YE:? AS%:

POSITIONM H1,YE+L1:17 BS:POSITION H1.YE+Z
:? C5:IF YEX11l THEM GOSUB 624

607 IF HZ{99 THEN POSITION X2,YE:? a5:

POSITION HZ,YE+1:17 BS:POSITION KZ,YE+2Z
:? C5:IF YE)L1L THEN GOSUB 6Z@

688 IF HI{9% THEN POSITION HI,¥E:? as:

POSITION HI,YE+1:7 B5:POSITION HI,YE+2
:!? C%:IF YE>11 THEN GOSUB 521

689 IF H4{99 THEN POSITION H4,YE:? as:
POSITION H4,YE+1:7 B5:POSITION X4,YE+Z
{7 CS:IF YEX11 THEM GOSUB 622

618 IF H5<{99 THEN POSITION HS5,YE:? a%:

POSITION KS,YE+1:? BS:POSITION HS,YE+2

1?7 C5:IF YEX11 THEM GOSUB 623
619 RETURM

THEN aS="f":B5="tIF":Cc5="

628 POSITION HZ,YE—-1:7 DP5:RETURN
621 POSITION HI,YE-1:7 DS:RETURNM
622 7 DSIRETURM

623 POSITION H5,YE-1:7 D5:RETURN
6Z4 POSITION M1,YE-1:7 D5:RETURN

708 POSITION 14,3:7 "EHEETIEETIEES": P
OSITION 12,4:7 “EREATEISTTIEITN
701 SOUND ©,25%5,18,14:50UND 1,254,10,1
4:50UND 2Z,18,18,14;:POKE S37606,14

782 C=C+1:IF C>Z THEN c=8

78X IF C=Z THEN PODKE 708,Z+4:POKE 709,
Z+6:POKE 711,7+8

784 IF C=1i THEM POKE 709,Z+4:PFPOKE 711,
Z+6:POKE 788,Z+8

785 IF C=8 THEN POKE 711,Z+4:POKE 708,
Z4+6:POKE 789,Z+8

786 Z=Z+16:IF Z>Z48 THEN Z=@

787 IF STRIG(B)=0 THEW SOLUND ©,0,0,0:5
OUND 1,8,0,0:S0UND Z,8,0,08:Z=0:G0T0 71
a

789% GOTO 782

710 POSITION 14,3:2 “JIPII 7007077077 P
OSITION 12,4:7 “ASSLLS PSP S AP A7/ PO
P :GOTO 47

800 FF=1:POKE 53250 ,H+10:KH-H+18:RESTO
RE 2008:Y=175

@02 IF W=488 THEN SP=8

883 IF H=I88 THEN SP=7

804 IF W=208 THEM SP=6

885 IF H=188 THEM SP=5S

809 RETURM

618 SP=SP-1:!:Y=Y-SP:READ N:IF N=256 THE
M POKE PHMtS1Z+Y+5P,0:FF=8:GOSUB 628;:RE
TURN

612 POKE PM4S124Y,N:POKE PM+S1Z4Y+5P, 0
IRETURMN

828 IF HW=4906 aND YE=17 OR H=3Z88 AND YE
=1F OR W=208 AND YE=14 OR W=188 ANE YE
=15 THEN 822

821 RETURN

B27 H-INTC(HM/43-113:J=H-1:IF H=H1 OR
J=H1 THEN HJ=1:G0TO 838

823 IF H=KZ OR J=HZ THEN HJ=2:GOTO B30
824 IF H=HI OR J=HI THEN HJ=I:GOTO 838
825 IF H=M4 OR J=H4 THEN HJ=4:GOTD &8I0
826 IF H=HS OR J=KS THEMN HJ=5:GO0TO &30
829 RETURM

8309 POKE 710,14:50UND I,20,0,14:IF HJ=
1 THEN HC=H1:H1=99

8Z1 IF HJ=2 THEN HC=HZ:¥Z2=99

POSITION H4,YE—-1:7
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832 IF HJ=Z THEN HC=KI:HIZ=99
83T IF HJ=4 THEN HC=H4:H4=99
834 IF HJ=S5 THEN HC=HS:H5=9%9
8315 RESTORE 1018:FOR I=11 TO 28:READ C
(COLOR CHIZB8:PLOT HC,I:PLOT MC+1,I:NEX
T I:F=F+30:50UNMD 3,0,90,0
836 SK=SK+1:IF SK}SH THEM SK=8:GOSUB 2
[i]]
837 POKE 71i@,100:5C=5C+(YE®*182 :POSITIO
N 2X.8:7 SC:RETURN
00 POSITIOM @.,8:7 *
iPDKE 752,1
991 FOR I=1 TO S:COLOR G:PLOT ©,I:DRaM
TO XI9,I:MEXT I:FOR I=8 TO 18:PLOT 9,I:
DRAWTD I9,I:MEHT I
P02 POSITION 8,18:7 " NAASd N NP SY
A SN wd NSNS INANS
903F FOR I=11 TO ZI:READP C:COLOR C+178:
PLOT @,I:DRAWTO I9,T:MEHT I
2?18 POKE 559,6Z2:POKE S53277.,X:PM=INTI(PE
EKC(742) /4-2)%10Z4 :POKE 623,1:P0OKE 5427
9, (PH/2563 -4
?11 RESTORE 1820:FOR I=177 TO 228 STEP
Z:READ H:POKE I+PM,H:POKE I+PM+1,M:NE
HT I
912 FOR I=177 TOD 220 STEP Z2:READ H:POK
E I+PHM*256,H:POKE I+PM+2Z57,H:NEXKT I
91T POKE S53248,114:P0KE S3I249,1XI8:H=-11
4:POKE SXI256,1:POKE S53I257,1
988 H=188:POSITION 18,22:7 "D="'; W
989% POSITION 8,6
990 7 ' |0 ™ A"
(11}
991 P
k‘-u
P22 HICIGIHZ=Z4:KI=99:M4=99:K5=99
997 POSITION S5,8:7 *“FUEL= 999 SCORE=
i ] HAVE= 1 "“:POKE 706,28:5P=S:RETURM
166 pATA ©0,0,08,0,0,0,0,.0,0,1,0,0,0,17
8,85,255,170,170,2,85,85,255,255,178,1
70,178,178,%,85,85,85,85
1881 DpATA 255,255,255,255,4,170,178,17
8,178,170,178,178,176,5,85, 85,685,685, 85
,85,085,85,6,255, 255, 255, 255
1882 pATA 255,255,255,.255,7,255,755,25
5,243,24%,192,192,8,8,252,252,252, 240,
192,192,0,90,9,.255,6%,15,3,.X.8,0,8
108X paTa 10,1,27,63,63,127,255,62,0,1
1,128,197,19%,227,247,255,12,8,17,8,8,
178,128,204,255,224,0
1084 DATH 13,0,.16,.0,170,69,255,178,178
+14,85,85,195,195,170,170,130,170,15,8
5,80,64,64,255,255,192, 255
1885 DpATA 16,85,85,21,21,7255,255,63,25
5,17,168,168,1608,162,126,170,170,160, 1
6,42,10,16,138,2,178,176, 16
1886 DATA 19,64,84,85,85,085,85,85,85,7
8,1,5,85,65,85,85,85,685
1007 DATA 21,85,85,85,85%,85,84,80,64, 7
2,85,85,89,85,85,21,5,1,23,192,192,195
+287,8,240,255, 255
1008 DATA 24,3,3,19%,24%,0,15,255, 255,
25,25%,255,192,0,192, 255, 255, 255, 26, 25
5,255,%,0,3,255,255, 255
18009 DATA II,170,74,8,162,8,74,176,171
1610 DATA 1.2,3,4,5,6,6,4,4,4,5,5,5,5,
5
1820 DATA 1,1,27,50,117,157,235,156,24
6,193,3,0,8,0,0,08,0,1,19,119,255,247
1621 DATA 126,128,216,76,174,185,215,1
85,111.239,192,0,0,0,8,0,0,128,200,236
;255,219,239
2888 DATA 255,255,255,1726,176,60,60, 724
+24,8,08,258
3399 SOUND 8.9,8,0:50UND 1,0,0,0:S0UND
2,0,0,0:50UND 3,0,0,8:PO5S5ITION 1,6;7
L GA&ME OVER Ll
10008 POKE 789%,Z+8:FOR I=S512 TOD S12+25
G:POKE PM+I,B:MNEXT I:POKE 704,0:POKE 7
85,8:5C=0:F=999
100081 SE-I5:SK=0:S5N=1:HA=B:YE=18:Z=0:P
OSITIOM 34,8:% "1 "“:FF=@g
186882 POSITION @,.6:7 * =
A= A" " tHI-1S I HZ2=25:HI=99 : Hd=
29 :HS=99
10883 H=114:POKE SI248,114:POKE SIZ49,
1I8:POSITION 2X,8:7 "B ":POSITION 1
1,8:7 "999% “:G0T0 706

"“":POKE 718,180

N ™
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This is the 21st Century where the right of way goes to the
biggest guns. The roads are controlled by warring gangs. No
travel is safe. To survive a journey between towns you need a
heavily armoured car bristling with weapons. Your country is
depending on you. You will need to learn how to survive tn this
harsh new world, indeed not only survive, but amass enough
worldly goods to ensure you can create a powerful enough force to
Fulfill vour many missions. You will need ro learn about the towns
and cities of this future time, how to get what you need without
making too many enemies, hot to follow the clues which will take
you to your final mission; how to handle the detailed road fights
when you are attacked by a gang of enemy vehicles, probably
outnumbered and outgunned. If you have learnt your skills well
you can still triumph.

So, which game am I talking about? Roadwar 2000 or
Autoduel? Well, both, actually. This is a prime example of how
two different groups of people can take the same theme and create
two entirely different games. Both are excellent games and will
appeal to a very wide audience. Both are sophisticated war games
with a basic requirement of learning how to survive and grow,
while searching the cities for clues so that you can complete your
final quest. All the details and game play are, however, very
different in the two games and one over-riding difference is in how
detailed combat takes place. In Autoduel fighting is done either
voluntarily in the city arenas or forcibly while travelling between
cittes. You have a single car which you control wwith a joystick,
shooting with the fire button and switching weapons with the space
bar.

The fights are, basically, sophisticated arcade games.
Roadwar 2000 does not use a joystick at all. The most detailed
fights, which can take place in a variety of terrains, involve
numerous cars on each side and are controlled by single key
commands to accelerate, brake, turn and move each car during the
movement phase and single key commands to choose a target and
fire in the firing phase.

If vou are hopeless with a joystick and can never successfully
develop the motor (no pun intended! ) skills necessary to win
arcade games you should avoid Autoduel. If you don’t have the
patience to read and understand some fairly sophisticated
movement, firing and boarding rules and comprehensive (21 per
wehicle! ) vehicle statistics, or the patience to spend well over five
minutes (and quite possibly half an hour! ) on a single fight, then
you should avoid Roadwar 2000. Otherwise, you may well enjoy
both — read on and try to decide which one to buy first!

Where did it all start? Which came first — Mad Max or
Fudge Dredd? Whichever it was, the idea of a future controlled by
warring road gangs seems to have gained significant popularity in
gaming cireles. Apart from the computer variations you can also
buy board games such as Thunderroads { MB Games ), Battlecars
{ Games Workshop | and Car Wars | Steve Fackson Games ).
Autoduel is actually based directly on Car Wars, so let’s look at
that first.
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John Sweeney takes a look at a new

genre of computer software - the

futuristic wargame. Autoduel and

Roadwar 2000 are leading
examples of the genre and John
has delved deep into both

AUTODUEL

“Drive offensively — The life you save may be your own™.

You start by creating a new character and allocating 50
points between Driving, Marksmanship and Mechanical skills.
Shortly thereafter you will be presented with a bird’s eye view
of your character walking round New York. Ctrl-D will show
you your current statistics: $2000, low skills, no armour, and
no clone to take over if you get killed. In order to win you will
have to improve all of these areas. You should ignore the
rather complex section in the middle of the excellent
instruction manual for the moment. This covers all the details
of how to design your own car, how to arm it, and how to use
the varied weaponry but you can’t afford it yet! If you are the
gambling type you could hop on a bus to Atlantic City and try
your hand at Black Jack or Poker, otherwise you should head
for the Arena, pausing only long enough to buy some body
armour at the Truck Stop. Provided you haven’t wasted too
much time you should find that it is Amateur Night — the only
night you can get in without your own car. They will lend you
a Killer Kart - a fairly low grade machine with little armour
and only one weapon, a front-mounted machine gun.
Fortunately your opponents only get Killer Karts too!

So far, apart from using the joystick to move around the
streets of New York (which seems to have shrunk a bit by the
year 2030 — it only takes up one screen!) you will have been
using the kevboard to select items from numbered lists in the
establishments you have visited. Now the fun starts — you are
into an arcade game driving your Killer Kart around a vast
scrolling arena searching and destroying the other amateurs.
The borders of the screen are a mass of control panels
indicating your weapons, your battery charge, your speed and
the remaining hit points on the front, back, left, right, and
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underside armour of the car, each wheel, your power plant and
YOU! You also have a small radar screen to help you find the
enemy. As you drive around the arena, avoiding the fences and
obstacles you will eventually come face to face with the enemy
— blast and dodge and may the better man win! Unfortunately
there are five of them and only one of you - not very fair really.
You have limited ammo, the starus of which you can check
with a Ctrl-C (which will tell you all about the car design as
well, but don’t worry about that yet — survival is all you should
care about at this stage!).

FIRST GET SOME MONEY

Getting started at Autoduel is not easy — you are unlikely
to emerge as an Amateur Night Champion on the first few
tries, but once you get the hang of it you will earn yourself
$1500 and some prestige. Prestige and your various skills will
normally increase whenever you succeed at anything. This is
important as you need prestige to get some of the important
jobs, driving skills to get better control of your car, mechanical
skills to enable better salvaging of wrecks (both for spare
ammo and 1o make money), and marksmanship to improve
your shooting - it is worth noting that the computer is
obviously ‘throwing lots of dice’ to decide whether or not you
hit since sometimes a shot will miss on the screen but still have
devastating effect, and vice versa — these “dice throws’ are
heavily biased by your marksmanship.

Amateur Nights come round fairly frequently so you
should soon be able to amass enough money to go and build
your own car, fortunately there is an Assembly Line in New
York, so you don’t have far to go. (Your prestige will probably
have reached six by now, so you can forget about Amateur
Nights unless you run low on cash.) Now you need to read
about car design. You have to choose from seven body types,

then decide on the quality of the chassis, the suspension, the
power plant, the tyres, the weaponry and the armour!
Fortunately the foreman understands the principles of car
design even if you don’t and will keep constant track of the
space, weight and cost of your new car.

You first need to decide what you want the car for - the
game allows plenty of scope in what you do next. There are
sixteen cities scattered across the Northeast of the USA which
you can visit. Nine of them have arenas for you to fight in,
eight have branches of the AADA (the American Autoduel
Association) which will offer you courier jobs which can be
extremely lucrative (up to $15000!) if you get the goods to the
right destination in one piece and on time, and there are also
the roads between the cities, which need clearing of outlaws.
On the fold-out map you get with the game the roads are
shown as nice straight white lines — don’t be fooled by these.
All *roads’ are arcade-time again and are actually tangled
mazes of roads, some dead ends, some overgrown with forests
or littered with boulders - taking a wrong turning can add 400
miles to your journey and if your power supply wasn’t fully
charged that probably means you won't make it. These roads
are NOT safe for pedestrians! (Actually, if you do run out of
gas you can cheat a little — just Q(uit and save) and restart —
you will find yourself back in the previous city!.) The roads are
also the natural habitat of the deadly road gangs. These guys
aren’t limited to Killer Karts with machine guns — here you
will meet limousines armed with lasers, rocket launchers,
minedroppers and anything else that money can buy!

WHAT ARE YOUR PLANS?

‘The arenas likewise offer a lot more than just amateur
nights, there are Divisions 5, 10, 15 and 20 for cars of total
value up to $5,000, $10,000, $15,000 and $20,000 respectively,
plus unlimited nights and, every three months, the Ciry
Championships.

S0, before you build your car you must decide - are your
initial plans to be a vigilante, an arena champion, or a courier,
and if you are a courier are you going to be a rabbit or a turtle?
= do you want armour or weapons or speed? Even when you
have a vast fortune you will find the game is designed cleverly
enough to prevent you building the perfect car - either too
much armour will reduce your acceleration, or you won't have
space for all the weapons you want. You always have to
balance your desires against what is practical. And when you
start out your main limitation will be your bank balance! Also,
beware of building a car which is midway between two
divisions. If you spend $6,000 on a car they won’t let you into
Division 5 and you will find yourself outclassed in Division 10.
The only change you can make to a car after it is built is to add
weapons (money, space and weight permitting!). Once you are
rich you can of course have lots of cars, the garages will look
after the spare ones for you (for a small fee) and you can keep
different ones for different purposes or sell them for scrap.

One of the best aspects of the game is the range of
weaponry, both offensive and defensive: Machine Guns,
Flamethrowers, Rocket Launchers, Recoiless Rifles,
Anti-Tank Guns, Lasers, Minedroppers, Spikedroppers,
Smokescreen, Paint Sprays, Oil Jets and Heavy Rockets, Each
has its own characteristics and uses. You can have up to ten
weapons, mounted on the front, sides or back of your car - [
especially liked the flamethrower, even if the long blast of
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TRANSDISK IV

Commercial tapes CAN be

SUNARO
\

B
:
4

transferred to disk!*

eIy FREE BUDGET CASSETTE QRifi{e] sy

B]g3t: ALL ORDERS OVER £15 [E&lQgsii
=11 disk disk
ARKANDID T8 1085 2218 BAKER STREET 1655
ASTRO DRGID Bdk (1 B.b8 ALT, REALITY.DUNGEOH 1688
COLOS5US CHESS 4.0 B.50 10.85 FLIGHT SIMULATOR 1l FE5
CONFLICT IM VIETHAM 14,88 16,88 FOOTBALLER OF THE YEAR 1278
CRUMBLES CRISES fdk 6.85 B.85 GETTYSBURG 26.85
CRUSADE IM EURDPE 12.78 16,85 GUILD OF THIEVES ik 16,85
DARG 3.05 T.85 LURKING HORROR .85
DRUID E.85 10.85 MIHI OFFICE I 17.85
F-18 STRIKE EAGLE .50 1278 PAWH Bk 16,85
FOOTBALL FORTUNES 12.75 1585 FIRATES BARBARY COAST B.95
FOUR 5TAR GAMES 6.65 B.68 RICK HANSOM 12,78
GALRNTLET Bdk B.50 12,75 EUFERECRAIPT 359.85
GAUNTLET:EEF DUNGEDN 4.85 6.95
JEWELS OF DARKNESS 12,75 12,75 BUDGET CASSETTES
KEMHNEDY APFROACH B.50 12.7T6
LEADERBOARD 8.50 12,75 180 185
LEADEABDARD TOURMAMENT 4.85 6.55 CAVERNS OF KAFKA 155
LIVING DAYLIGHTS .50 10,95 DECATHLON | 195
MERCEMARY COMPEMDILM 12.75 14.85 ESCAPE FROM DDOMWORLD L95
PHANTOM .95 95 FOOTBALL MANAGER 95
SCREAMING WINGS 695 895 FOUR GREAT GAMES 185
SILENT SERVICE 550 1178 MILK RACE 1.85
BILICOM DREAMS &4k 1275 127% O CUE 2.85
SOLO FLIGHT 50 1278 PANIK 188
SPACE LOBSTERS 123 595 POWERDOWH 1.85
SPINDIZZY o 1278 RIVER AALLY 288
SPITFIRE &0 TE 1085 STORM 2.85
TOMAHAWK B4 L% ] ] STRIP POKER B4k .88
TRIVIAL PURSLIT 1E7S 16,85 SURVIVORS 2.85
WORLD CUP MANAGER L 10,88 TABLE FOOTBALL 1,88

Orders over £5 include postage otherwise please add 50p
E Cheques ' P(¥s Access number to:- E
SUNARO SOFTWARE(Ps)

P.0. BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF
TELEPHONE (0625) 25228 MICROLINK MAGY%6023

=] READ ON! [—

Are you tired of waiting for cassette games to load? Would you like to
transfer them o disk for faster, more reliable and convenient loading?
You may have heard or read that this is not possible. Wall, not only is
it possible, but there is a program, Transdisk IV, that will do it all autg-
matically, you require no knowledge of cassette protection techniquesl
To putit simply, Transdisk IV will read ANY Atari cassetts, (single, multi-
stage, non-standard format, 64K = no problem!), remove the protection,
then place iton to disk for you. Plus, to load and run the new disk version
of a casseftte program requires just one keyprass from a convenient,
autorun manu disk.

Tha cost of this, the most powerful tape to disk utility for the Atari is just,
£24 95 inclusive of first class delivery. Also comes complate with com-
prehansive instructions which wera specially written with the cassetie
upgrader and first time disk user in mind.

Aequires: Atari BO0XL or 130XE Computer with disk drive and cassette
recorder.

Remember, that not only will you save money on upgrades fo disk
{if they are availabla) but many games are only available on cas-
selle anyway so Transdisk IV has fo be a worthwhile investment!

Sand an SAE or phona for more details of this utility.
Make Chegue ar P.O. payable to DIGICOMM and send your order ta:-

DIGICOMM

170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 BEBG.
Tel: (0908) 663708.

Demonstrations arranged for callers by appointment

*For your convenience fram the original cassette only.

flame misses the enemy car, the resulting cloud hangs about on
the screen and may blind him! The Arena fights and road
fights with gangs of cars are excellent arcade games once you
have a nice variety of weaponry to throw at the enemy!

So what's it all about? Keep your ears open for rumours
and secret informartion at the Truck Stops and Bars and you
should eventually learn of some special courier jobs which are
well worth taking. There are also rumours of a Mr. Big who
runs the Eastern sea-board outlaws — maybe your final quest
will have something to do with him!

ONE SLIGHT CRITICISM

My only slight criticism with the game play is that, once
vou have fully mapped the roads, got a good enough car, and
learnt how to use it to get past the road gangs, then some of the

.drives between cities, which can still take five or ten minutes
‘become a tiny bit tedious as you watch mile after mile of
similar looking road scroll slowly past, but by the time you get
to that stage vou should have nearly completed your quest, so
hopefully you won’t have too many such journeys.

Two points on the documentation, First, for Crrl-A read
Cirl-R and secondly, the detailed notes on Saving characters
don’t fully explain how to retrieve a saved character if he has
died - the Q command to quit and save to the B-side only
allows you to resume once. If your character dies you will not
be able to reload him again. Obviously you can copy your
B-side, but that takes a long time. The simplest way is to Quit
{which saves vour character to the B-side), restart, select
Activate Old Driver, reply Yes you do want to save your
current driver, wait while it loads him into memory, insert a
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formatted disk when prompted, wait while it saves him to it.
MNow when it asks for the disk with the new driver to be
inserted just press enter to use the character you have just
saved. The big difference now is that the version of him on the
formatted disk is NOT destroved by loading. If he now dies
vou can re-Activate him from that formatted disk as many
times as you like,

The XL/XE version is in black and white; the ST version
is in colour and also allows you to use the F-keys instead of
trying to reach ridiculous combinations like Crrl-L with one
hand! The only other difference between the two versions that
I could spot is that the ST allows you to use a mouse, but since
they didn’t complete the job you will need to reach for the
keyboard occasionally to speed up messages with the space bar
and to reply to questions with Y or IN. Whether you can fight
duels with a mouse is another matter, I found the joystick
much easier, but I am sure it is possible to develop the
appropriate skills to succeed with a mouse-driven car!

Autoduel comes from Lord British and Chuckles who
brought us the superb Ultima series = and while you shouldn’t
expect the depth of the Ultima games — you should expect
many very entertaining hours of Autodueling.

AUTODUEL

Origin Systems Inc. (Microprose)
Disk

Price £24.95 (ST)

£19.95 (XL/'XE)

NEXT ISSUE ... an in depth look at Roadwar 2000,
same theme but a totally different game.



WHAT HAVE YOU MISSED?

BACK ISSUES

PAGE 6 back issues represent an excellent way of increasing
the enjoyment of your Atari with articles to enlighten vou,
programs to type in and reviews of software to guide you.
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 20 = GRAPHICS SPECIAL. A super special issue with a graphics
theme. Draw some masterpieces with GRAPHICS WORKSHOP and explore
vour 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 Lists and the Adventure columa. 11
pages devoted to the ST plus a 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 Tempeta-
ture, Programming hints with Doing The Impossible, Error 8 Sclved and THE
GUIDE TO ERROR CODES, Reviews of Flight Simulator [1, Hitchhiker’s
Ciwide to the Galaxy, and the latest Adventures. For the ST a DEGAS to NEQ
converter, Lattice C reviewed and reviews of a whole host of software

ISSUE 22 - More serious users will enjoy SMARTSHEET, a Visicalc like
type-in spreadsheet, and our review of Paperclip whilst gamesters will puzzle
over Tricky Cubes and ey o survive Hidden Depths. The Guide 1o Error
Cowdes 1s concluded and there are articles on Fractals, Tape Problems and some
less well known Adventures, Loads of reviews and some great new rourines for
Blockbreaker. ST users will find our how o program Sprites and can read
reviews on Time Bandit, Pro-Fortran 77, VIP Professional and more.

ISSLUE 23 Another superb machine language game Water Ski School will
test your reflexes. Wordsearch will challenge those who like puzzles and other

hstings include Superclown and the utilines Xref and Verifv. A huge review of

Ultima I'V heads a comprehensive review section and Going Online Part 1 will
let vou know if telecommunications is for vou. 5T owners can discover how 1o
get a bigger screen on their colour monitor and read reviews of Zoomracks,
Sierra On-Line adventures and Pro-Pascal amengst others. Also, is it worth
adding a 537 drive to vour 5T7
ISSUE 24 - The biggest issue so far published! Great ST section with info
about 81 disks and cartridges and loads of reviews, For 8-bit users there is
MUNCHY MADNESS, the best game we have ever published plus a super
cheque book utility AUTOCHECK. Plus all about checking vour disk drive,
another gamde, motc uriliries, reviews of RAMBIT, Adventure games and lors
more, Too much in this ssue 1o list fully!
ISSUE 25 - Another biggic! A must for 1029 printer owners with 3 grear utili-
tivs including a screen dump. A super Japanese chess game called SHOGI, a
type in REVISION C BASIC, a full feature on disks and more, For ST, tvpe
in YITHELLQ, reviews of LEADER BOARD and MEAN 18, Hints and Tips
and several other reviews and articles
I[SSUE 26 - SOLID MODELLING is one of the best programs we have pub
lished, Be creative! Other programs include SOURCE WRITER for machine
cide programmers, FLEXIBLE FINGERS 1w help you type, NUTS and
more. Reviews of TRIVIAL PURSUIT, DVC 65, SPEEDSCRIPT and
much, much more. ST uwsers can learn all about HARD DISKS, FAST
BASIC, TYPESETTER ELITE, DEGAS ELITE and read reviews on a
whuole lor more software
ISSUE 27 - Some cracking listings for the 8-bit. In GREAT BRITAIN LTD.
you can be the Chancellor and help run the country. COMPUTER GAM-
MOMN is a great Atari version of backgammon and there's ANTS IN YOUR
PANTS, DISK COMMAND and others. There is a feature on word process-
ing and stacks of reviews. The 8T section includes an in-depth review of ART
DIRECTOR and a neat hittle program to put scrolling stars on vour screen!
Lots of reviews including HABAVIEW, K-SPREAD 2, K-WORD and many
more.
ISSUE 18 - Extend the incredible original Munchy Madness with the
MUNCHY MADNESS SCREEM DESIGNER, play GREEDY CATER-
PILLARS with a friend, teach your children with MOST HEART MATHS
or make up some crosswords with XWORD. A long feature on flight simulation
programs, hints on ZORK and loads of reviews. For 5T users, the first in a
series of USING GEM from C plus FLIGHT SIMULATOR I reviews, new
books from COMPUTE! and a whole stack of reviews.
ISSUE 29 - One that serious 8-bit users have been wairing a long time for - a
great full feature damabase - MJDBASE plus an amazing story maker,
STORYBOOEK, that allows you to create illustrated stories. Then there's 4
great game from ANTI called CLIFFHANGER and an AUTORUN maker
end more. Cheat on commercial games with ZAPPING THE RIGHT BYTE
and read stacks of reviews. The ST section has a type-in program, SCREEM
GRABBER, which allows you to *snatch’ pictures of commercial games 1o disk,
plus the next part in our GEM FROM C series and reviews of Superbase
Personal, K-COMM 2 plus lots of games including Barbarian.
All back issues are £1.20 each in the UK., £1.95 for Europe or
surface mail elsewhere and £2.75 for Air Mail outside Europe.
"lease make cheques postal orders payable to PAGE 6. Send
yvour order to PAGE 6, P.O. BOX 54, STAFFORD, §T16 1DR,
ENGLAND.

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 ST)
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.

ISSLUE 17 Contains RENUM, SHOOTING GALLERY, X-V-ZAP,
INLAY CARDS, CASTLE MORGUE, MATTHEW'S LABEL MAKER
and several programs on ANTIC modes 4 5

ISSUE 18 - Conmains BERTIE, GRAND PRIX II, BLITZ, LISTER,
STARS, TYPO 3 and several programs on Display Lists

ISSLUE 19 - Contains SNOWFALL, THE CHASE, MAGFILE, SECTOR
10, STARKIES UTILITIES plus programs for the Speech Svathesiser and
several programs on Dusplay Lists.

ISSUE 0 Contains BLOCKBREAKER, GRAPHICS WORKSHOP,
COLOUR PALETTE, PICLOADA, COLOUR ATTRIBUTES, CIO
SLIDE SHOW plus more Display List programs and pictures for Graphics
Warkshop,

ISSUE 21 - Contains REVENGER, TRAIN CRAZY, FORKLIFT, SCA-
LEMASTER, DOING THE IMPOSSIBLE. QUICK DISASSEMBLER
and MEASURING TEMPERATURE.

ISSUE 11 - Contains SMARTSHEET, TRICKY CUBES (two versions),
HIDDEN DEPTHS and new versions of BLOCKBREAKER. DOUBLE
SIDED DISK

ISSUE 23 - Conrains utilities XREF and VERIFY! Games SUPERCLOW ™
and WATER SKI SCHOOL (in machine language’. The word puzzle game
WORDSEARCH as well as COLOUR MAGIC demos and TH'Q BONLS
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 mwo superb urtilities, SPEED CHECK. and
MEKLU, A very full disk and nor to be missed.

ISSUE 25 - Contains the chess program SHOGI, a page flipping dema,
BOUNCING BERT, and three 1029 printer urilities, LIST 1029, SCREEN
DUMP and SMALL FONT. A must for all 1029 swners.

ISSUE 26 - TWO wirmally full sides with bonus screens for SOLID
MODELLING! Check them out. Also SOURCE WRITER for machine code
programmers, FLEXIBLE FINGERS to help vou tvpe, a game of NUTS,
DESIGHER LABELS for EPSON printers and YOUR OWN CURSOR plus
any others in this issue.

ISSUE 27 - Long listings include GREAT BRITAIN LTD. and
COMPUTER GAMMON, two excellent programs. DISKE COMMAND adds
new commands (o BASIC and TIMESCREEN will give vou a new screen with
a clock for typing in these programs. Plus all the other birs and pieces on a full
dizk.

ISSUE 28 - The amazing MUNCHY MADNESS SCREEN DESIGNER
ready 1o run, a RAMDISK MOVER for vour 130XE, MOST HEART
MATHS for you or the children, XWORD to get vou thinking plus all the
other programs from this issue on a disk packed, as usual, 1o the brim. Alse
contains the winning title screen from our recent competition,

ISSUE 29 - Thar super database MJDBASE is here ready to run and STORY-
BOOK is here with a grear bonus on the back of the disk - a STORYBOOK
READER with a complete story for you or the kids, INSTANT CHARAC-
TER SETS, CLIFFHANGER and AUTOMAEKE are also on the disk
together with all the little programs from this issue. Another two sided disk but
at the same price and the same grear value,

ISSUE 30 - All the programs from this issue PLUS BONUS MACHINE
LANGUAGE ADVENTURE ONLY AVAILABLE ON THE DISK

PAGE 6 Issue disks will run on any 8-bit Atari with 48k or 64k
memaory. Each disk is just £3.95. Compare that for value!

Order your disks from PAGE 6 by post from PAGE &6,
P.0.BOX 54, STAFFORD. ST16 1DR or by telephone using
ACCESS or VISA on 0785 213928,

Postage is FREE in U.K. Overseas please add £1 per order
{for any number of disks).

LOTS MORE!

Subscribers to PAGE 6 gets lots more special offers. Books,
an incredible collection of Public Domain software for §-bit
and 8T machines, exclusive software, binders and more. To
find out what you are missing ask for a copy of our PAGE 6
ACCESSORY SHOP LEAFLET.
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ICD P:R:Connection |

If, like me, you've always cursed Atari for not providing
the B-bit machines with standard serial and parallel interfaces,
then you’ll be interested in the P:R:Connection from I1CD Inc.
of Rockford, Illinois. Using this device you’ll be able to
connect to standard (non-Atari) printers, modems, other
computers, or any other peripheral device requiring a
‘Centronics’ type parallel or R§-232 serial interface.

Until now the only way to get hold of this product was to
import one directly yourself, although Silica Shop did
advertise it a while back. I've just heard that Frontier Software
have become the UK distributor for ICD products, and can
supply the P:R:Connection (PRC) along with many other
interesting [CD 8-bit accessories. The review model came in
via the import route, and this gave rise toa disastrous problem
I'll describe later.

The package as supplied includes the interface box itself,
a detailed instruction manual, and a double sided disk
containing mainly communications software. No device cables
are provided - you have to supply these yourself.

ICD intend the PRC to be a straight replacement for the
expensive and elusive Atari 850 interface. It's virtually 1007
compatible, including use of the 850 cables. In the few
instances where there are compatibility issues, these may be
fixed by using a supplied ‘translator’ program.

CABLE COSTS

Finding suitable, reasonably priced device cables was a
problem. I had several quotes for 850 cables at around £20
and over (EACH!), which I think is appalling. How can
companies justify charging such horrendous prices for cables?
ICD sell them for half this in the USA, so why can’t UK
companies manage something similar? Frontder Software
could generate a lot of goodwill (with me, at least!) if they sold
ICD cables too. { Frontier are now handling these cables at a
reasonable price. Ed.) 1 eventually found some at a more
acceptable price at York Computer Centre.

A SMALL PLASTIC BOX

The PRC itself is a small plastic box measuring about
5" % 3.5" w 17 with a standard Atari serial bus cable emerging
from one side. This plugs into the Atari’s serial socket, and
you then plug the rest of your I/O daisy chain into the serial
bus socket on the PRC. There’s no separate power supply
needed (yippee!) as the PRC draws its power directly from the
computer via the serial bus connection. It works fine unless
you happen to own a 1200XL. This needs a simple hardware
modification for which instructions are provided.

On the oppeosite side of the case are the 1/O ports — one
parallel and two serial. “P1:" is the *Centronics’ parallel
printer port, using a DB15 socket. “R1:* and “R2:” are both
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The Right Connection?

RS-232 serial ports, using DB9 sockets. The former is a full
serial port containing all the handshaking lines required by
certain modems, while the latter is a cut down version
handling only receive and transmit lines. The old Atari 850
interface had two additional ports, one of which provided the
rarely used ‘current loop’ facility. They were omitted from the
PRC in order to keep down costs.

Inside the grey case is a very neat circuit board containing
a number of discrete components and several IC chips. One of
these is a complete microprocessor in its own right, containing
ROM, RAM, PIA, and a CPU! The board also contains two
jumper switches. One can be set to provide auto-linefeeds for
your printer — useful if you swap the printer between 8-bit and
ST machines, as it removes the need to fiddle with those
annoying printer DIP switches. The other switch allows you
to turn the printer function off, again useful if you're already
using a directly connected Atari printer.

EARLY MODEL PROBLEMS

My first test involved replacing the trusty Blackthorn
interface I use to drive my Star SG10 printer. It took just a
few moments to connect up the PRC in its place and to try a
few quick LPRINT commands from BASIC. Result— Error
143. Hmmm, not so good. I rechecked all cable connections
and retried it. Same result. I tried to LIST a BASIC program
instead. No good. I tried to print a document with Atariwriter
Plus. Still nothing. No amount of experimentation would
induce it to print. Disaster! : |
At the time T wasn’t aware that Frontier Software were '
about to start handling ICD products, so I contacted Silica
Shop who kindly offered to help me sort out the problem. I |
took the PRC and cables down to them and we tried |
substituting different cables, computers, and their last ‘

|



MJDBASE (ISSUE 29): Reader Eric Chapman has sug-
gested the following amendment to this program. As new
records are entered, the index is re-sorted on each entry
which means that the program slows considerably when there
are several hundred records. The following changes will
mean that the index is only re-sorted when you exit New
Record mode. Change the following lines:

10300 RECS =RECS + 1:CHANGE=1

] ohn S Davison tests a 10600 — Replace the RETURN at the end with GOTO 29200

replacement for the 850 interface

from Frontier Software at £69.95 DESIGNER LABELS (ISSUE 26): The article states

remaining PRC. Surprisingly, even this didn’t work. (Thanks
anyway, fellas!)

Baffled and disappointed, I went home and wrote to ICD
in the USA, A few days later I received a phone call from ICD
president Tom Harker, who explained that the first few
thousand PRC’s made were incompatible with PAL system
8-bit machines (i.e. those used in the UK). The design was
subsequently modified to fix this, so my PRC (and Silica’s?)
must have been an early model. The solution was to replace
the 4 MHz crystal on the PRC’s board with one of 3.9 MHz. I
received a replacement crystal from him by airmail shortly
after, and fitting this caused the PRC to drive my printer
exactly as the Blackthorn had. Moral — if you import your own
hardware from the USA make sure you know what you’re
getting!

SOFTWARE REQUIREMENTS

When used to drive a parallel printer no additional
software is required — simply plug in the PRC and go. Using
the RS5-232 interface is rather more complex, needing some
form of driving software. This is where the ICD supplied disk
comes in, as it contains a number of useful programs.

There are three (yes, three) different communications
programs provided. All are public domain programs and
widely used in the USA. The first is AMODEM 7.2,
considered by ICD to be one of the best communications
programs available for the 8-bit machines. Then there’s my
favourite — 850 Express, a modified version of 1030 Express,
which is immensely popular in the USA. Just looking at it [
can see why - it’s got some superb features! Finally, there's
RSCOPE, needed only if you're rich enough to afford to
access and download programs from the USA’s CompuServe
system.

There’s no separate documentation provided for this
software — it’s all on the disk, so you can either print it out or
view it directly on the screen via a text editor.

I haven’t had a chance to try out the communications side
of the PRC and its software vet, so I'll defer comment on it
until the next issue. Watch this space for details.

ICD’s P:R:Connection is great news for 8-bit users, At
last you can be freed from the straightjacket of Atari specific
printers and choose virtually any one that takes your fancy
(modems too!). Considering vou also get a diskful of useful
software it’s superb value for money. If you need a good,
comprehensive interface device for your 8-bit machine, then

look no further. Get ICD’s P:R:Connéction, e

Epson Compatible Printer required but what wasn’t clear at
the time was that whilst it would run on an Epson ‘com-
patible’ it doesn’t actually run on an Epson! Quite a few lines
need to be changed as follows

FM 5416 TEMPS=" 'iMIDS="T":MIDSC(2)=CHRS
C1Z8) :ENS="FF":GOSUE SIZE:PTOPS=TEMP:

MR S428 TEMPS=" (" :MIDS="TEC":EN5S="TE]":GD
SUB SIZE:PRINS=TEMPS

5Y 5438 TEMPS=" P :MIDS="TH':EN5=""T%:G0
SUB SIZE:PBOTS=TEMPS5

RF 8118 ? HZ:ESCS;"1";CHRSC102

VI 8128 ? H2;ESCS;"R";CHRSC18) : 7 HZ;ESCS;
" CHRS €12

¥YM 8138 7 HZ;ESCS;"Aa":CHRS (8)

DE 8146 7 HZ;PHEADS:? BZ;PTOPS

GE 8158 FOR MUM=1 TO DEP:7? 12;:MUM; :IF NUM
{186 THEN 7 #2;" *;

HR 8168 FOR N=1 TO GHID

OH 8178 BYTE=PEEK(SCR+H) :IF BYTE=124 THEM
BYTE=1Z4:REM DOES | (CTRL =)

HF 8189 IF BYTE=84 THEN BYTE=148

LB 8183 IF BYTE=® THEN BYTE=ZZ:GOTO 8210

HE 8185 IF BYTE>Z1 AND BYTE<S9 THEN BYTE=
BYTE+3Z2:GOTD 8210

QY 8198 REM IF BYTE{96 THEM BEYTE=BYTE+312

BK 8289 IF MODE=1 AND BYTE»3Z aND BYTE<1?
8 THEWN BYTE=XZ

EJ 8218 ? #HZ;CHRSC(BYTE) ; :NEXT MN:5CR=SCR+4
8:7 H2;CHRSC1LS5) ;

CL 8228 IF NUM=DEP THEN ? HZ:PBOTS

F5 8238 IF MUM{DEP THEN ? HZ;PRINS

HI 8248 NEXT MNUM

RU 8258 CLOSE H#Z:POKE 559%,P559

You may also need to change one of the dip switches in the
printer to activate the Graphics character set. Unfortunately,
different models have different settings so you will have to
refer to your manual.

COMING SOON ...

WARGAMES ... A massive review,
all you need to know

EXPANDING YOUR ATARI... all
the juicy details about those I/O
and expansion ports and what to
do with them
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Firebird
Cassette £9.95
Disk £14.95
1-2 players

1-2 joysticks

Gauntlet clones seem to be all the
rage lately and DRUID is clearly
Firebird’s attempt to cash in on the
trend. I'm hot complaining though - this
one’s a real cracker! I’ll briefly run
through the plot first, and leave the
superlatives until later.

Peace and well-being are in jeopardy
throughout the lands of Belorn due to
the likes of four demon Princes of
Darkness, who have appeared through an
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Paul Rixon gets
through a lot of
games!

inter-dimensional gateway in the
dungeons of the evil Acamantor, As last
of the Great Druids it"s your duty to
destroy the four skulls of the Princes
which can only be found in the dingiest
depths of the dungeons. Eight types of
magical spell are at your disposal. Fire,
water and electricity spells may be used
in defence against the constant onslaught
of hell-spawned ‘dimension monsters’
and other evil-weevils intent on your
disappearance.

Several other spells are available for
unlocking doors, for giving you limited
powers of invisibility and for creating a
*Golum’, A Golum is a veti type
character who kills all adversaries on
contact. He can be programmed to
auromartically wait, follow or lead you
around the dungeons or a second player
can intervene via a second joystick —
clever stuff! A ‘chaos’ spell acts to
eliminate the skulls once you've found
them, and can also be used to escape
from tight spots in the game. You only
possess a limited number of powers to
begin with, extra abilities may be
obtained from chests, and here a degree
of skill is required to select the most
profitable item. Nicely animated
‘pentagrams’ replenish your energy
reserves. Very useful these!

There are one or two further
surprises awaiting you in the dungeons
but I'll leave them for you to discover.
At the end, a rating system labels you
with one of sixteen titles ranging from
‘Halfwit® to ‘Lightmaster’. I’'m not going
to tell you what it called ME though!
You'll have gathered by now that
DRUID is not one of those simplistic
‘thrown together in five minutes’ jobs. A
lot of thought and programming skill has
obviously gone into the game.

DRUID excels in the graphics
department. Bi-directional stairways give
access to eight levels of dungeon, each
offering a different blend of hi-res
multicoloured scenery and ground
fearures. Information relating to the

number and nature of remaining spells is
displayed in the top half of the screen

together with an indication of your
energy level. Scrolling is excellent, as it
should be on the Atari, and although
there isn’t any music, sound effects are
plentiful.

This is truly an enthralling product
and one that Firebird should be proud
of. It’s more involved than Phantom and
streets ahead of the awful Gauntlet. No
price accompanied the review copy
although I get the impression that it is
not intended as a budget release. Even so
it should definitely be at the top of every
arcade gamer’s shopping list. )

BAOANANANANNANANNNNNNN
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Mastertronic
Cassette
£2.99

1-2 players
1-2 joysticks

Simularions remain as popular as
ever and I'm sure this new one from
Mastertronic will be gratefully received
by a good many armchair sportspersons.
‘1807, as I expect you've already guessed,
15 a darts simulation similar to the Thorn
EMI game released a few years back.

A large hi-res dartboard fills up
most of the sereen with a blackboard to
one side on which the scores are chalked
up. There's also a quivering hand
holding the dart - good graphics but
don’t darts players have arms too?
Control of the hand is via the joystick
diagonals and to make things even more
difficult it can’t be stopped at any
particular point, 1.e. to remain in one
place requires constant jiggling of the
stick. The idea is to line up the dart, not
as easy as it sounds, and press the trigger
to throw it.

In practice mode you have to hit
each number in sequence, from twenty
down to one, in a limited time. The main |
game is standard matchplay darts, that’s i
where the winner is he or she who scores ]
501 points first, not forgetting to finish



UNIVERSAL HERO

Mastertronic
Cassette
£1.99

1 player

1 joystick

An arcade adventure with
‘Dropzone’ graphics and the challenging
perplexities of ‘Spellbound’. Could this
be the ultimate budget release? No, but it
certainly could have been if S.A. Riding
had remembered to include some sound
and Mastertronic had provided some
sensible instructions.

From what I was able to ascertain
from the (inadequate) information
supplied on the cassette inlay, the plot is
that an incapacitated space freighter is
out of control and it’s up to the Universal
Hero, alias you, to find the parts

Ty

on a double. You join the game at the
quarter final stage of a championship
knockout tournament, and to win you've
g0t 1o beat three opponents supplied by
the computer. These are chosen at
random from a team of seven dubious
characters with names such as ‘Belly Bill’
and ‘Limp Wrist Larry’. It’s the best of
three sets to decide a winner, and if you
are successful you’ll go on to challenge
the world champion ‘Jammy Jim’. He
seldom throws a dud shot!

When it’s the computer’s turn, an
animated sequence shows the opponent
making his throw with a background of
pub-scape sadly lacking in detail and
colour. At least the music is quite good
and the interlude doesn’t last for too
long! Keep your ears open for a short
burst of digitized speech if you manage
to score the infamous three double
twenties in a row (hence the title).

If mathematics isn’t one of your
strong points Mastertronic have kindly
included a chart of winning
combinations, but don’t take them for
gospel - one or two errors have crept into
the text! A final quibble concerns the
difficulty level which appears to be on
the easy side. I consistently beat Jammy
Jim in the final and was awarded a
suitable rating such as ‘mega-cool’,
however since there is a two player
option the game would seem to offer
lasting appeal.

In the words of Jim ‘Bullseye’
Bowen - ‘Terrific, super, how about a
round of applause?’ .

necessary to mend it and thus save
mankind. Trouble is, the freighter’s on
another planet and the only way to reach
1t is by shuttle. By some incredible
coincidence the shuttle is also in
disrepair so you've got to locate the bits
to fix it before going any further. Whart'’s
more there’s a time limit before the
freighter hits the planet and the Hero has
a restricted amount of Oxygen, Phew!
Brilliant is a very apt description of
the graphics. The Universal Hero is
himself a superbly drawn little chap with

T

space helmet and jet-pack, used for
propulsion around a vast maze of caves
and planetary landscape, which is very
reminiscent of the ‘Dropzone’ graphics
in design and colouring. “Useful®
artifacts are waiting to be found at some
of the locations, and these may be taken,
dropped or examined by means of a
keyboard input. The Hero has a nine
object carrying capacity and all articles
he has obtained are displayed in a box
above the main play area. Surprisingly
there is absolutely no sound whatsoever
during normal gameplay. A beep
signifies when an object has been raken
or dropped and a series of beeps are
heard if you touch something you
shouldn’t. Other than that, it’s golden
silence throughout.

At this stage I ought to be telling
you about the puzzles the Hero
encounters on his travels, but I'm afraid
I’ve got to admit that the game has me
temporarily baffled. Despite obtaining
eight objects and exploring all of the
immediately accessible screens I have
come to a complete standstill, There’s a
pile of rocks blocking one entrance, and
I've got dynamite and a plunger, but
how do I use them? Your help would be
appreciated!! The instructions are
completely abysmal. They don’t even
mention that starting the game requires
pressing ‘S’ on the keyboard — an
inexcusable oversight.

Allin all, UNIVERSAL HERO is a
very good game that could have been
truly unbeatable if a little more thought
had gone into the finishing touches. It’s a
shame that Mastertronic have come so
close to creating a classic and then blow

:’_f;l:tt:il;l:?st minute. Maybe they’ll do itn. \\\“\\\\‘\\\\

INVASION

Mastertronic
Cassette
£1.99

1 player
1 joystick/ keyboard

Tactical war simulations are enjoyed
by a small but growing number of
dedicated followers who rejoice over
titles such as “Tigers in the snow’ and
‘War in Russia’. Exorbitant American
price tags have prohibited their
widespread popularity in the past, but
Mastertronic have now enabled a much
wider audience to scrutinize the wargame
concept with the release of INVASION,
set on a planet inhabited by alien beings
whose plan is to invade Britain. Can you
prevent them from going ahead?

You have sole responsibility for
Britain’s defences, commanding several
military outfits including ‘radar’ and
‘explosive’ units. Destroying a weather
station is your main objective, and this is
accomplished by situating three
explosive units in adjacent positions next
to the station. Alien units counter your
every move so constant monitoring of all
developments is necessary to establish
what is happening. Instructions are
issued to the units by means of a cursor,
and the computer automatically handles
the move and determines the outcome of
combat.

Damage to a unit may be partially
repaired by utilizing fuel cells, and a
‘teleprinter’ provides updates of the
current situation. Status reports can be
optionally displayed and other facilities
include game save, ‘explode unit’ and
‘MOove cursor to next stationary unit’,
Points are awarded for disabling the
weather station and alien ships, with
bonus points given for eliminated alien
units and human units remaining intact.

Graphically INVASION is a bit of a

let down. The battle area is pretty drab
and uninspiring, scrolling is not at all
like the smooth and effortless movement
to be found in ‘Eastern Front’ but
extremely jerky, and the display is
generally lacking in detail and
professionalism.

It’s worth checking out if yvou are
prepared to put some effort into
gameplay. War simulations are by no
means light entertainment and anyone
buying the game without prior
knowledge of the format could be in for a
disappointment. Seasoned war tacticians
should find it a worthwhile challenge.
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SURVIVORS

Atlantis Software

Cassette

£2.99

1 player

1 joystick/
keyboard

It’s the year 2087 and the world has
been completely devastated by a nuclear
war. Presumably you've managed to get
“The Last V8 back to Sci-base and now
it’s time to think about rescuing the
survivors of the war, who are trapped
inside a damaged hibernation dome. You
have enrolled the expertise of three
specialist Droids to search the seven
levels of the dome and retrieve the 135
missing persons.

Damage to the building has caused
numerous boulders to dislodge and block
many of the pathways, so a knowledge of
boulder-physics would be rather useful.
Yes folks, it’s Boulderdash revisited!!
Some of the rocks landed on top of
‘ME..1 Guardian Droids’ who had been
maintaining the life support systems,
transforming them into hostile monsters.
Keep an eye open for these!

Each Droid under vour control has a
specific function and you must utilize
these talents to succeed. The first is used
for tunnelling, the second for rescuing
the survivors and the third for shifting
boulders. Rockford could teach this lot a
thing or two! Switching between Droids
by keyboard input is frequently
necessary during play and this tends to
become tedious after a while.

The playfield is based upon a
graphics mode one screen, so there are

BOULDERDASH II

Prism Leisure Corp.
Cassette £2.99

Disk £4.99

1-2 players

1-2 joysticks/ keyboard

BOULDERDASH has had a long
and interesting lifetime. Originally
published by First Star Software three
years ago, it became an instant smash hit
on the Atari and on the lesser micros too.
Mirrorsoft brought the game officially
into the UK about a year later, again
with widespread popularity, and shortly
afterwards Databyte announced the UK
release of its successor
BOULDERDASH II - ‘Rockford’s
Revenge’. Prism Leisure Corp. are now
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| only three colours available — the default
| hues have been used - and the display is

generally very blocky, although at least
everything is very big, bold and
conspicuous. Scrolling is the biggest
failing of the game. The screen jerks over
an inch at a time, which is extremely
irritating to the point where it detracts
from gameplay. It’s not so bad if you
move at a snail’s pace, but then the timer
runs down before vou've had a chance to
complete the task. Hisses and beeps are
all you're likely to hear in the way of
sound effects.

SURVIVORS isn’t a bad game at
the budget price, but it’s not one I would
instantly recommend. As for that
scrolling....!!

MILK RACE

Mastertronic
Cassette £1.99
1 player

1 joystick

Every vear cycling professionals
from all around the world participate in
an increasingly popular event — The Milk
Race - which this year was held over a
thousand mile course beginning in
Newcastle-Upon-Tyne and winding 1ts
way around the country to a finishing
line in London. Mastertronic’s MILK
RACE puts you in the saddle of a twelve
speed racer compering against
eighty-three other hopefuls ina
simulation of this vear’s event.

The game is split into the thirteen

re-releasing the BOULDERDASH duo
and the good news is they can be yours
for under three pounds a piece.

Following a superbly designed and
animated title page with musical
accompaniment the game proper gets
underway. You control the relentless
Rockford, a cute little dude whose only
aim in life is to collect as many diamonds
from the caves as he possibly can. It
sounds a doddle until you experience the
eponymous boulders which tend to crush
poor Rockford if he doesn’t move out of
the way in time.

Blocking amoebas, transforming
butterflies and out-manceuvring fireflies
are just a few of the distractions
Rockford will encounter on his travels. A
quick reaction is not the prime necessity
— each cave is a complex and challenging
puzzle requiring skill and brain-power to
complete it. There’s not a lot of people

stages of the real Milk Race, and you
must maintain pole position over each of
these sections to win the event overall.
It’s more of a strategic exercise than a
race in fact, the idea is to change gear and
adjust your pedalling rate in order to
attain the most efficient use of your
energy reserves. A gradient indicator
provides some insight into the required
gear, but otherwise it’s basically a matter
of trial and error to discover which

gear /speed setting best stems your
energy depletion rate.

Additional energy is obtained by
collecting bottles of nice old, ice cold
milk from the roadside. Time trials are
sprung upon you at random points along
the route and in these you have to
complete the section within an allotted
time or face elimination. Potholes are
commonplace in Britain’s road network
and hitting one of these incurs an
annoying delay. There seems to be a
slight bug here in that occasionally, if
you've crashed, any cyclists passing the
mangled heap actually improve your
overall position rather than the opposite.

Graphically, the game is well
designed with nicely animated cyclists
and a horizontally scrolling road, your
view being raised above ground level so
that sideways movement of the cyclists
and detail in the road can be easily
detected. Background scenery scrolls by
at a different rate as do the heads of
onlookers — not all of them human!
Passing team cars add to the realism, and
original music is included although this
can be silenced if need be.

MILEK RACE is one of
Mastertronic’s better efforts, and it's a
worthy addition to the budget range.
Keep ‘em coming please Mastertronic! ®
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who can claim to have finished all sixteen
caves in series without cheating! Full
playing strategies are thankfully
provided on the inlay.

If you do manage to master the first
level there are four more to contend with
after that. BOULDERDASH is not a
game that you're going to tireof in a
hurry. There are some great sonics
included, and visually the game is
superb. Just wait until you see Rockford
impatiently tapping his foot during pause
mode!

The majority of Ararians will
already have the BOULDERDASH duo
in their collections, but if it’s missing
from yours then you ought to make
amends as soon as possible. My special
thanks go to Rockford for sending me a
pack of his edible boulders with the
review copy. Yummy! L]
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DECATHLON

Firebird
Cassette
£1.99

1-4 players
1-2 joysticks

What's this?, An exciting new
athletics simulation? No, actually it’s a
re-release of the Activision
DECATHLON, the game originally
published during 1984 on ROM
cartridge. At that time you could expect
to pay anything over £20 for the game,
which illustrates how greatly the
software companies’ strategies have
(wisely) altered over the past few years.

Anyway, this version of
DECATHLON is entirely identical to
the original (apart from the ‘budget’
packaging) and will enable you to
participate in a full-blown athletics
meeting, competing with up to three
friends (or enemies!) if you wish, or
alternatively you may opt to practice any

of the individual events — 100, 400 and
1300 metre races, Long Jump, High
Jump, Shot Putt, Discus, Javelin, Pole
Vault and 110 metre Hurdles.

Every event, without exception,
involves the much dreaded process of
joystick waggling, or joystick destroying
as it is otherwise known. Better take into
account the cost of a new one before you
buy the game! The trigger is used to
jump and throw in the appropriate
events, and to place the pole in the vault
pit when necessary. Success will depend
on your stamina and dexterity as you
waggle the stick from side to side at,
hopefully, death-defying speed. Hitting
the trigger at precisely the correct
instance is advisable too! Triumph is
awarded by a suitable points allocation —
score over 1000 points and a fanfare is
sounded to celebrate vour achievement!

If you select a single player game the
program displays a pace-man in the
running events, who generally livens up
the situation and creates the impression
that you really are in a race. Clearly you
can only hope to improve on your
previous high-score, so it’s much more of
an entertainment if vou can find some

U.S. Gold

£4.99 cassette

£6.99 disk

Requires GAUNTLET

Arttention all GAUNTLET fanatics!
Having rushed out to buy the current
U.S. Gold top seller, perhaps after
reading the review in PAGE 6 (1), you
might have survived the dangers
imposed by demons, ghosts and similar
obnoxious nasties, and be seeking a
further challenge. If that is the case,
THE DEEPER DUNGEONS are for
you,

What you get are 512 brand new
previously unexplored mazes, bubbling
to the brim with all manner of
adversaries, treasures, doors, rations
(beware of the poisonous ones!) and
generally the kinds of things that you
would expect to find on any Sunday
afternoon stroll into a deep dungeon. If
YOu were an entrant to the
design-a-screen competition then you
may even se¢ your name printed on the
inlay card! Adhering to all of the rules
established in GAUNTLET vou will be
given the opportunity to control the heto

GAUNTLET THE DEEPER DUNGEONS

of your choice around the dungeons
collecting treasure, searching for exits
and, of course, killing anything that
moves.

The genuine GAUNTLET arcade
machine features stereo sound (courtesy
of the POKEY sound chip!), voice
synthesis and superb graphics. Nobody
was expecting anything quite so
mind-blowing on a home micro, but the
truth of the matter is that following
months of speculation and rumour, the
Atari 8-bit version is a huge anti-climax.
It is completely boring, visually very
forgettable — apart from a glimmer of
hope resting in the ace title page — and
sonics are virtually nonexistent.

Needless to say, any comments
made by Paul Blazeby in issue 28 hold
true in this review. THE DEEPER
DUNGEONS are simply more of the
same — quite a lot more in fact. Take my
advice, invest your hard-earned cash in
Firebird's DRUID instead. It’s
infinitely more playable! Don’t forget
that you must already own
GAUNTLET before you can run THE
DEEPER DUNGEONS, and also that
the cassette and disk versions cannot be
intermingled. Not a lot more [ can add
except buy it at your own peril! -

human opposition to intensify the
competition.

Animation in this type of game often
tends to be something of a
disappointment, but the movement of
the athletes and their shadows in
DECATHLON is excellent,
complimented by scrolling that is well up
to the Atari’s high standards, and an
impressive side-on view of the stadium
and onlooking crowd. Sound effects
aren’t quite so hot but they're perfectly
adequate given the nature of the game.

Try and snap this one up if you
haven't already done so. Firebird really
are offering good quality software at a
sensible price. L

FRENESIS

Mastertronic
Cassette
£1.99

1 player

1 joystick

e
ey

If there’s an award going for worst
Atari B-bit game of 1987, FRENESIS is
certain to clinch the title - no sweat!
Graphics are diabolical, sound isn’t up to
much either and as for the game itself...

The screen view is largely blank,
apart from so-called aliens disguised as
blobs appearing from the perimeter of
the playfield and closing in towards a
large cross. Your task is to prevent them
from ever reaching their destinations by
careful manipulation of a tooth edged
line called a Straton. Vertical or
horizontal movement of the Straton is
achieved by an appropriate push on the
joystick, and if an alien is hit by the
toothed edge of the Straton it disappears.
Selected aliens require multiple zapping
and ‘Mega annihilating smart bombs’ are
also available, if vou can be bothered to
use them,

That’s all there is to it. Forty levels
of utter boredom — hardly a freneric
experience by any twist of the
imagination! FRENESIS was
‘programmed’ by Tony Takoushi, well
known arcade games fanatic to readers of
a certain computer publication. If this is
his idea of a joke then I’m definitely not
amused! If it’s not, I would respectfully
advise him to practice his talents on the
Oric Atmos or unexpanded Vic 20,

Without a shadow of doubt it’s
Mastertronic’s most unappealing release
to date, and a step in the wrong direction
for the budget pioneers. Highly
unrecommended! ®
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READING AND

SAVING SCREENS ﬁ

Welcome back to First Steps. After last issue’s break from
the trials and tribulations of programming your Atari, it’s time
to get back to some programming. You'll never learn if we
keep chatting about other things!

In previous issues I have covered several graphics topics
and by now you should have had ample time to try your hand
at the graphic modes and maybe have even tried a little bit of
animation. Y our program will draw a picture with its own
routines (PLOT, DRAWTO)], but quite often you may wish
to save the picture for use elsewhere, or perhaps you wish to
keep the same program routines and load in different
backgrounds. So how is it done?

SLOW BUT SURE

First we need to find out what is on the screen. If we were
to set up a GRAPHICS 0 screen with some text on it, we
could look at every point on the screen (GRAPHICS 0, 24
lines and 40 columns = 960 points) and obtain the ASCII
value of the character using LOCATE. For example,

LOCATE X,Y,Z (The same as POSITION X,Y: GET #1.2)

LOCATE sets the cursor at position X, Y (defined by the
program) and reads the value of the character or point under
the cursor. In text modes this will obtain a value for Z ranging

54 7 REM #WWM Choose Graphics @ screen.
RI & REM 3% Hide cursor with POKE.
DR 9 REM #%% Dimension string to screen
resplution. Set counter.
OR 18 GRAPHICS O:POKE 752,1:;DIM BS (40%24)
HE 3
TL 19 REM éN Set up Your own screen here
or Just continue.
JE 98 LIST 7,130
Jii 9% REM #¥# Set up for column and row.
¥YM 188 FOR COL=@ TO 2I:FOR ROW=8 TOD ZI?
EF 109 REM »¥¥ Read screen point.
LB 118 LOCATE ROMW,COL,POINT
TJ 118 REM #¥¥ Change PODIMT value to
ASCII wvalue and save to
string.
YH 119 REHM %M Reset counter for the next
string location.
55 1280 B5(0A,A)=CHRS (PDIMT) :A=A+1
oA 129 REM WeE Continue.
CC 138 NEMNT ROMW:MEXT COL
FP 139 REM #¥¥ Clear screen and replace
everything to screen.
5Y 148 GRAPHICS @:POKE 75Z,1:4=1
TH 149 REM %M¥% S¢1T up for column and row.
¥H 158 FOR COL=8& TO Z2I:FOR ROMW=G TOD 39
Fit 159 REM %%% Read string and print to
ECFBEn.
FP 1680 POSITION ROMW,COL:7? B5CA,A);:a=Aa*l
0I 169 REM %% Continue.
CK 170 MEKT ROM:MNEKT COL
0 ise 7 NN AT 8 OOEEE CHEETa
PT 198 GOTO 198

Listing 1
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from 0 to 255, depending on the character under the cursor,
The same technique can be utilised for the graphics modes
except that here the value will be 0 or 1 for the two colour
modes, and 0 to 3 for the four colour modes. These colours
correspond directly to the COLOR register used. Except when
using the default colours, the SETCOLOR registers must be
stored as well,

LISTING 1 shows how to read the screen, store the
details and how to set up the screen after it has been cleared.
The program itself is pretty simple and I hope that Steven
Wayne agrees that the REM’s will be explanaton enough. The
value (Z) under the cursor is changed to the ASCII value and
stored in a string. This makes it easy to print the character
directly from the string using a POSITION statement.

A FASTER WAY

The previous technique is slow, but even slower when it
comes to the higher resolution modes. A better way would be
to use screen memory. Each point on the screen has its origin
in RAM. Stored in these locations are the details of the points
1.e. colour or character. The position of the start of screen
RAM is stored in locations 88 and 89 (termed pointers). To
find out where exactly this is in your own computer enter the
following and press RETURN,

PRINT PEEK(88) 4+ 256*PEEK(89)

The number given 15 the memory location that stores the
value of the top left hand corner of the screen. Each point on
the screen is stored sequentially in memory from that memory
location.

So why use a pointer? Well, when different modes are
used the RAM is increased or decreased according to the
amount needed for that mode. The computer will shift the
start of screen RAM to compensate for this and as it varies so
much, vou need to store the start of screen RAM somewhere
so that you can keep track of where the screen starts. The
technique of pointers is used quite a lot in the ATARI
architecture.

Location 88 is equivalent to the unirs in decimal counting
and location 89 can be compared to the tens. For instance, 21
in decimal is 1+ (10*2}, so location 88 would store the 1 {units)
and location 89 would store the 2 (tens). In the case of
computers though groups of 256 are used instead of 10's, 50 a
1 in location 88 and a 2 in location 89 would equal 513, The
reason for the magic figure of 256 is simple. The memory
chips have eight read/write lines and each line has two states -
either ON or OFF (just like a light switch). With two states
and any combination of eight lines the mathematicians
amongst the readers will deduce that you will have two to the
power of eight possibilities — 256!

Directly reading the screen EAM means that we can do




Mark Hutchinson shows you how
in his regular column for
beginners

away with LOCATE and speed up the program. This can be
demonstrated by listing 2. This program is slightly faster due
to the reduced amount of program commands, but it is still
very slow.,

NOW HOW TO SAVEIT

So now that we have read our screen, where and how can
we store 1t?

Storage in memory can be in two forms, either as a string
or as a variable, both are temporary. The string can be held
until filled then transmitted to disk or tape all at once but the
variable must be transmitted at once otherwise the
FOR/NEXT loop will overwrite it on the next pass.

Using PUT/GET commands with a variable, the data has
to be passed to disk or tape one byte at a time. This may seem
to be slow but it allows the use of a device called the Input
Qutput Control Block (IOCB). This block is the socket you
plug the tape or drive into. It is controlled by certain locations
in memory and, if these locations are POKEd correctly then
some great things can be achieved.

When you connect the tape or disk lead into the
input/output socket of your computer you have given yourself
a choice of eight communication channels, 0 — 7 (remember
OPEN #1, etc?). Each channel has sixteen bytes of memory
reserved for it in RAM, from locations 832 to 959. You will be
told by various handbooks that you can use them all for your
own use, all except channel 0 that is, because it is reserved for
the screen display. This is not true, you can use the screen
display, and to prove it I will introduce you to the ATARI
‘Forced Read Mode’. I must confess though, this has been
mentioned before in PAGE 6 by myself and others, but can
you have enough of a good thing?

In this mode the program will stop running (the STOP
command) and place information on the screen (using
PRINT). Then it will reposition the cursor above the new
program lines and enter the lines, directly from the screen, as
if you had pressed RETURN. The CONT command will start
the program where it left off, any new lines being run. LIST
will show the modified program.

A self-modifying ATARI! LISTING 3 will demonstrate
this effect.

That’s it for this issue. Next time we'll take a closer look
at those IOCB’s. Meanwhile, don’t forget that you can write
with your problems or to suggest further topics for the
column. Write to MARK HUTCHINSON,

1, HOLLYMOUNT, ERINVALE, FINAGHY, BELFAST,
BT10 0GL
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GA 9 REM ¥#%¥ Set up screen,
on it. Re swove cursor.
string.

UM 16 GRAPHICS O:POKE 75Z,1:DIM BS5C1800)

LIST 9,100

5G 17 REM #¥¥ Get location of top left

corner.

P-PEEK (88) +Z56%PEEK (89)

REM ¥¥¥ Place value of location as

4 character in the string.

FOR A=1 TOo 968

BS (A, A =CHRS (PEEK (P+A—13)

NEXT A

REM *%¥ Clear screen and replace

everything to screen.

GRAPHICS 8:POKE ?752.,1

REM %% Retrieve the data and place

iNn SCreen Memory.

GRAPHICS B8

RO 80 FOR aAa=1 TO 968

YE 98 POKE P+A-1,ASC(BSCn,n))

CP 108 NEXT a

put something
Set up

L Za
EZ 29

RJ X8
ON 40
FZ 58
GM 59

BO &8
VN 69

Ly 78

Listing 2

¥J 180 GRAPHICS 0:POKE 642,13

SC 28 POSITION 2,1X:%? "g';? "ot 7 uiggu.:s
llZgIl:l? Ilsgll:? II‘BI":-I? 1|5ﬁll:? IIE?Il

MF X9 T "'1688 SE.Z,2,2"

T 49 2 “'CONT"™

BU 56 POSITION &,0:STOP

GZ 60 POKE 842,172

o 78 LIST

RM 108 SETCOLOR Z2,%7.7

Listing 3
THE FIRST STEPS
COMPUTER DICTIONARY
continued

Chip - A piece of semiconductor material containing a
microscopic integrated circuit.

Integrated circuit — A tiny circuit in which the electrical
components are made of chemical elements diffused into a
piece of semiconductive material.

Character - a single letter, number or symbol.

Daisy wheel — A plastic disk with spokes used as the print
mechanism in letter quality printers.

Data - information to be processed by a computer.
Database - The entire collection of information available to a
computer. A structured collection of information, or a
collection of related files, considered as an entity.

Data set - A modem. A collection of data records with a
logical relation to one another.

Device Handler — A collection of routines that connect the
operating system and the user program with the in put/output
devices. There is one handler for each type of peripheral
device in the hardware configuration.

Direct Memory Access — Transfer of data between a

peripheral and main memory without intervention of the
CPLL

More definitions next issue! -
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THE RESOURCE FILE

The Resource File is a new service provided by PAGE 6
to help Arari owners (both 8-bit and 5T find sources of
information, help :m#l.i supply. An entry in this featu:'e_ Nice Gamlingay FIDO  Name: THE VILLAGE
dees not necessarily imply any endorsement by PAGE 6 Number: 0767 50511 Number: 01 464 2516

and readers are advised to check for themselves to ensure Hours: 24 hours g:“ﬁ'." %1];U\L:?2Tvd;;:il‘i
that the informartion is still current. We would ask any o = : e T Ry i

2 : p ; : Baud: 300 = 2400 V23
readers who find information to be inaccurate or out of SRy Brnid STC andl Beatnr b e BT arck

date to let us know so that an entry may be amended or

deleted.

RETAILERS

The following retailers, to the best of our knowledge,

support Atari 8-bit or ST and sell PAGE 6.

ATARI WORLD
15, Fennell Street
Manchester

M4 iDU

Tel. 061 834 4941

BRIGHTON COMPLTER
EXCHANGE

1, Ann Street

Brighton

BX1 4GP

Tel. 0273 666650

CHIPS

53, Rughy Road
Waorthing

Suszex BN11 5NB

COMPLTER CENTRE
174, High Street
Hornchurch

Essex

Tel. 04024 73613

COMPUTER WORLD
212, Broad Sireet
Birmingham

B15 1AY

Tel. 021 643 9100

GAMER

"1 East Street
Brighon

Sussex BN1 1HQ
Tel. 0273 728681

GLASGOW COMPLTER CENTRE

Virginia Galleries
33 Virginia Street
Glasgow

Gl11ITU

Tel. 041 §52 1522

GUERNSEY COMPUTERS LTD.
13, Commercial Arcade

St Pewer Port

Guernzey

Channel Islands

Tel. DdR1 ZRTIK

HI-FI WESTERX LTD.
52, Cambrian Road
Newpart

Crarent

Tel. (33 62T

INTOTO

I, Heathcoal Strect
Haockley

Motts, M1 3AF
Tel. Da0I 410987

JENNINGS STORES
244 = 248, Hertford Road
Enfield

Middx

Tel. 01 B 1767

LADBROKE COMPUTING LTD.
313, Ormskirk Road

Preston

Lanes. PR1 2P

Tel. 0772 21474

LIVINGSTON COMPUTER
CENTRE

17, The Mall

Craigshill Shopping Centre
Livingston

West Lothian

Tel. 0506 364978

MICROBYTE

Maghull Business Centre,
Red Lion Buildings,
Liverpool Road North,
Maghull,

Merseyside L31 ZHB

Tel. 051 526 5156

MICRO-TROXNICS
27a, Market Street
Tamweorth

Staffs

Tel. 0827 $1480

P.F.MURPHY & SONS LTD.

Cross Lanes
Drogheda
Co. Louth
Ireland

Tel. 041 37292

ONE STEP BEYOND LTD.
Ila, Castle Meadow
HNorwich

NR13DG

Tel. b&03 AEITIE

ORDEM

21, Harris Arcade
Reading

Berks. RG1 1DN
Tel. 0734 474768

PEATS ELECTROXNICS
197, Parnell Street
Dublin 1

Ireland

Tel. 0001 727799

RADFORD HI-FI LTI
52, Gloucester Road
Hristol

Avon

Tel. 027X 418247

SILICON CENTRE
T, Antigua Street
Edinburgh
Scotland

Tel. 031 557 4546

SOFTWARE EXPRESS
514 - 316, Alum Rock Road
Alum Rock

Hirmingham HS

Tel. 021 328 3585

AS WOOTTON & 50N
116, Edleston Road
Crewe

CW1 THD

Tel. 0270 214118

YORK COMPUTER CENTRE

9, Davygate Arcade
Davyvgate

York YO1 25U

Tel. 0904 6418632

program library

CP/M area

Do you run a Bulletin Board which caters mainly for Atari 8-bit
or $T? For an entry in this feature please send us details as above
(5 words max on Features!) on a plain sheet of paper headed

RESOURCE FILE - BBS.

Any background information included will be filed for

reference but not published.

USER GROUPS

ABC

Contact Mike Donoghue, 135,
St. Leonards Road, Leicester,
LE2 3BZ. Tel. 0533 700190,
Retailer and both B-bit and 8T
USEr Groups.

ATARI USER GROUP
(IRELAND)

Contact 100, Silloge Avenue,
Ballymum, Dublin 11, Ireland.
Tel. Dublin 425918

BOURNEMOUTH AREA
COMPUTER CLUEB A.U.G.
(BACCAUG)

Contact Colin Hunt. Tel. 0202
677895, ST, B-bit, hardware
and software development.

CROMWELL ATARI USER
GROUP

Conract Dave Leggett, 3,
Chestnut Close, Brampton,
Huntingdon, Cambs. Tel. 04380
50353, All users welcome.

The GATEWAY CLUB
Contact Bob Hall, 46, Churchill
Drive, Mildenhall, Suffolk,
IP23 TDA. Tel. 0683 717723
All computer club with Atari
section. Meets once a month.

LONDON ATARI CLUB
Contact Andrew Banner, P.O.
Box 319, London, SE15 3NZ.
Tel, 01 639 8657 (evenings and
weekends). Members anywhere.
B-bit and 5T

MERSEYSIDE ATARI
CLUB

Contact Mike Lynch, 24,
Oakdene Road, Anfield,
Liverpool, Merseyside, L4 25R.
Tel 051 264 8435. ST ONLY.
Regular meetings, newsletter
and more.

RAGE HARD A.U.G. (8-bit)
Contact Tony Longworth, 13,
Greenfield Road, Little Sutton,
South Wirral, Cheshire, L66
1PE. Tel. 051 339 (M05. For
B-bit users everywhere. Send
s.a.¢. for details.

SIGATARI

Contact Glenn Leader, 143,
Richmond Road, Leytonstone,
London, E11 4BT. Tel 01 555
0395. For those interested in
more unusual applications.

SOUTH WALES ATARI
GROUP

Contact Raymond Price,
Mandeville House, 9, Lewis
Street, Canton, Cardiff, CF1
EJY. Tel 0222 304592 or 394501

5T CLUB

Contact Paul Glover, P.O. Box
20, Hertford, 513 8NN. Mail
only(?). Worldwide.

WORLD ATARI PENPALS
Int. User Group (WATP)
Contact Max Terveen,
Magerhorst 8, Alphen a/d Rijn,
2402 LP, The Netherlands. Tel.
01720 45583, Members in USA,
Canada, France, U.K., Greece,
Germany, Saudi Arabia. Have
circulating disk (8-bit and 8T7).
Mail only.

Do vou want others to know about vour group? Send details as
above ONLY (5 words max. on Members!) on a plain sheet of
paper headed RESOURCE FILE - USER GROUPS.

That’s 21l you get! We will not publish any other details as
meering times and places tend to change., Appoint someone
responsible to handle any enquiries received.

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 you find
any entry out of date,

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 you wish to be
included.
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NEW LOWER PRICES AND...
EVEN BETTER SERVICE!

Now ALL Goods Despatched SAME DA‘.I"Dy ISf CLASS POST-FREE!
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@ 17 Month Warranky

ONLY

@ High Quality 11"x 9%
® E0gsm Weight
@ Micro-Perf all Round

per 10 @Complets with ervelopes, User Labels , i i
£1 4 95 Write pralect labels eic @ ALL POST FREE! ™ ‘“*p“’ DD100L -
® 2000 Sheets - Sy 0 | % | DISK STORAGE BOX —
2L Single Sided e |nme nelnam nel  @Smoked Perspex/High
DILI-I'.?:'?E DEE15|I'.' IEE g'J Egu DLig 'S'J Impact F‘Ie:irr?LP :
Baaxs Doukle Sided : _,I z = - , & @ Holds up o 100 Disks
Get the mos! from your ATARI Computer with these EXCELLENT | Double Densily £7.95 [£37.95(£69 % @ Hinged Lockable Lid
BOOKS at special low COMPUMART PRICES (NE. no VAT 00 sl | Doutie 5 ded P RN
bagke) Quad Density | £Q QR P47 QRIFAQ OBl oLy w o - il
® ATARI 130XE HANDBOOK £6.95 {80 Track] £9.95 147.95E00.95 onvy £10.95 fry
& BASIC - XL EDITION £12.95 '
@ MAPPING THE ATARI £15.85
® YOUR ATARI COMPUTER £16.95
@ COMPUTES 1t BOOK OF ATAR| GAMES £10.85
@ COMPUTES 1st BOOK OF ATARI GRAPHICS £10.85

ALL BOOKS - POST FREE
Also Availabie

AMAZING PRINTER
Phone now for details of our Eas!__%\

| _..--""_---.-R'I SM D4 @ B0 Column - Dot Matri
{_ = ATA @ 50 Column - Dot Matrix @ 155 CPS - Draft Mode
@380 Column - Dot Matrix @ 120 CPS - Draft Mode @35 CPS - NLO Mode
@50 CPS @ 24 CPS - NLO Mode @ Friction & Tractor Feeds
@ Friction & Tractor Fead @ Friction & Tractor Feeds

SM‘E £EE E

DEALS SAVE ££¢5

Payment Scheme lhese prmters

= FANASONIC KX-P1081

@ Full 2 year Warranly
& 12 Month Warranly

y £229.00
o £189.00 o £200.00 oot £220.00
i i e I connect to
' 4 tha “Graphics AT Interface to con

WEREE - ABu AR o @ A1 of these Excellent Printers agn 1Eeuu ;e pGrd:lnm AT witn your Printer !

processor Disk with ALL Printers our Btar @ Bit Comput Flr E;,, [.at I
.rHEE F;?uﬁrr.,-k;: _Hé':tpll;:l_rr?.lcﬂ hyailable jor OMLY £38. 00 ¢Mormally
BN

TOP QUALITY 51{1 BULK
PACKED DISKS

®Fully Guaranteed @individually Cerified 100%

Erroe Free WSupplied in strong white card boxes

Full range of ATARI 5201040 Computers, Printers, Monitors,
Software, Accessories elg, Ask now for defails of our EASY

PAYMENT SCHEME on Afari ST's

How to Order...

W Simply sl your order, name and full address with @
Creque or postal order (made payable lo Compumart| and

post b our address opposile o -
4 Phane any of cur 3 0rder lines | hours) end order
using your credil card. Please gwe your fyll name and
address, daylime Phone nusber, details of your arder and
he name of the magazing you are ordering Irom
& Al goods are usally despatched same day
18 class post - FREE OF CHARGE!

@ For SPEEDY GUARANTEED NEXT DAY DELIVERY by
SECURICOR. Plegse add JUST 15 1o goass total

®'We welcome oficial writien purchase orders from pic's,
goverment and éducational establishments elc. Goods
will be cespatchad on receipt of prder, 28 day invoice will
follow.

@ Overseas ordirs:- please deduc WAT (15%] then add

5% for air matil and inswance. (Al payments in

slerfing)

@ Al prices include VAT, Prices and delivery subject to
_avaiahility. All goods fully quaranieed.

0

A EREATHEAL

All three of our Joysticks
nelude the following fealures:-
@ Extra long 5t Cable
@ Single and Rapid Fire Facility
@ Non slip Rubber Feat

L
@ Dual Fire Butions
@8- Way Arcade Quality
Micro Swilches for Precision
MICROPHASER MICROBLASTER JOYBALL

MYeg95 Ne1295 MYeggs
ALL JOYSTICKS — POST FREE!

RE-FaR A Goaq BEAL LESSF
| COMPUMART-Dépt PA6 - Unit 8- Falcon Street

Loughborough - Leics - LEII IEH |
ol ﬂsns -262259 / 233333 / 266322
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LARASOET

presents

The THIRD GENERATION of Jeff Minter's uniqué LIGHT SYNTHESISERS
- MIND/MACHINE SYNERGY -

COLOURSPACE: allows the user to create dynamic, interactive light dlsplavs z
using the Atari’s 320 x 200 512-colour graphics. Do it to music... your ears won't’
believe your eyes...

COLOURSPACE: mouse control, over 100 keyboard commands, compatible ﬁ*
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 g s |
_ SEND S.AE. FOR CATALOGUE & NEWSLETTER - RS SR |




